About the “Interactive Adventure” project
“Interactive Adventure” began as a single song, then became a collection of songs, then a story, then a screenplay, all completed by April 1987.

The idea was fun to work with.  Although “Interactive Adventure” is a generic term which applied then (and now) to a type of computer/video game, I found other interpretations: a human relationship (“boy meets girl”) is a two-way interactive adventure, a séance (or other mystical/religious experience) is a kind of interactive adventure.  For that matter, a scientific experiment is an excellent example of an interactive adventure.

The project allowed me to explore new skills such as game design, computer graphics and animation, and video production, at least as it existed in the late 1980’s.  I joined a public-access television group and did volunteer work (camera, audio, opening animations, etc) for lots of local shows and projects, but somehow my own “Interactive Adventure” was never quite completed.  Although it was the cutting edge (for amateur productions at least) in 1987, it is now more of a quaint sort of period piece (“Grandpa, what’s a ‘text adventure?’”).

In 1987, a company called Infocom had released a series of text-only games including “Zork”, Zork II”, and “Zork III”.  The computer screen would display written descriptions of a situation, and the player could type in brief instructions, to which the computer would respond with new information.  In addition, another company called Electronic Arts had released a series of games called “The Bard’s Tale”, which had a more graphics-based interface.  In both sets of games, the player was well-advised to keep pencil and paper handy so they could draw “maps” of their location within the game.  Finally, there was an odd game called “Leisure Suit Larry In The Land Of The Lounge Lizards”.  It had dubious morals, but an intriguing interface, since the player was presented with face-to-face close-ups of virtual people.
I utilized these three interface types when I designed “Interactive Adventure” as a means of rewarding successful game play.  The game would start with a simple, text-only display.  Successful play would result in an enhanced presentation, with still partial-screen images to accompany the text.  Further success resulted in spot-animations, then full-screen animated display.  The progression was also loosely based on Abraham Maslow’s “Hierarchy of Needs”.  The first need level was for physical survival (food, sleep, etc.); the second level of need was for safety and security; the third level was for affiliation; the fourth level was called “ego” (a sense of self); the fifth (and highest) level was called “self-actualization” (perhaps interpreted as “fulfilling one’s personal destiny”).  To this setup I added a twist: the player was not controlling a character representing himself, but a distinctly different person of the opposite gender who was (at first) dependent on the player for guidance.

The affordable graphics solution was an Amiga computer, since I was not concerned with realism.  The display was supposed to look like a run-of-the-mill computer game circa 1987.
I decided to have some fun (try some comedy and satire).  As a result, “Zork, Zork II” and “Zork III” were parodied as “Pork I”, “Pork II”, and “Pork III”, a series of fake game covers showing an increasingly luckless adventurer succumbing to an army of angry pigs.  “The Bard’s Tale” became “The Nerd’s Tale”.  The New Age movement was kidded with a title called “Astral Antics”, and “Eternity II – The Sequel”.  “Leisure Suit Larry” was hinted at with “Water Sprites On Probation” and “Law School Knights”.  To cap things off, “Session 6” is essentially a short Marx Brothers movie disguised as an adventure yarn.
This all seemed very clever, but technological progress was rapid, and it would require some help to bring the project to fruition quickly enough.  One software developer was enthusiastic, but could not actually do any more than wish me luck with the video production, which was outside their area of expertise.  An aspiring agent shopped the screenplay around Hollywood, but without any takers.  Even a comic-book version was contemplated, but not picked up.  I managed to assemble and perform a brief demo on Public Access, but my full-time day job and other volunteer work slowed my progress to the point where the full production was no longer feasible. 

Time passed, and lines like “I’d rather be coffeebreakdancing” became increasingly creaky.  I just Googled the phrase “Interactive Adventure”, and got thousands of results, none of them related to my work.  My little old project will surely get buried in the avalanche of everyone else’s later success.  So be it.

Meanwhile, I have the completed portions: screenplay, songs, “box-map”, fake game covers, some video.  After twenty years, this is as good a time as any to share what is there for whatever enjoyment can be had.
As of 8/13/2008, I have posted rough animatic versions of “Interactive Adventure” video on YouTube, for the opening credits and the first two sessions.

