DreamHaus Walk-through

This document provides a walk-through for a typical DreamHaus level. Each level combines adventure, simulation, and design activities. The end of the document provides an in-depth description of level 1. Written by Kurt Squire, Zach Nataf, Heather Miller, and Robin Hauck with assistance from Walter Holland.

Game Timeline 

Time
Event
Description
Game Experience

1 Min.
B loads game, views cut scene.
Flashback to Bobbi age 35. She has an epiphany that she must become an architect. She leaves Ken in the dreamhouse and heads off to architecture school


4 Mins.
B learns challenge
Bobbi is in her office in Soho. The first design challenge is presented by the AIA Panel.


5 Mins
B meets Skipper.
Bobbi and Skipper discuss the project.
B: talk to skipper, read books, or play with design tools?

5-8
B talks to Skipper
Skipper tips B. off on arch sites embodying concepts.
B Decides to visit site

8-15
B visits site
B visits site. Spots clue.
B thinking about design. How does it embody or address the design challenge?

15 Mins
B unlocks challenge
B. meets ghost. Ghost uses animation to explain how building works. Notes appear in PDA
B chooses to view animation. B returns home.

20 Mins
B back in office; beings design
B enters design phase
B uses animations, and other books etc. to design building

75 Mins
B finishes design, submits to Arch Engineer
Architectural engineer reviews design.


90 Mins
Arch Eng. emails report back
Reports contain tips.


95 Mins
B fixes design, submits to AIA 
AIA reviews design. If accepted, presents next challenge.



REPEAT



· This sequence is repeated six times. Each subsequent level should take between 90-150 minutes to complete. Players can choose to go through all of the puzzles, or only complete the mission critical tutorials.

Game Flow

· The Money introduces the architecture design task. The Money is a wealthy agent who works for the rich and famous. The Money is also Bobbi’s agent, and he’s working to get her the AIA Gold Medal. He buzzes Bobbi on her PDA. He announces that the client will be visiting the office.

· Client enters the office. The player meets with the client who explains the project--asking for a feature that will require mobilization of target concept(s) in the design. So, the player has to figure out how to create the target feature, but she has no clue where to begin.

She might choose to consult with Skipper, browse her PDA, or start playing in the design space. Let’s say she consults with Skipper. 

· Figuring out where to go for the clues (with help from Skipper and Kevin). Using conversation trees, the players talk through short dialogs with witty banter that reveals clues. Skipper in her passive aggressive way drops clues that the player must pick up on (see walk-through). This function becomes increasingly important at later levels. As they talk, the player might browse the room looking for a picture of a building (the user can click on an Arch book and leaf through it) that matches Skipper’s clues. If the player does not catch-on to the building Skipper is talking about, Kevin enters with the mail which includes a postcard of the target building. Then the player clicks on Kevin and hopefully knows where she has to go.

· Field trip adventure, a journey to and an exploratory tour of a relevant building, transport via PDA.  (“Beam me up Kevin.”)

· Upon arrival at the building, the ghost of the architect personally greets her. The ghost of the architect draws on the reputation of the architect from biographies. A short dialogue ensues where each ghost explains that he / she would love to help the player, but has his own reason why she needs to figure out the secret of the building herself. As each architect explains this, he introduces the target concept in the building. The puzzle aspect of the game now begins.

· The PDA can also take digital stills of any relevant observations which Bobbi/the player can feed back into the project files database of the digital drafting board.  Key concepts are also recorded in the PDA (essentially it’s an interactive encyclopedic database of entries). These files can later help to find matches during searches using the shape and materials of the CAD palette or in the Library database (see Interface Notes).  She can also tele-conference back to the office to Kevin and Skipper for support.

· The player completes the puzzles, many of which are location base (e.g. find the weakest point in the building or manipulate the building structures to make it stronger or weaker).  She searches the building for the target concept/feature and works from one clue to the next. The player may return to the design workshop at any time. 

· Solve puzzle=identify physics rule=find key feature which will be the basis for the design task with the assistance of the digital drafting board via the PDA.  If the player cannot solve the puzzle with help from the PDA link to the Library and other digital drafting board tools the player must seek help from Skipper.


· Once the set of puzzles is completed, the building is unlocked and may be analyzed in the player’s office design / workshop.  Here, she enters a design simulation space where she applies the formula to design the target building. As a part of this interface, she can interact with the buildings she has unlocked.


· Back to the drafting board upon return to Soho office Bobbi/player will conduct research on the Library database and look at material relating to conversations and other clues from field trip.  The Library is a searchable database accessed by inputting queries in the form of text or 2-D pictures and which works like an interactive electronic encyclopedia yielding entries in response in the form of text and 2-D graphics or animations.  The context of these responses includes: building features, styles, historic architecture examples, technical architecture and engineering terms including demonstrations of related physics laws, principles and formula and basic relevant geometry (see Interface Notes).  

· Player builds simulation in 3-D (see Interface Notes).  The features found in database can morph into elements of a CAD palette by switching digital drafting board from search mode to design mode (choice of materials and shapes to be arranged, rearranged, inter-changed and modified or rejected in order to re-construct even better options).  The player can also begin with a blank screen and select shapes and materials from palette.  Bobbi/player can design, build simulation and test several versions of the building before deciding on the one to present to the client and panel.  This creative challenge can take the longest playtime at hours or over days (followed by field trips and puzzle solving).  However, time limits per project might be a condition of the AIA competition to get additional points toward winning the award, (as might coming in on or below budget, if player wants to add the money dimension to the game they can activate that feature within the structural engineering software).

· Test finished architecture design using the engineering assessment software within digital drafting board.  The building can only be displayed in final presentation mode if it has passed all assessments and can stand.

· Present final design in 3-D full screen to panel and client by virtual conference including a virtual walk thru of the new building.  Level completed. Next assignment takes player to the next level.


· When this is accomplished, she receives a call from AIA with her next challenge/client.


· The following example demonstrates how this would work.

Walk-Through

The client Gwenethka is a Hollywood starlet, deeply influenced by New Age ideas. In order to feel protected both psychologically and physically, she wants her LA pied a terre to be oval. “I don’t want you to cut corners, because I don’t want any corners at all,” she tells the player.
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The player doesn’t really know where to begin, so she begins by exploring her environment. Using her PDA, the player calls Skipper into her office to discuss the mechanics of building a house with no corners. Skipper keeps referring back to her weekend in Chile and her fascination with eggs. 
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These are clues dropped to point the player in the direction of a landmark egg shaped Church built in Chile to withstand earthquakes. In The player’s book case is a book on Chilean Architectural Breakthroughs.  (There may be a few other plants here as well).If the player clicks on the book, it will open to a page featuring an egg-shaped Church in Chile. Aha! The player knows immediately that this is the target building.
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If the player does not work it out from Skipper’s clues, she has two ways of discerning the target building. She can play a true or false game with Skipper where she determines whether science concepts presented by Skipper are accurate/not. The player must choose from four choices as to why the concept is inaccurate. Or she can have Kevin bring in the mail. (This is the easy way out). In the mail delivered by Kevin will be a postcard of the target building. 
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The player travels through her PDA to Chile to the egg-shaped Church. The architect greets her and gives her clues about the target concepts and where to go next to get to the next stage in the puzzle. 
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In the first clue, the architect challenges the player to find the safest place to stand in the building in the event of an earthquake. When the player finally reaches the correct spot, the room lights up, showing the points of stress in the buildings. The architect talks to the player. Look around you. Where are the points of most stress on the building? What parts are the strongest? Quick! Go find what you believe to be the weakest spot.

[image: image5.png]-

I
LN

¥ \ .t‘,
L e



   [image: image6.png]



The player solves six more puzzles (making seven total). In one puzzle, she must put together pieces of an egg so that it fits together. In another puzzle, she builds an arch by putting together blocks. This allows her to see how the two sides of an arch produce forces that counter-balance one another. At the end of the level, the player has “mastered” the building. She can now see the stress points in the building and import the building into her CAD software program. As the ghost bids the player farewell, he offers to explain any last concepts. Throughout this experience, the architect plays the role of a tutor, providing scientific explanations for the concepts at hand.

Having completed the puzzles, the player is now back in her office. She enters the  CAD space. “Hmmm. The building is supposed to have no corners, so I had might as well start with a circle.” She finds the 2D interface simpler, so she starts with the floor.
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“Ok, for the ceiling, I remember that part about arches being strong…so I’ll start by building some arches,” she thinks to herself. She selects an arch from the pallet and puts it in the middle of the screen. Do I stack them? Hmmm…I guess I’ll need more than that,” she thinks as she continues. Next, she jumps back to 3D view and realizes that she has no floor, so she builds a floor, and then walls. Examining her design, she notes that the sides of her building is shaped more cylindrical than circular.
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She decides to look up an earlier building that she had worked with, the Villa Savoye to examine the some of the angular and curved surfaces in that building.
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After several iterations of design and review through the CAD software, the player has a design that she’s happy with. She submits the design for review. It is uploaded to the DreamHaus website where her teacher has selected 3 other students (plus herself) to critique the design.  The player downloads the three designs into her program and examines the saved designs. Having struggled with the design of a circular roof, she examines the other designs. She notes that one player created a series overlapping domed roofs similar to the cathedrals, and another did a giant dome, whereas hers was quite derivative of the Chilean egg church. 

The player decides to share her comments via the web forum. She enters her comments on the “architect” (e.g. the player’s) web page. While there, she notices some interesting underwater buildings. She tries to download the files, but the program won’t let her; looks like she’ll have to complete the next level before she can see the designs. Her curiosity piqued, the player returns to the game to unlock the secrets behind Falling Water.

