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1. Idea - summary of the basic creative idea
Our idea is to create a “Butterfly Effect” simulator; a space where a user can make a change within a set reality, and see the effect that their alternation has caused over time. The user will be omnipotent in their ability to explore and alter this reality. This change can be anything (though restricted by the writers and/or programmers to an extensive list) from adding a bench on a sidewalk to deleting someone’s existence entirely. As an observer/watchman the user will have an ability to see and explore what that change has affected in different location, lives, etc. These outcomes can also be compared to the original reality without any alternations, so an element of “fate” may be observed.  Essentially what the user will be doing is creating an alternate universe through one (or more) simple alternation(s). 

The project plays on both the Butterfly effect and “Fate”. The Butterfly theory is the core of cause and effect alterations, but as the user explores more and more, hopefully he/she will discover that some changes, however directly related to an event, happen regardless of the user’s counter productive intentions.

2. Goals - the goals of this project
The goal of the project is to create a space that a user can explore and tamper with; to see the before and after effects of many or few changes, be them large or seemingly ‘insignificant’. The user will determine through exploration whether or not their new reality is a result of fate, cause and effect, or a combination of the two. 

3. Skill Sets Needed - bullet points - what skill sets do we need, how many
· 3D modeler (20%): all 3 Dimensional graphics

· Graphic artist (15%): creating art for components, HUD etc

· Designer/programmer (35%): implement the project to an interactive piece

· Writer (30%): think of the narratives intertwining together to create interesting/complex chains, including the alternates.

-writers can move on to the graphical or if possible programming aspects of the project as their work should preferably be done early on and is the reason of a high allocation of students?

 

4. Skill Set Concerns - given the idea/goals/class, what are the concerns with 

      the skill set needs

· Possible lack of programmers or willing programmers

· Scope might be too big? If so, the environment will have to be narrowed down. The project calls for an extensive multi-linear stories that connect with each other to create complex but logical “butterfly effects.”

· Spread out work load. If someone finishes given task early, support others who might be struggling more.

· Likewise, if one team is struggling more than another team, some members with required skill assets may be transferred to the other team.

· The narratives become finalized too late into the project, can have heavy delay over all other areas.

5. Timeframe - show how we can get your idea done in the time frame

· Week1: Brainstorm

· Week2: Narrow down idea + Direction

· Week3: Design

· Week4: Team formation + Development

· Week5: Development

· Week6: Redesign + Integration + Development

· Week7: Development

· Week8: Redesign + Integration + Development

· Week9: Development

· Week10: Development + Debugging

-
Week11: Development + Debugging 

· Week12: Time Leniency

· Week13: Finalization

6. Timeframe Concerns - what can we do with your idea to make sure it 

happens on time

· Weekly progress report and milestones from each team

· More frequent (e.g. every 2 days) progress report from team member to team leader. This can probably be done in the forums.

· Team leader will check on team members to make sure everyone is up to date

· Each team produces an extensive project schedule ex (first work week, the modeling team is working on buildings, next week street objects, next week cars, etc)

7. Project Benefits - why does this project work for this class and its goals
 

Our idea allows for a vast variety of skills and talents to be combine into a single cohesive project. If carefully implemented, we can create a seamless reality.

The project explores an “interactive virtual environment”, one of the main areas technology is heading towards, especially in games.

8. Press & Marketing - a project is not very good if no one knows about it …
The Internet may potentially be the best way to market a digital application. The cheapest and best form of advertisement is “word of mouth”. This basically means, a product gets recommended by a peer and thus chains through to new people getting passed on. If this project can be recognized as a feature of a site with a good audience base then it will automatically get the chance of approval from those people, and those people will start the “word of mouth” chain. Just for example, newgrounds.com is a place users submit projects to for general viewing. Many animations/games get featured that are actually advertising their own site that promises more of their works. After getting featured, it will become credible enough for other users to just to check it out. Of course, getting featured in the first place can be difficult…but if the project is actually that interesting, all it would need is a little time.


9. Feasibility/Logistics - what are other logistical issues to prepare for
As far as modeling the environment goes, this is purely tedious work that can be adjusted to the time constraint presented by the class schedule. Though we intend to greatly utilize 3D graphics to create a new reality, a model doesn’t need to be extremely beautiful for the project to function; its visual aspect is merely to add interest. This area has abundant interest/talent in the class.

The programming side can be quite problematic and is one of two big risks in this project. Depending on how the class programmers react, it may make or break the idea concept. Ideally, though not yet officially voted upon by our team, it would be really nice if we can code it so that we are exploring an actual 3D space rather than faking it in 2D. There is a program called “Beyond Virtual”, for creating 3D games using ‘angel code’, which is quite promising for use in this project. There are plenty of examples that we can easily splice together to create at least the “exploration” parts and possibly simple AI to produce the animations respective to the changes. The only drawback to it is if anyone knows or be willing to learn it for the project. Alternatively, there is also Mel script, which is basically Maya’s scripting language. It should be capable as well though more difficult to execute.

Lastly the idea requires extensive creative writing to make a clear point of the project. If all cause and effect situations are too simple and/or dull, all other areas’ efforts will be wasted as this is the main reason or ‘hook’ of the project. This area must be designed early as it dictates how much control a user will have which in turn also dictates how it would be best executed. Since there was a reasonable amount of willing writers in the class, this may not be a problem.


10. Examples of Similar Work - 2 examples of similar projects/work for your proposed idea

Possible comparison:

· Run Lola Run: probably the best comparison in the movie genre

· Butterfly Effect the movie?

· An old TV show where a man receives the newspaper a day earlier and tries to change “fate” by saving those reported that will have an accident etc. I can’t recall the name but I believe it was an American show…

· David’s (teamed with Oliver and Josef) project from IAT 313 where one would choose the order the main character will explore an area (once per area) which will dictate what kind of ending will ensue.

· Ruby’s iat 100? 101? Something something

