Jeremy Turner  #200024742

IAT 800 - Brief Description for my final project.

PART 1.

SUMMARY:

I plan to deliver a very tiny graphical-text adventure game based on my most popular Second Life avatar, Wirxli Flimflam:

http://wirxliflimflam.blogspot.com
 Due to the draconian time constraints for this final project, I am only planning to make a "proof-of-concept" that merely serves to illustrate my basic understanding of the code behind the creation of a text adventure game.

I am NOT building a massive game-world in under a month by myself.

Here are some details...
I - Narrative Context:

Wirxli is a performance artist, music composer and "SLebrity" (celebrity) in the popular virtual world, Second Life.

Wirxli rose from obscurity to fame quite quickly within Second Life's virtual community and it is hoped that the gameplay reflects my avatar's meteoric rise to virtual stardom.

II - Gameplay

The gameplay is not too difficult.  In the beginning, there are some basic yes/no decisions to make before I add any sense of "spatiality" to the room-navigation architecture.

In order to mirror the narrative trajectory of my avatar, it will be quite easy to win this game since there was little conflict in my own attempts to achieve fame in Second Life.

After some basic yes/no decisions have been navigated through, the gaming architecture branches off into a more conventional navigation mode with generic directions: North, West, East and South.
I will also allow for some basic single-word commands such as:  OPEN, GET, GO, READ, SNORT, Y/N.

Throughout the weekly inspections, I will be displaying the progress of my branching tree game-architecture map that I have constructed with Smartdraw 2008.

III- Aesthetic Design 

Briefly, the aesthetic design will be influenced by the graphical-text adventures that I played and enjoyed as a kid in the 1980s.

Some examples for how the interface might look can be found in the game series, 
"Questprobe" http://www.lysator.liu.se/adventure/Adventure_International/Questprobe.html
...as well as the stylish cyberpunk adventure, "Tass Times in Tonetown"  
http://en.wikipedia.org/wiki/Tass_Times_in_Tonetown
IV - Functionality

I am going to use this online Java tutorial for making text-adventure games as my guidebook for coding:

http://www.javacoffeebreak.com/text-adventure/index.html
This tutorial suggests that I break down the components of my game into these objects:  Room Objects, Exit Objects, Item Objects, Player Objects and Character objects.

The tutorial also encourages me to ensure that the player object (the user) contained a list of item objects as well as the current location (reference to a Room Object).  

Each "room" would have a String() method that would allow for detailed text descriptions of each room to be customized.

In terms of images, I plan to upload various screenshots I have taken from within Second Life as PImages that will be individually loaded when their corresponding Room Object has been encountered by the Player.

The images themselves are not at all interactive but just static illustrations (backdrops) for the text descriptions contained within each event.

These screenshot images are also illustrated on my game-architecture map.

I plan to upload different iterations of my map onto the IAT 800 Wiki site as a PDF document.

In terms of libraries, I have not found a library yet that will help with my specific programming needs, however I have begun to look at the “Next Text” library, http://www.nexttext.net/description.html
In addition, I have also created a post on the Processing community forum asking for any advice and/or library that is out there related to making Text-Adventures in Processing.

http://processing.org/discourse/yabb_beta/YaBB.cgi?board=Exhibition;action=display;num=1226730484
At any rate, I will be looking closely at the JavaCoffeeBreak tutorial mentioned at the top of this section for coding and syntax suggestions.

V - Order of construction – My Action Plan:

a)  First, I must complete a rough draft of my illustrated branching-tree map that I have made with Smart Draw 2008.

This map includes the PImage narrative-order as well as the description and placement of the various items (which include an i-Phone and 2 trays of cocaine) in each room and also the room descriptions themselves.

b)  Then, I must begin immediately constructing the Title Screen (which has a brief description of the game plus the list of accepted commands and directions as well as the key "w" that will start the game) Room Objects and the Player Objects to ensure that I can get the code to successfully allow the user to navigate between spaces.

c)  If I can get that to work, I should be able to figure out how to add in the much harder Item Objects (that require some degree of spatial persistence between rooms) and Character Objects (that can "move" in between Room Objects).

VI - Fallback:

If I run out of time after writing the Room Objects, I propose as a compromise to place the text directly onto the uploaded PImages and only navigate between the "rooms" (PImages only) without any item or character interaction.

