ATEC 4367, Naasz, Fall 2011

Paths
Due: Nov. 14
Someone once said, “Videogames are a series of interesting choices.” I find this to be true when you think about a playthrough and how each choice you make, be your character class or what weapon you can going to use or whether or not you want to jump begins to take you down a path with a near infinite number of branches. As you travel down the path to make a prototype this week. Contemplate what paths are and can be in games and bring out the best in this prompt.
Create a digital prototype using tools of your choosing that follows the theme of paths.
Notes on Paths:
Paths do not have to be literal. When you choose a path in life it is often more metaphorical than actually picking from one path or another.
Think about all of the different kinds of paths in games. There are paths dedicated to movement, paths dedicated to skill advancement, paths dedicated to storytelling. What kind of path will you use?
What happens when paths cross? or when they never cross?
How do you plot a path in 3D space? In 4D?
