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Abstract

This report documents the creation of a game with a focus on
visual representation of data to relay information to the player.
The ultimate aim of this is to create a visual language that the
player must learn to master the game which also provides
stim ulation and reward by being entertaining to watch, and
capturing some of the joy of creating. In producing this, a
flexible game engine was created to aid quick asset production,
which quickly became half of the project, and diverts this report
down a mor e technical route involving scripting and the

requirements of a simple game engine.




1. Concept

The basic concept of the game is enjoyment in creation of
something beautiful. To allow the player to enjoy creating a
vibrant garden, and to make it a stimulating experience  where the
visuals all relay information to the player. So as they learn the
lang uage of the game, they can make better gardens.

This simulation game must have rules to govern it, and the
one deciding factor is sunlight. Plant affect other plants by
the radius, density and height of the shadow they cast. Some
plants need full su nlight, and some thrive in less glaring
conditions. The sunlight in any position in the garden can be
seen by the shadow on the ground. Grass will grow on the ground
in any amount of sunlight, but areas of zero sunlight where

nothing will grow, the grass dies back to reveal bare soil.




