Zork: Rebirth of Evil

Auto-Mapping Feature
---- AUTO-MAPPING FEATURE -----------------------------------------------​

​

The Auto-Mapping feature is actually an OVERLAY that represents the "memory image" of the PC. This overlay is a drawn line-map of the areas of MAZES ONLY.

The Valley Map should be an ITEM carried by the PC at the start of the game (above ground map, not showing underground).

As the PC discovers more area of a maze (such as Forest of Spirits, Whispering Woods, Dwarven Mines, etc.), the "floorplan" in etched in his/her "memory". That is, the map is drawn and remembered and can be called up (remembered) throughout the game.

Let me explain how an auto-mapping event happens and the visual effects associated with it:

The PC is standing at the entrance to the Whispering Woods. He has been here before.

CLICK on the "memory" icon.

Slowly FADE IN and WAVER the line-drawing image of the maze, at the same time DARKEN the background palette.

The memory map image is not bright, but distinguishable.

The image steadies on the darkened background and the player can now study the KNOWN parts of the maze.

RIGHT MOUSE BUTTON CLICK to have image disappear and background palette FADE IN to original brightness.

These "memories" are not available until an area has been explored to some extent, and can only be accessed when NEAR the area itself (say within 1 or 2 locations of entrance or exit).

Special places within the known MEMORY MAP can be represented by "see-through" icons (much like the interface).

