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Needed Items-----------------------------------

Most of these items can be included in a few documents: 

Puzzles/solutions list, story description, addendum to script, and an other lists doc.

1) Scenes:

a) Description of building that replaces KEEP in keeping with style of West Shanbar.

b) Citadel of Zork (final Confrontation) change LIST ONLY as it relates to puzzles

c) What does each results to PC look like from 1st person POV 

d) Dream sequences: How many, how long, style?

e) LIST OF ELIMINATED LOCATIONS. THIS IS CRUCIAL! You may specify by section number and please describe if and what may be required to replace them.

2) Specifications Lists

a) Scoring System

b) Travel limitations with vulture. Are there only two pickup/drop off points? Two pickup points and drop off wherever you've already been? etc.

c) Locations and objects that work w/automapping

d) Keyboard/Joystick version of Mouse interface

e) Updated List of Puzzles with all possible solutions

f) List of spoken dialog

g) List of written messages

h) Specs for Disk Access Menu (save/load/quit/warnings/etc.) 

i) List of Sound Effects (we can extract)

j) List of Music

k) Game options with defaults (music/autosave?/skip intro/etc.) 

l) List of items to be found in file drawers

m) List of items to be found in rubble near nectus piece

3) Story

a) 2-3 sentence synopsis (for package back, marketing, etc.) 

b) Introductory setup story

c) Gameplay story including payoff

d) Flowchart of perfect solution of game/story (can be built from puzzles list if you want.

e) History of NPC's outline for dreams/costumes/motivation/etc. (this will greatly help the writing of the manual and hints) 

f) Rebecca's sub-plot

g) Title sequence AND intro story sequence are in YOUR hands completely! We need an outline of this.

4) Automapping & Uncle's communications

a) We need a device/look description of Automapping is automatically something we have, or do we find it?

b) How do we find out more from our uncle... is there a notebook? It there a disk reader? Is this necessary?

5) Other

a) New objects: Illuminyte rock for Miller, compass for navigating mazes (do we start with this?), 7th nectus piece (can't have too many!). Please put in addendum docs. 

b) Description of how copy protection will work with continued games (assuming the user passed Ms. Peeper's first test.

6) One suggestion

Possibly Canuk the Duck could also be a statue in the hall of statues and his de-stoning my contribute to your success even though he seems an unlikely ally (somewhat like Darth Vadar when he's about to die). In any case, the puzzles list has comments about changing the final sequence of puzzles!

