Francesco Georg

11/10/2010

Project Proposal

Destructible sonified world.

Idea:

You are the harbinger of DESTRUCTION! Ahead of you lie beautiful soundscapes and in your wake, fiery, twisted, distorted abyss.

Motivation:

fun, stress relief. People like to break things.

The Thing:

The user controls a pulsing ball of chaos in third-person via mouse and keyboard around a 3D world. Objects in the world emit soothing, beautiful soundscapes that you can explore or destroy. As you destroy them, things shatter, melt, explode, and catch fire distorting the soundscape in realtime into something resembling noise-music. The aesthetic should feel like a combination of the satisfaction one gets from breaking a pencil crossed with the disorienting headache of listening to Merzbow while watching Japanese seizure-inducing cartoons on acid.

The world will be glowing, simplistic and geometric, probably mostly wireframe lasers on black that pulse and hum with the music like a visualizer.

Design:

Sound is distorted in realtime depending on how you affect its geometric representation. Example-slicing an audio buffer in half might introduce a click, pop and silence, while smashing it's fourier transform might give you a messy jumble of sine waves. Lighting a buffer on fire filters and distorts it into something new.

Networked? Heh, if there's time. Multiple balls of chaos fighting over control of the land! Yeah, perhaps.

design/architecture

c++ ftw! Linux, OpenGL, shaders.

Graphics and timing will probably mostly be audio driven with a lot of the visuals depending on realtime sound. The sound will be loop-based

The loop:

graphics depend on sound, user interacts with models based on visual cues, interaction changes the sound, which changes the visuals. 

Team:

all me

Milestones:

Nov 15: modify visualizer to be 3d, make the death ball and basic UI. Try slicing an audio buffer.

Nov 29: polish visuals, sound, and destruction-interaction. Add as many features as possible.

Dec 8: Fix last-minute bugs and make more awesome.

