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This project began in early January, 2005 as an interactive arts class at SFU Surrey Campus.  The course is based on a 15 week development method that would conceive, design, and implement a project as a class.  The first few weeks were spent deciding what we wanted to accomplish as a class in the short span of time we had.  Past iterations of this class had built immersive environments that had integrated 3D spaces with narrative or artistic content.  Our class decided to take a different route, and go with an interactive narrative that was more closely based on a graphic novel or comic style.  
By February, our class had come up with our concept, and began pre-production of the project.  We had decided to use a multi-linear storyline that had multiple scenes for each character, and we drew up storyboards for the production of the images.  The large class was split into many smaller teams: a film/photography team that captured the original images, a graphic team that designed the layouts and style, an art team that edited and modified the original images, a writing team that wrote the story and narrative, a sound team to concentrate on the audio and a tech team that did IT support for the project.  Each team had a lead, which would coordinate their team with the other groups.  We also had a director and producer who focused on the organization and management of the project as a whole.  One of the things that separate this project from previous ones is that it was almost entirely managed and produced by the students.
The project followed a very assembly line process that started with the writing team and the storyboards.  The film/photography team would take those initial shot ideas and capture them on film or in-game (for some of the videogame images).  The original images would be passed on to the graphic team, who would lay the images out in Macromedia Flash.  The images would also go to the art team, who would artistically modify each image before being replaced back into the Flash layout.  Sound would be recorded, mixed and added back into the Flash along with the art.
