4. september 2002

Brainstorm basics

Any good game (or story) needs a conflict.

Name all conflicts that you can come up with.

Brainstorm checklist

1. Setting. Where are we? What is it like? Is there a background story?

2. Mood / style? Is this run by a striking mood / style?

3. Basic goals and conflict. (Who is the conflict between? What kind of conflict is it? How does one resolve the conflict?)

4. Basic characters. (How are they related? Do they work in groups?)

5. Basic structure. (Open, persistent world / No time limit but free play for all / 15 minutes before a pending disaster / series of quests that need to be solved.)

6. Interaction. What kind of interaction is provided between the users / between users and NPCS / between users and things. How will the player's need to work toward the goal lead to what interaction? How will you encourage drama?

7. Graphics. What will it look like? Photorealism / Toy story / children's drawings / oil painting / collage / cutouts from newspapers / photos of real locations & people.

Alternative questions

Focus group - Children, pensioners, people like us, people who don’t normally play games.

Mood - a game that makes people cry, techno, spleen etc.

Existing game - Cluedo, EverQuest, Anarchy Online, Dungeons & Dragons etc..

Existing story - Kafka, Matrix, Dostojevski, Usual suspects, Star Wars, Hamlet, Camus etc..

VisiChat - the technological basis

What the system can do

· Set up a world in isometric view.

· Have users with properties, things with properties etc..

· Use any graphics we want. (Imported as gifs or JPEG's.)

· Use any game structure we like.

· Set up triggers - if a player picks up this thing, this happens.

· Set up conditions - player can only pick up something if player has this or that property or thing.

· Set up overall control structures - if after 5 minutes, this or that hasn't happened, do this.

· Set up point system (hit points, experience etc...)

· Add relevant options to the interface

What we can't do

· Use dynamic 3D.

· Exceed approximately 100 simultaneous users.

Basics elements of VisiChat

· Users 

· Rooms 

· Things

How to do it

· Basic editor for rooms

· Set-up conditions, triggers, control structures using JavaScript syntax.

· Program more complex functionality in Java.

· Ask Jesper to program more complex functionality in Java.

· Documentation will be handed out!

