---- AUTO-MAPPING FEATURE -----------------------------------------------​

​

The Auto-Mapping process requires the following:

1. Full Valley Map of the above world. This will be missing most locations.

2. The "flip side" of the Valley Map. On this side of the map, the smaller mazes are mapped out.

3. Animated "turning over" of map (and "closing" of map). 

Full Valley Map:

This is a full map of the valley showing all of the above ground places (similar to the one I sent of the Valley, Ref. A). As the PC explores and discovers other locations, these new places will appear on the map.

This map is also used for traveling via vulture. After the PC has "attached" himself to the vulture for travel, the map comes up (a corner perhaps flapping in the wind).

By merely CLICKing on the desired location, the PC sets the destination.

Places not discovered or traveled by PC will not be accessible for vulture travel.

Map Flip Side:

As the PC goes through the mazes in the game (such as the Forest of the Spirits), it will be mapped out in a particular area of this mapside. Since there are only a couple of mazes in the game, each should be given a particular area of the mapside to occupy when fully drawn out.

Try to arrange it so that the "missing" (undiscovered) mazes are not obviously gone. That is, try not to make the uncharted/unmapped areas of this mapside too blank and separate.

Notes:

"Flip" the maps over by CLICKing on the right edge (that's partially rolled). Animated rolling (or turning over) of the map should happen between side 1 and side 2 of the map. Parts for this same animation can be used to "put away" the map (just roll).

If the PC is traveling from above ground to a below ground location, the vulture will have to "twecn" between worlds. This should probably be an animated sequence (see earlier vulture travel results scenes.).

