Zork: Rebirth of Evil

Treatment

STORYLINE

It all begins with the inheritance of a pawn shop located in the tiny village of Shanbar. All that was known of the benefactor, a distant uncle, was that adventurer's blood flowed in his veins and that he had left the "civilized" territories to seek his fortune in the Valley of the Vultures. The player character arrives in the Valley of the vultures on horseback to investigate his new asset.


The valley is virtually severed from the Westlands by rugged mountain ranges and is often referred to as "the valley of the lost". (It is said that Elvis resides here... not in the game.) The valley is patched with areas of desolation, as if the land was suffering from some horrible disease. These "dead zones" are spreading and it is apparent that the entire valley will eventually be reduced to a vast wasteland. The cause of this destruction is unknown...as is everything about the mysterious valley.


Shanbar, the main village in this valley, has only a few livable structures in it; the rest have been abandoned. As the player arrives there, a wary citizen directs him to the shop that once belonged to the uncle. The shop is one of the abandoned buildings.


Inside the shop (a virtual Fantasy Items R Us) the player finds his uncle's journal. The journal is rather cryptic since there are "many ears of evil" about the region. The first real find in the shop is a large orb which, when picked up, becomes a part of the screen's interface graphics (there are two such interface orbs). The shop, then, launches the player into the adventure.

PREMISE

Deep beneath the valley floor pure evil is being reborn; its power and influence growing steadily, draining the essence of life from all living things. Those that attempt to defeat this evil, and fail, are turned into stone statues (which figure into the puzzles from beginning to end). Once this evil takes full form, it will spread its sickness beyond the valley. Only someone of EQUAL knowledge and possessing the 9 essential magical elements, can possibly succeed in defeating the hideous source of all this desolation. A true test of all that you have learned during the game.

GENERAL STRUCTURE & OBJECTIVES

The player must seek to obtain all (9) magical elements required for the final confrontation with the evil being that is slowly materializing. This is done via complex puzzles and feats scattered throughout the many various types of environments. These include: catacombs, ruins, farms, forests, villages, dungeons, underwater caverns, an island, temples, keeps, swamps, dwarven mines and more. Ruined sections from previous Zork worlds are also encountered.


The player must also seek to free those imprisoned in stone (they may not always be friendly) as these persons or creatures may be useful in certain situations.


The final confrontation occurs in an underground citadel and will be a fast-paced duel of wits and magic with the evil form at its peak. All the knowledge obtained prior to this confrontation will be needed to win the extensive final duel.


The game requires both magical and normal items to accomplish goals. Key bits of knowledge obtained prior to the final confrontation will also be necessary for success. 


Your basic objectives are to:



Gain knowledge of overall situation and magic.



Defeat all lesser evil things (creatures, etc.).



Find Uncle (and others...they are stone statues).



Find all magical/non-magical elements needed in the end.



Find location for final confrontation.



Defeat Source of Evil and restore life to the lifeless.

USER INTERFACE

The user interface is vitally important to this design, therefore, a sample graphic layout will follow shortly in Phase I documentation to make apparent the on-screen interaction.


Briefly, the lower 1/4 of the screen is a graphic horizontal area depicting pewter-like, intricate elements (like the cover of the Emerson, Lake & Palmer album "Brain Salad Surgery") and settings (as in jewelry). The special 9 magical items acquired are placed in these settings, like gems in a ring. Also shown is the top of a closed leather pouch, which can be clicked on and "opened" (this is your bag-of-holding). This pouch holds all other items that the player is currently carrying.


At each end of this graphic area is a huge vulture's talon grasping a magical orb. The one on the left always shows a hologram of the currently readied item or one you are inquiring about. The large orb on the right is used for special purposes, such as a visual message from someone (like a telepathic conversation).


This graphic interface area will change appearance (become more colorful and complete) during the course of the adventure. The graphic interface, of course, will also accommodate conversation. 


There will be an accessible map of the entire valley, which can also be used to travel long distances (unless distance is covered as a result of a special situation in the game...for instance, being carried through the air in the claws of a huge vulture).


Not all items found in a location can be picked up and carried. Some are useful ONLY in that particular location. 


A special feature of the game is "auto-mapping". This feature eliminated the need for the user to draw out explored areas. As each section of the world is explored by the player character, it becomes visible on the maps that are available during game play. The maps(including a full view map of the valley and "zooms" into named areas) are also accessed via the graphic interface mechanism.

ACTION & VIEWPOINTS

The design includes a set of camera angles and zoom sizes to make a variety of viewpoints during certain scenes, such as switching angles during a conversation. Some "rooms", in fact, will be shown from an angle 

most suitable to the situation (thus not requiring turning the head POVs). 


Forests, caverns and environments of that nature can be generic, using smaller images (such as a rock in a cavern) for variation. These sections should be compiled using sized generic images to save disk space and give the sensation of vastness to forests, etc.


Certain scenes will require more animation then others and these are called "action" scenes, though the action is one of general control as opposed to full arcade action. Special effects will be important in these action animations.


Fresh, cinematic camera angles will be used to focus in on details and smaller actions, as well as conversations. Creative screen wipes are also used to go from one scene to the next (each scene will be assigned a wipe suitable to its environment). Some action scenes will occur in more than one "room". That is, the fight may continue from room to room, as in a chase situation.

SUMMARY

This game will make good use of the MADE engine in a unique fashion. Dynamic camera angles and special effects combined with solid, challenging puzzles and tasks will modernize the classic Zork worlds.


Emphasis, of course, is on the variety and intelligent puzzle-solving needed to progress through the game. As an example: If you happen to be taken aloft via vulture or other means, you may discover that the "pattern" of the cavern layout spells out the special magical verse you had been searching for.

