Exploratory Practice Interim 1

An interactive playable atmosphere. The viewer can play a character and move through different
spaces in game, which are both: imagined, fantastical environments, and recreations of areas i
frequented in my first year of university during the dusk of COVID.

| plan to create this game on RPGMaker2003, a software that a lot of early indie games used. It is easy
and usable with little to no coding experience so i am confident it is not over achievable.

My main influences are similar games made on the same engine which i will use to inform my game’s
pace, format and mood
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| will use sound effects when interacting with objects
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