Game Scope

Story Header

Night of the Programmer

Version 1.0

By Wonko the Sane
Synopsis

You are a programmer who wakes up at his desk in his house to discover that he is partially responsible for creating a zombie epidemic sweeping the city, and more importantly, his street and approaching his garage. The player must fight off a home invasion by a single zombie.

Setting / Atmosphere

The story is set in modern suburban America and has a slight horror feeling with a humorous edge.
Victory / Defeat Conditions

The story ends if the player survives the zombie invasion, is infected by a zombie, or dies.
Length & Scope

This is a very short story designed as a technology demonstration for the Interactive Story Engine. It takes place in a house over a very brief period with moderate story depth and very short story length.

Difficulty

This story is moderately easy to win.

Character Interaction

There is almost no NPC interaction in this story.
Story Nodes
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01.01 – Wake up at Terminal
Arrive From

This is the beginning of the story

On Enter

Do nothing (all initialization occurs during story start)
Text

Display Always
You wake up at your computer. You're tired, you need grog, and you have a feeling you were working on something extremely important.
Local Choices

Look at Clock

The clock is flashing 12:42. Maybe the power has gone off recently? That’s odd, your computer is still on.
Look at Calendar

The calendar proudly displays a date you feel is accurate accompanied by a humorous comic strip regarding hazards of computer programming.
Search Desk

You poke around under the bits of paper and empty glasses, but find little of use.

Story Choices
Go Look for Grog

Go to 01.02

Interpret Code

Go to 01.03

Go to Bed

Go to Interface 05.B

01.02 – In Kitchen, No Grog

Arrive From

01.01

On Enter

Do Nothing

Text

Display Always

You walk down to the kitchen and check in the fridge. There's a lot of really horrid-looking things here, but no Grog.

Local Choices

Search Fridge (Indexed: 1)
Searching the fridge, you find some Chinese food that looks edible, but no grog.

Set Story Variable “Found Chinese Food?” to True

Take Kitchen Knife (Indexed: 2)
You pick up the kitchen knife and keep it ready.

Get Inventory Item “Kitchen Knife”


Story Choices

Eat Chinese Food

Appears only if story variable “Found Chinese Food?” is true.
Go to 01.04

Look in Garage

Go to Interface 03.A

01.03 – Incomprehensible Code, Zombies roaming streets

Arrive From

01.01

On Enter

Do Nothing

Text

Display Always

Your eyes glaze over looking at the screen. It looks fairly incomprehensible to you due to your tired state, but you think you remember it being something for the local chemical waste control facility. Glancing outside, you see a man staggering around in an alarming manner with his arms outstretched. Must be the neighborhood drunk. His face looks slightly green. Maybe he's sick.
You glance at some notes on your desk. It’s a computer systems proposal from the Juan Co. chemical company on the outskirts of town. Looking at it, you remember what you were doing before you dozed off. Juan Co. had commissioned you to fix a glitch in their chemical containment system. They said it was urgent, but you can’t remember why

Glancing outside again, you notice the neighborhood drunk moving up your driveway and into your garage. He has a distinctly dead look. Actually, you think he rather resembles a zombie. Oh yes, that was it! If you didn’t fix that system for Juan Co, a chemical spill would occur and the populace would be infected.

Hmm, looks like you might have goofed there.
Local Choices

Call the Police

You pick up the phone to call the police, but the line is dead (as it tends to be during these types of stories).

Run Program

You tell the computer to execute the program, but it displays a horrendous error message that you simply are not awake enough to understand.

Story Choices

Barricade House
Go to Interface 02.A
Escape through Garage
Go to Interface 03.B
Surf News Sites

Go to Interface 05.A

01.04 – Eating Chinese Food, Notice Zombies Outside

Arrive From

01.02

On Enter

Do Nothing

Text

Display Always

You take the week-old Chinese food out, plop it on a plate, and sit down at the table to eat. It tastes pretty lousy, but at least it’s edible.

The food helps you wake up a bit and you start to remember what you were working on before you dozed off. It was something for the Juan Co. chemical waste disposal company. If you recall correctly, they had a glitch in their waste containment program they needed you to fix. They said it was urgent, but you can’t remember why.

You glance outside and mull it over. Your attention is quickly drawn to a pair of zombies eating your neighbor's cat. Oh yes, that was it. If you didn’t fix that glitch quick enough the chemicals would infect the populace. Hmm, looks like you might be too late.
Local Choices

Call the Police

You pick up the phone to call the police, but the line is dead (as it tends to be during these types of stories).

Story Choices

Barricade House

Go to Interface 02.A

Escape through Garage

Go to Interface 03.B

02.01 – Barricade is Failing

Arrive From

Interface 02.A

On Enter

Do Nothing

Text

Display Always

You quickly overturn various tables, shrubs, and assorted pieces of furniture in an effort to keep the zombies out of your house. You turn off all the lights and wait silently in the darkness. Suddenly moaning is heard from inside your garage and the door from the garage to the rest of the house is shaken as an inhuman force assaults it. You rush over to support the barricaded door, but even with your help the barricade begins to fail.
Local Choices

No local choices exist
Story Choices

Talk to Zombie

Go to 02.02

Reinforce Barricade

Go to 02.03

Drink Grog (Indexed: 3)
Appears only if you have the inventory item “Grog”

Set story variable “Drank Grog?” to True.

Remove inventory item “Grog”

Go to 02.03
02.02 – Zombie Stops Attack, Destroys Refrigerator
Arrive From

02.01

On Enter

End Story

Text

Display Always

You moan wildly and incomprehensibly through the door at the zombie. The attacking stops and for a minute you think you've convinced the zombie to stop its attack and leave you alone. Then you hear the loud    sound of screeching metal from somewhere in your garage. You hear large objects being overturned and propelled across the garage. It sounds like the zombie is looking for something. Suddenly, the noises stop and you can just make out the sound of some sort of fluid dripping on the floor. You wait silently for hours on end. Finally, you drift off in a deep sleep

The next morning you awaken and investigate your garage. Your car, bike, lawnmower, and refrigerator have all been demolished. Empty grog bottles line the floor, and a zombie-sized portion of your garage door is missing. The ordeal is over, but your possessions have been totaled and you're out of grog.
The Story Ends

Local Choices

No local choices exist
Story Choices

No story choices exist

02.03 – Zombie Breaks Through and Attacks

Arrive From

02.01 (two possible paths)

On Enter

Do Nothing

Text

Display if from 02.01 and choice was “Drink Grog”

Taking your hands off of the door, you open the bottle of grog and quickly drink the glowing green contents. You are instantly refreshed and awakened. It tastes so good that you take another swig and then another. You down the entire bottle and turn your attention back to the task at hand, but it’s too late; the door lies on the ground and a rather cranky-looking zombie stands before you ready to attack.
Display otherwise
You take a risk and try to reinforce your barricade. You grab the nearest chair and run to the door but it's too late; the door lies on the ground and a rather cranky-looking zombie stands before you ready to attack.
Local Choices

No local choices exist
Story Choices

Defend Self
Go to Interface 04.A
03.01 – In Garage. Zombie Here.

Arrive From

Interface 03.A

On Enter

Do Nothing

Text

Display always.

You enter the garage. The garage is dark and there is a distinctly musty smell. Your eyes adjust and you notice your car, some yard equipment, and your refrigerator where you keep the grog. Additionally, you notice a large hole in your garage door and the neighborhood drunk staggering towards you. Curiously, your neighbor appears to be a zombie.
Local Choices

No local choices exist
Story Choices

Barricade Self Inside
Go to Interface 02.A

Hide from Zombie

Go to 03.02

Get Grog (Indexed: 4)
Add inventory item “Grog”

Go to 03.03
03.02 – Cornered by Zombies
Arrive From

03.01, 03.02 (two paths)
On Enter

Do Nothing

Text
Display if from 03.03 and choice was “Drink Grog”

You open the bottle of grog and quickly drink the glowing green contents. You are instantly refreshed and awakened. It tastes so good that you take another swig and then another. You down the entire bottle and turn your attention back to the task at hand.
Display Otherwise

You find a small spot between your car and the wall and hide there. You stay silent for several minutes before you notice that the breathing has stopped. You glance up and notice the zombie standing right there.
Display always.

You find yourself cornered by the zombie. There's no place to run and it looks like the zombie is about to attack. You might be able to dodge and run past him, but it’s risky.
Local Choices

No local choices exist
Story Choices

Attack Zombie
Go to Interface 04.A

Dodge and Run Past
Go to Interface 04.B
Offer Grog to Zombie

Available if you have the inventory item “Grog”
Go to 03.04
03.03 – Zombie Approaching In Garage

Arrive From

Interface 03.B, 03.01

On Enter

Do Nothing

Text

Display if last choice was “Get Grog”

You quickly open the refrigerator and grab a bottle of grog.
Display always.

You're in the garage. A zombie is approaching rapidly. You might still be able to run back inside.
Local Choices

No local choices exist
Story Choices

Barricade Self Inside

Go to Interface 02.A

Hide from Zombie

Go to 03.02

Drink Grog (Indexed 5)
Available if you have the inventory item “Grog”
Destroy inventory item “Grog”
Set story variable “Drank Grog?” to true.

Go to 03.02
Offer Grog to Zombie

Available if you have the inventory item “Grog”
Go to 03.04
03.04 – Zombie Destroys Grog

Arrive From

03.03

On Enter

Destroy Grog
Text

Display always.

You cautiously offer the grog to the zombie. It takes the grog, opens the bottle, and pours the grog on its chest. The grog instantly solidifies into a dark greenish mass that joins with the zombie's chest. The zombie      seems to almost grin before it raises its arm to attack you.
Local Choices

No local choices exist
Story Choices

Attack Zombie in a State of Maddened Rage
Go to Interface 04.A

04.01 – Infected by Zombie

Arrive From

Interface 04.A, Interface 04.B

On Enter

If story variable “Drank Grog?” is false, the story ends.
Text

Display always.

You try to dodge but the zombie rakes its claws across your arm. Valiantly you strike back at the zombie with repeated kicks and punches, but the zombie seems unaffected. With each blow you find it harder and harder to move your limbs. In horror, you look down to find your arm slowly turning greener and greener. You feel sick all over. The infection process continues to spread from your arm to the rest of your body. You collapse as you are no longer able to stand. In dismay, you realize that you are turning into a zombie.
If story variable “Drank Grog?” is false, the story ends.

Local Choices

No local choices exist
Story Choices

Continue

Available if story variable “Drank Grog?” is true.

Go to 04.02

04.02 – Resist Infection

Arrive From

04.01
On Enter

End Story
Text

Display always.

You notice that the infection rate is slowing down and you feel slightly less sick. You imagine that you look less green than you did a minute ago. Your balance returns to you and you notice that you are definitely getting less green. You feel stronger and stronger, possibly better than before. With a grunt you bring yourself to your feet. The greenish tint in your        skin is completely gone.
The zombie stands before you looking confused and smelling horribly. It takes another vicious swipe at you, but with little effect. It tries again, and this time its arm snaps off on contact with your chest. You don't feel any pain, and you feel very healthy.

The zombie turns and shuffles out of your garage. You have kept your humanity and your grog and have survived the night of the programmer.

The story ends.
Local Choices

No local choices exist
Story Choices

No story choices exist
04.03 – You Escape. Grog is Destroyed

Arrive From

Interface 04.A

On Enter

End Story
Text

Display If story variable “Read About Zombies?” is true

Remembering the news article’s advice, you quickly blow into the zombie’s left nostril.

Display otherwise 

You stab the zombie with the kitchen knife repeatedly.
Display always.

It staggers around moaning while you run away and hide. The next morning you return to your house to find all of your possessions completely destroyed and your grog mysteriously missing.
The story ends.
Local Choices

No local choices exist
Story Choices

No story choices exist
05.01 – Surfing News Sites

Arrive From

Interface 05.A

On Enter

Set story variable “Read About Zombies?” to true

Text

Display always.

You surf your favorite news sites. Apparently a chemical spilled caused by a computer system failure has resulted in the city's populace turning into zombies. That can't be good.

The story goes on to say that the only known weakness of the zombies is that they are extremely sensitive to air being blown up their left nostril.

Local Choices

No local choices exist
Story Choices

Continue

Go to 05.02

05.02 – Strange Moaning Coming from Hallway

Arrive From

Interface 05.B, 05.01

On Enter

Do Nothing

Text

Display always.

You hear the sound of moaning coming from beyond the closed door to the hallway. As you look in anticipation, you notice an eerie green glow coming from beneath your closet door.
Local Choices

No local choices exist
Story Choices

Prepare to Defend Self

Go to Interface 04.A

Investigate Glowing

Go to 05.03

Escape through Window

Go to 05.04
05.03 – Find Old Grog, Zombie Breaks Down Door

Arrive From

Interface 05.B, 05.01

On Enter

Add inventory item “Grog”
Text

Display always.

You cautiously open the closet door and discover a nearly empty bottle of grog on the floor. The bottle has about an inch of glowing green liquid in it. You pick up the bottle eagerly, though you are curious why the liquid is glowing. Perhaps you're just tired.
Suddenly, the door to the hallway is knocked down by a terrible force and a large green zombie stands in the doorway, looking at you. He looks slightly mean and your mind decides that this is probably a very bad thing to happen.
Local Choices

No local choices exist
Story Choices

Drink Grog (indexed: 5)
Destroy grog
Set Drank Grog to true

Go to Interface 04.B

Attack Zombie

Go to Interface 04.A

Escape through Window

Go to 05.04
05.04 – Broke Neck in Yard

Arrive From

Interface 05.B, 05.01

On Enter

End Story
Text

Display always.

You quickly open your window and escape onto the roof. Unfortunately, you lose your balance due to your fatigued state and the slope of the roof. The last thing you remember is the sight of the rapidly approaching concrete driveway.
The story ends.
Local Choices

No local choices exist
Story Choices

No story choices exist
Interfaces

Interface 02.A

Arrive From

01.03, 01.04, 03.01, 03.03
On Enter

Go to 02.01
Interface 03.A

Arrive From

01.02
On Enter

Go to 03.01
Interface 03.B

Arrive From

01.03, 01.04
On Enter

Go to 03.03
Interface 04.A

Arrive From

02.03, 03.02, 03.04, 05.02, 05.03
On Enter

If have inventory item (Kitchen Knife) and/or story variable (Read About Zombies?) is True, Go to 04.03, otherwise go to 04.01.
Interface 04.B

Arrive From

03.02, 05.03
On Enter

Go to 04.01
Interface 05.A

Arrive From

01.03
On Enter

Go to 05.01
Interface 05.B

Arrive From

01.01
On Enter

Go to 05.02
Inventory Items

Grog

Description

A plastic bottle of strange green glowing liquid with a high caffeine content.
Available

Found in bedroom closet (05.03) or garage refrigerator (03.01)

Purpose

Grog can be offered to the Zombie (03.02, 03.03).
If drunk, grog will protect the drinker from zombie infection (04.01)
Kitchen Knife

Description

A rather sharp kitchen knife with a white plastic handle.
Available

Found in kitchen (01.02)

Purpose

The knife allows the player to defend himself against the zombie (Interface 04.A)
Story Variables

Found Chinese Food?

Attributes
Boolean

Default: False
Drank Grog?

Attributes
Boolean

Default: False
Read About Zombies?
Attributes
Boolean

Default: False

Characters

Player Character

The player is a computer programmer who wakes up at his desk in his house and faces a zombie invasion that he unwittingly caused.

In this story, no information on player health or status needs to be tracked.
The Zombie

The zombie is the driving force behind the story. It’s a typical zombie that seeks to infect the player. It enters the house through the garage (destroying the refrigerator along the way) and seeks the player, wherever he is. It will always find the player.

For every story node the zombie can be present in, the zombie will always be present and will be in the same state. Therefore, no information needs to be tracked regarding the zombie.
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