
ROOM Object: OrientationIsland

IF YES (WirxliArea - ROOM

Object)
NO (GameOver1 - ROOM Object)

NOYES

ROOM Object:

GameOver1

ROOM Object:

WirxliArea

If YES (PrOffice - ROOM Object)
IF NO (PurpleText - ROOM

Object)

YES

ROOM Object:

PurpleText

If YES (WirxliArea -
ROOM Object)

ROOM Object - PrOffice

COMMANDS:

IF SNORT COCAINE (DanceParty
- ROOM Object)

IF GET iPHONE
(KenzoAnswer1 - ROOM Object)

NO

ROOM ITEMS
iPhone

Cocaine Tray

GET iPHONE

ROOM Object - KenzoAnswer1

IF YES (KenzoAnswer2 - ROOM Object)

IF NO (KenzoAnswer3 - ROOM Object)

ROOM Object - DanceParty

Available EXIT Objects:

SOUTHWEST
SOUTHEAST

SNORT COCAINE

ROOM Object - PartyAngle2

Available EXIT Objects:

NORTHWEST
SOUTHWEST

SOUTHEAST

ROOM Object -

ClockLobby

Available EXIT Objects
NORTHWEST

SOUTHWEST
SOUTHEAST

SW

ROOM Object - KenzoAnswer3

AVAILABLE COMMANDS:

GET A LIFE
COMMIT SUICIDE

IF "GET A LIFE" (KenzoAnswer4 - ROOM Object)

IF "COMMIT SUICIDE" (GameOver2 - ROOM Object)

ROOM Object - KenzoAnswer2

IF YES (InterviewAngle1 - ROOM Object)

IF NO (KenzoAnswer5 - ROOM Object)

Yes No

ROOM Object -

ClockCorridor

Available EXIT Objects:
NORTHWEST

ROOM Object -
AvastarLobby

Available EXIT Objects:

NORTH
SOUTH

SW SE

ROOM Object - MiamiVice

Available EXIT Object - NORTHWEST.

IF ("SNORT COCAINE")

= GameOver3 - ROOM Object

ROOM Object - PartyAngle3

Available EXIT Objects:
NORTHEAST

SOUTHWEST

SW SE

ROOM Object - VendingMachine

Available EXIT Object:

NORTH

If ("TOUCH") =
ShowTabloidCover

ROOM Object - PartyCorridor

Available EXIT Objects:

NORTH
SOUTH

ROOM Object - DeadEnd

Available EXIT OBJECTS:

NORTHEAST

ROOM Object
- GameOver3

ROOM Object - GameOver2

ROOM Object - KenzoAnswer4

IF YES (KenzoAnswer2 -

ROOM Object)
IF NO (KenzoAnswer5 - ROOM

Object)

GET A LIFE COMMIT SUICIDE

ROOM Object-
KenzoAnswer5

IF keyPressed (space bar) =

GameOver2 - ROOM Object

No

CHARACTER Object - AidenAquacade

Traverses between InterviewAngle

ROOM Objects

IF (AIDAN IN ROOM)
= Go to KenzoGate (ROOM Object)

ROOM Object InterviewAngle3

Available EXIT Objects
NORTH

NORTHWEST
SOUTHWEST

SOUTHEAST

ROOM Object -
KenzoGate

IF keyPressed (SPACE),

TheEnd - ROOM Object

Yes

ROOM Object
- TheEnd

ROOM Object -

InterviewAngle1

Available EXIT Objects
NORTH

WEST

ROOM Object InterviewAngle2

Available EXIT Objects
NORTH

EAST

YES

NorthWest/SouthEast

ROOM Object -
AvastarOffice

Available EXIT

Object: WEST

ROOM Object -

AvastarBar

Available EXIT Object:
EAST

ROOM Object: IntroScreen
Available text commands:

NORTH, SOUTH, EAST, WEST,
NORTHWEST, SOUTHWEST,

NORTHEAST, SOUTHEAST, TOUCH,
SNORT, GET, READ DROP,

INVENTORY, Y/N...
Press space bar to enter Second Life

for the first time!

PIMAGE
Avastarcover1

If ("READ PAGE
11") = PImage

Page 11

Space
Bar...

YES

NO

PIMage
PAGE11.

Available EXIT Objects:
VendingMachine

ITEMOBJECTS FOR INVENTORY

ARRAY...

= iPhone

= CocaineTray

= AvastarTabloid

YES

SNORT

COCAINE

SE

SPACE

BAR


