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Revision History

e 1.0 (Jan 15, 2010): This is the first released document.
e 1.1 (Jan 20, 2010): Add sections about item details configuration.

e 1.2(Jan 23,2010): Add additional information about marker items.



Overview

Bezra is an interactive world multi player game that encourages children to learn good habits that
benefits the environment.

The game provides the following features:

The game is playable directly over browser using Silverlight 3.0 technology.
Flexible world building tools. There is no limit how many cities can be built on the game.
Multiplayer chat interaction.
Intuitive user interface.
Engaging environment for users to interact with which includes:
o Exploration of virtual cities.
Picking up trash.
Playing videos and music directly from the game world.
Cleaningup g r a f ih building. s
Planting and raising trees.
Turning off/on lights and water taps.
Using tools and materials combination to perform certain tasks.
Reading information from automated characters that move around in the virtual
world.
Zooming in and out to give overview of the virtual cities.
The ability to customize a character.
The ability to select from four provided characters.
The ability to change to different city from the game.
The ability to jump to quizzes with environmental themes.
Automated characters can drop various items on the world during the game.

O O O O O O O

O O O O O O

This document outlines the administrative capabilities available in the system. For user playing
guide, a separate document is provided.

Admin tools in the game is only accessible with users granted with administrative right.

Keyboard Shortcuts

Admin Mode

Ctr | + G : Toggle Admin/Play mode (for wuser
Ctrl + A: Switch to adding item mode.
Ctrl + D: Switch to removing item mode.

Ctrl + S: Switch to neutral mode.



o Arrow Left: Move the screen left.

e Arrow Right: Move the screen right.
e Arrow Up: Move the screen up.

e Arrow Down: Move the screen down.

e (C: Move the camera.

V: Show/hide admin tools.

Play Mode

e C(Ctrl+G:ToggleAdmi n/ Pl ay mode (for user with administr
e Arrow Up: Move screen up.

e Arrow Down: Move screen down.

e Arrow Right: Move screen right.

e Arrow Left: Move screen left.

o Shift + C: Center.

e Shift + N: Return to normal zoom.

e Shift + O: Zoom Out.

o Shift + I: Zoom In.

o Shift + M: Allow screen movement with arrows key.

e Shift+H: Show/Hide playing tools.



Administration

Overview

-

beach.corner.left || Zoning

[+/] soil

beachl [v] Street
[+ StrestTop
beachz |+] StreetTop2

[] Building

bezra.interactive

building.apartment

building.apartment

building.cafel

building. fastfood

building. mall

building.officel

building.office2

This illustrates the screen when the admin mode is enabled.

Things you see on the screen:
e |tems panel. This panel lists all the available world items made available for the virtual city.
e Layers panel. This panel lists all available layers in the virtual city.

e Direction controls . These controls are located at the bottom right of the screen. These
controls allow the admin to move around the virtual cities.

e Bottom panel. The bottom panel contains the following functionalities:

o City Selection. This drop down box enables the admin switch the world items to be
listed in the Items panel.



o Show Grid check box. This check box display/hide world item placement grids
available in the system.

o Refresh button . This button refreshes the list of world items in Items panel.
o Items button . This button display/hide Items panel.
o Layers button . This button display/hide Layers panel.

o Switch button . This toggles the two different grid sizes available in the system.
They are 70 * 110 and 188 * 110.

o Border button . This button display/hide border around world items in a certain
layer.

o Zoom selection. This drops down box provides several levels of zoom in and zoom
out.

Grid

beach.corner.left  * [+] Zoning
[« Soil
[+ Street
[« StreetTop
[«] StreetTop2
[+ Building

bezra.interactive

building.apartment

building.apartment

building.cafel

building.fastfood

building.mall

building.office1

building.cffice2

This illustrates the screen Show Gridis checked.



The grid provides helps for administrator to place world items within the world. The grid also
makes it easier for administrator to click at the appropriate place to remove an item.

Layers Switch

beach.corner.left

bezra.interactive
building.apartment
building.apartment
building.cafe1
building.fastfood

building.mall

building.office1

building.office2

This illustrates the layers panel hidden.



Item List Off

(== -

This illustrates the Items panel hidden.

|+] Zoning

] Soil

|+ Street

[+] StreetTop
[ StreetTop2
[ Building




Movement

"
]
]
i

0 0 o

This illustrates using the Direction Controls to move around the virtual city.

In addition to using the Direction Controls, you can also use the arrow keys on the keyboard to
move around. If the arrow keys lose focus, simply click the Direction Control (any direction) and it
will resume working.



Borders On

beach.corner.left

bezra.interactive

building.apartment

building.apartment

building.cafe1

building.fastfocd

building.mall

building.officel

building.office2

. . . . . ! L3 \

This illustrates using a green border being shown around the item.

[+ Zoning

[« Soil

[] street

[+ StreetTop
[ StreetTopz
[] Building

The item border is useful to highlight on the size of the actual items is. Some items span multiple
grids horizontally and vertically. This is helpful when administrator is trying to remove an item

since item removal operation requires clicking on the top left most corner of an item.
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[«] Zening
[«] seil
[C] street
[] StreetTop
[] StreetTop2
[] Building

bezra.interactive

building.apartment

building.apartment

building.cafel

building.fastfood

building.mall

building.officel

building.office2

This illustrates hiding a layer in the virtual city.

Layer is an important concept in building a virtual city. Any item placed within a virtual city will
rest in a layer. Only an item can occupy in a grid cell in a layer. To have multiple items in the same
grid cell, they have to be placed in different layers.

Diagram above illustrates that world items can occupy more than one grid.
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Each virtual city can have their own layers. It is configured from the database.

Building

Street Top 2
Street Top

Street

This diagram illustrates how layers work.

Above diagram shows that items in black color are not visible in the game because there are items
on the same cell at the upper layers (yellow color). However if the items in the lower layers spans

more than one grid cell (either vertically or horizontally), that part will be visible —as indicated by
the item in the Soil layer on which part of it is rendered in yellow color.
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Item List Selection

-

beach.corner.left

[«] Zoning

[+] Soil

beachl [+] Street
[«] StreetTop
beachz [+] StreetTop2

[+] Building

bezra.interactive

building.apartment

building.apartment

building.cafel

building.fastfood

building.mall

building.cfficel

This illustrates choosing the city items list.

Once a selection is made, click on Refresh button to list all the world items available in the specified

city.
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Add/Remove Item

marker.zone.land  * [] Zoning
[+/] soil
paint.blus [] Street
|+ StreetTop
paint.green [+] StreetTop2
[+] Building
paint.pink
paint.purple
paint.red
paint.yellow
palm.small
palm.tall
player.music -
player.\"ideo ﬁ

This illustrates adding a red paint item to the virtual city.

When in add mode (Ctrl + A), a mouse click in one of the grid area will add the specified item
(notice the selected item on the Items panel) on the grid at the specified layer (notice the selected
layers on the Layer panel)

When in remove mode (Ctrl + D), a mouse click at the top left corner of the item will remove the
item. Make sure that you are at the right layer on which the item resides. For example, the red paint
will not be removed if the Layer is set at StreetTop2 although the click to remove item was made.
This is because the red paint item is located at StreetTop layer. By switching the layer to StreetTop,
the item removal then can be made successfully.
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Zoom In / Zoom Out

This illustrates choosing the zoom level.

You can use the zoom level to zoom in and out from the city details. Zoom out functionality is
especially useful in reviewing the city layout.
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Markers

pd =
s :
> ;
< . \ -
.clear o ! [¥] Zoning
& || water
% 3 e
asphalt - — |v] Soil
[v] street1
asphalt.corner.bott |/ Street2
[/] StreetTop1
asphalt.corner.bott || StreetTop2
[] Building1
» . =
| - Building2
asphalt.corner.toplh . > M unding
[ |/ Building3
asphalt.corner.topr
asphalt.large
bazaar e
-
. = (I
bezralnteractive | [ S
= 3
> a» :
bridge.1 § :
bridge.z u M
< | »
Cairo v : Refresh Items Layers Switch Border 30% v

This illustrates barrier markers being used in a virtual city.

Marker is a special item that serves a specific purpose. For example, the barrier marker item above
is put on the Zoning layer and it is designed specifically to prevent the character to advance to area
behind the marker. On this instance, it is being used to prevent the player character to be able to go

to the river section on the city. Marker is usually placed at the Zoning layer (the lowest layer) so it is
not visible in the game.

Items

The following are general list of items available in the system. Not all items are available in all cities.
More items can be added to the system over time.

16



[tem list:

Starting Marker. Mark an area on which the automated characters in the game

Barrier Marker. Prevent player character to go to certain area of the map.

Markers
o
should start.
o
Soil
Buildings
Tools
o Garden waterer.
o Paintbrush.
o Garden fork.
Media Player
o Movie Player
o Music Player
Garbage
o Cans
o Magazines
Trash Bin
o Can

Buildings (with or without light switches and graffiti)

O

O

O

e}

Quiz Signs. It brings the appropriate quizzes when the player goes to them.

City Billboards. It changes the city for the player.

Office

Apartments

House

Restaurant/Fast food

Water tap.

17



e Building light switches.
e Garden Seeds.

e Garden area. This is the area on which player can grow trees.

World Item Creation

New world items can be added to the system. The following section shows visual steps on how to
add a building to the world. Similar steps can be used to add any items.

Used tools:
e 3D building modeling: Google Sketch Up (Free)
e Image manipulation tool: Paint .Net (Free)
e XAML Tool: Microsoft Expression Blend 3.0 (Commercial)

e Database Too: Microsoft SQL Server 2008 Express (Free)

18



3d Building modeling Google Sketch Up

@’ brownbuilding - SketchUp

File Edit View Camera Draw Tools Window Plugins Help

V/BOC L GRBLEIFDAIAR O D €F

Select start point Length
0RO |@

This illustrate a building being built using Google Sketch Up.

Use the freely available Google Sketch Up to come up with appropriate building models. The tool is
quite easy to master within several days before being proficient. After the building is completed,
export the building model to png image.
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Image editing with Paint.Net

2 building.complexpng (73%) - PaintNET v3.5.2

File Edit View Image Layers Adjustments Effects Utilities Window Help

LY =R TN . 2 Window ~ @ (B [[F| Units: Pixels - =
Took # - |Brushwidth: & 2 ~ Fill: Selid Color PR :

1A A AN 1Y 1 ' S A A N 3 A 1 A £ LA

=

=

o

B

=

B

B

=

=

E=

o

g

=

B=

=

B

= +

=

@ Paintbrush: Left click to draw with primary color, right click to draw with secondary color 1859 x853 5 1012, 799

This illustrates the exported building image to be manipulated in Paint.Net for image transparency

Use the freely available Paint .Net image tool to create transparent areas around the building so that
the building integrates nicely to the virtual city.
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XAML editing with Expression Blend 3.0

M Worldltems.sin - Microsoft Expression Blend 3
File Edit View Object Project Tools Window Help

buil complexxaml* *  building.complexxaml

&
@

B gardening.fertilizer.png
B8 gardening fertilizerxam!
B8 gardening forkxami
B gardening.seed.png
B gardening.seed.xaml
B gardening.trimmer.png
B gardening.trimmerxami
B gardening.waterer.png
B gardening watererxam|
B gardeming.forkpng
Q house.L.png
B8 house1xaml
B hou: a
B8 house2xaml
B house3.png
B8 house3xaml
B house.construction.png
<Canvas B8 house.construction.xaml
xmlns="http://schemas.microsoft.com/client/2087" B house.construction2.png
"http://schemas.microsoft.com/winfx/2006/xaml" B house.constructionZaami
building.cemplex™
"948" Height="880">
<!--http://replacedomain/BezralorldResources/Items/Al/-->
<Image Height="853" Width="88@" Source="building.complex.png” Stretch="Fill"/» 8 houseschoolpng
<Path Fill="#0@ffffff" Stretch="Fill" k:Name="boundaries" Height="71.5" Width="676" UselayoutRounding="False" Data
9 </Canvas>

B house.gable.png
B nhouse gablexami

B8 house.school2xaml
B house.tea.png

B8 houseteaxami

This illustrates creating a XAML file containing the building image.

After the image has been prepared, it is necessary to link it to a XAML file. A XAML file is a file
format used by Silverlight to display visual items. The best tool to edit a XAML file is using
Expression Blend 3.0.

Once the image has been linked with the XAML file, create a path around the building and name it
“boundaries”. This path will block the—-wpwhickyer cha
makes the virtual city more believable for the player.

Once the path is created, the image path needs to be appended with
http://replacedomain/BezraWorldResourcs/Items/AL/URL e.g.
http://replacedomain/BezraWorldResourcs/Items/AL/building.complex.png.

This is necessary so that Bezra World can retrieve the image from the server. AL denotes the
subfolder under which the item is destined to. It can be replaced with CR and HG, which denotes the
other two cities created in this game. New cities materials will have their own subfolder under
/Items folder.
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http://replacedomain/BezraWorldResourcs/Items/AL/
http://replacedomain/BezraWorldResourcs/Items/AL/building.complex.png

Moving the files to the appropriate directory

=

» Computer b Local Disk (C) » Rej ry b Bezrs b Game b trunk » Client Web b BezraWorldResources b ltems b AL b =

Eavorite Links Name Date modified Type Size o
- peacn-inner DuNAING.COMPIEX ounaing.grana
[ Documents PNG Image PNG Image B
: 42.0 KB 853 KB
B Pictures
B garbage.bag garbage.bin garbage.can2
vlusie PNG Image PNG Image NG Image
Mere » 9 KB 394 KB 139 KB L
Folders v | @B gabage.container garbagetrash gardening fertilizer 1
| PNGImage 88| PG mage PNG Image
@ BezraWorldResources o 73 KB 895KB 202KB
@ Characters gardening.seed gardening trimmer | gardening.waterer
o digital PNG Image p PNG Image —'ﬂi’ PNG Image L
o lems " 7.68 KB e 78 KB Ls 101 KB
£ Tnkesh garderning.fork housel house.2
o AL PNG Image &d PNG Image a PNG Image
o R ? 2w 373K8 263 KB
& HG Sl house3 house.construetion | house.construction2
naps PNG Image ’ PNG Image & PNG Image
9 map 23KB 235K8 243 KB
| Bin
house.gable = house.scheol | houseschool2
| ClientBin E - - . y| nou
= 3 PNG Image w PNG Image m PNG Image
. Data 43.1 KB KB 9 KB
L house.tea light lamp paint.blue
@ LineTest — y PNG Image PNG Image b PNG Image
. PolicyServer 306 KB 153 KB 876 Kl
. Server paint.green . paint.pink paint.purple
& ServiceTester PNG Image PNG Image PNG Image
V| 937 J| sa4kB 926 KB
2| Worldltems
2. Originals paint.red p paint.yellow paintbrush
i PNG Image | PNG Image PNG Image
0 5 )| e19kB ] cosxe 321 KB
| consoledotnet
— palm.small palm.tall player.music
- PNG Image PNG Image PNG Image
) ecpaper 206 KB 327KB
i Execute
t playervideo road.left
GameTech Ml A, | 01 1 52

building.complex Date taken: Specify date and time t... Date created: 1/12/2010 11:52 PM
PNG Image Dimensions: 859 x 853
Size: 43.0 KB

This illustrates putting both the image file and the XAML file under BezraWorldResources\Items\AL
directory.

Once the image and XAML file are prepared, move them to the appropriate directory.
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Create entry in Bezra World Database

i Microsoft SQL Server Management Studio (=Tt
File Edit View Query Debug Toecls Window Community Help
= Mew Query | [Ty = = =
B | Bezraworld - | 1 Execute b viBE|d) AL
Object Explorer = & % || -5QLQueryLsql - (locall\..\Adam (52))* 2 23
Connect- | 43 &2 1= J | e Script for SelectTopNRows command from SSMS w*xx* = |
- SELECT TCE 1000 [ID] i
B [ A\SQLEXPRESS (SQL Server 10.0.1600 - AUGUST\Adam) » , [Hame]
= 3 Databases , [Ozl]
[ System Databases . [Typel
| BAZ , [Category]
| Bezra , [Point] =
| J BezraHavana , [IsDroppable]
= [J) BezraWorld FROM [BezraWorld] . [dbo].[Item]
1 Database Diagrams where category = 'Llexandria'
= 3 Tables
3 System Tables
= dbo.Character
= dbo.CharacterPartCelors
= dbo.CharacterParts
3 dbo.City
= dboltem -
= dbo.Layer E(E T b
3 dbo.Layerftem m
3 dbo.Player =
= dbo.PlayerColorSelection [1o] Name Ud Type Category Point  IsDroppable -
31 Views 48 344 sandrght items/AL/sand right xaml Static Mexandia 0 0
£ Synonyms 43 345  beachinner items/AL/beach inner xaml Static Aexandia 0 0
[ Programmability 50 345 house red items/AL/house red .zip Building Mexandia 0 0
3 Service Broker 51 347 | buiding complex tems/AL/building.complex aml Buidng  Aeandia 0 0
[ Security 52 348 buiding grand tems/AL/building grand xaml Buldng  Mexsndia O 0
[ Execute 51 9 housel tems/AL/house. 1 xaml Buldng  Aexandia 0 0
| J Havana 54 350 house2 items/AL/house 2 xaml Building Mexandia 0 o
| J Havana2 55 351 house3 items/AL/house 3 xaml Building Mexandia 0 o
|J Libre 56 352 house construction items/AL/house construction sami Buldng  Alexandia 0 0
|| OXITE.DATABASE 57 353  house construction2 items/AL/house construction2 xaml Building Mexandia 0 0 =
3 Security 58 354 housegable tems/AL/ouse gable scaml Buldng ~ Mexsndia 0 0
(3 Server Objects 55 355  house school ftems/AL/house school xaml Buldng  Aeendia 0 0
[ Replication - ||L&0__386  house schonl2 items /A1 /house schonl? vaml Ruildinn Alecandia 0 0 =2
D) F— ] v || @ Query executed successfully. | (local\SQLEXPRESS (10.0 RTM] | AUGUST\Adam (52) | BezraWerld | 00:00.00 | 63 rows
Ready Ln51 Coll INS

This illustrates the last step required to add the world item to the game.

The next step is to create an item entry in BezraWorld database Item table. The followings are the

details to be added:

e Name. Enter item name here. It will be displayed in the [tems Panel on the administration

mode.

e URL Enter the URL path on which the XAML code is located. This tells the game world on
how to retrieve the item.

o Type. There are several valid types of item:

o Building. Use this type for any building items.

o Static. Use this type of any non-interactive items.

o Marker. Use this type for marker items.

o Interactive.

Use this type for items that the client character can interact with.

e Category. This list the city category on which the items will appear on.
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e Point. This indicates whether the item has point when the client character interacts with it.
This is only applicable for interactive item.

e |sDroppable. This indicates whether this item is available for the automated character to
drop on the world. This is applicable to interactive item only.

Interactive World Item Configurations

The following section outlines the required elements to be present in XAML file in different type of
item categories that players can interact with. It is essential to know basic XAML to understand the
content of this section.

Boundary Path

Boundary path is a special path that can be applied to any type of world item. This path blocks
pl ayer character from crossing. The path must be
created.

Pick up trash item

Overview

This is a simplest form of interactive item. The player character simply can pick up the trash and
obtain points for doing so. Every time a trash is picked up, the inventory for trash will increase.
Once it reaches the inventory limit, the trash will not be able to be picked up until it is emptied.

In the database, thisitemwillhave t he type of “Interactive”.
XAML Elements

e Path area with name of “tri g@lsrareawdllbedheCur sor pr
point of interaction between the player and the item. When the player click on this path
area, the item will be picked up.

e Animage element to represent the item. There is no name required for this.

Pick up tool

Overview

This is the type of item that the player character will use to perform other task. When the player
character picks up a tool, it will be placed on the tool section. Only one tool can be used at any time.
When there is an existing tool, it will be dropped and replaced by the new tool.

I n the database, this item wil/| have the type of
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XAML Elements

e Path area with name of “ ttaHamglJldsrareawlllbedheCur sor pr
point of interaction between the player and the item. When the player click on this path
area, the item will be picked up.

e Animage element to represent the item. There is no name required for this.

Item On and off (media player)

Overview

This is the type of item capable of playing either music or video. The player will be able to turn on
the player, turn it off and cycle through the list of media by clicking the on button continuously. The
media will be downloaded and in the mean time, its download progression will be displayed on the
item (percentage point).

I n the database, this item wil/ have the type of
XAML Elements

e triggerOn. This is a path area on which user clicks to turn on the media player and cycle
through player list. Set the Cursor property to Hand.

o triggerOff. This is a path area on which use clicks to turn off the media player. Set the Cursor
property to Hand.

o meMediaPlayer. This is a MediaElement tag that hosts the media to be played. Set the Tag
attribute on this element with the names of the digital media (movies or music) separated
by ;' ¢ hkMadiaEtemeetx:Namd=anegMediaPlayerdAutoPlay=aFalsed
Tag=Chesh.mp3;ya_amm.mp3;zay_elshams.mp3;ana_bezra.mp3;fallah.mp36/>

e tbMessage. This is TextBlock element on which the name song being played and download
progress are displayed.

e Animage element to represent the item. There is no name required for this.

Digital media storage

25



+ Computer » Local Disk (C:) » Repository » Bezra » Game » trunk » Client Web » BezraWorldResources » digital » movies

M Views ~ #® Slide Show (@ Burn

Name’ Date taken Tags Size Rating

e o T
v ¥

v frenchl french2 french3 greenpeace niceday travelling

. BezraWorldService o
. BezraWorldWebService

Client

. Client_Web

@ _masters

@ App_Code

@ App_Data

. aspnet_client

coda

. BezraWorldResources
@ Characters
o digital
. movies

m

. music .
& Items
0. maps

[T

This illustrates the folders to store movies and music ready to be played in music player

The media are stored in the following directories:
e Movies : /BezraWorldResources/Digital/Movies
e Music: /BezraWorldResources/Digital /Music

The movies must be in wmv format and the music in mp3 format.

Generic Item On and Off

Overview

This is an item that can be represented in two states, on and off. The user can toggle between the off
and on state by click on the area.

XAML Elements

e Trigger. This is the path area on which the user click to alternate the state of the item (on
and off). Set the Cursor property to Hand.

e sbOn. This is an animation that represents the item being turned on.
o sbOff. This is an animation that represents the item being turned off.

e Animage element to represent the item. There is no name required for this.
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Trash Item Drop Off

Overview

This is an item that receive trash drop off. When user clicks this item, their trash inventory will be
emptied and they will receive additional points.

XAML Elements

e dropBox. This is a path on which the user can click to empty their trash inventory. Set the
Cursor property to Hand.

e Animage element to represent the item. There is no name required for this.

Paint Pick Up

Overview

This is an item that represent Paint item which is required in cleaning graffiti activities. When user
clicks on this item, its paint inventory will increase by one and they will receive additional points.

XAML Elements

e trigger. This is a path area on which the user clicks to pick up the paint item. Set the Cursor
property to Hand.

e paint. This is a path area which indicates to the game engine that this is a paint item.

e Animage element to represent the item. There is no name required for this.

Seed Pick up

Overview

This is an item that represent Seed item which is required in some of the tree related activities.
When user clicks on this item, its seed inventory will increase by one and they will receive
additional points.

XAML Elements

o trigger. This is a path area on which the user clicks to pick up the seed item. Set the Cursor
property to Hand.

e seed. This is a path area which indicates to the game engine that this is a seed item.

e Animage element to represent the item. There is no name required for this.
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Growing Tree

Overview

This is an interactive item that represents growing trees. There are three types of tree growing
currently support:

Simple. The user simply needs to click on the area and a tree will grow.

Seed and Water. The user must have at least one seed and a garden waterer tool to grow the
tree.

Fork, Seed and Waterer. The user must first use garden fork tool to prepare the field by click
on the area. Then the user needs to have at least one seed and a garden waterer tool to grow
the tree.

XAML elements

triggerGarden. The user clicks on this area to interact with the field. It also represents the
“field” area which indicates to the wuser
contains the three type supported tree growing methods, which are: None, WaterSeed and
ForkWaterSeed. Set the Cursor property to Hand.

uri. This is a path which Tag attribute contains the base Uri for the tree images to be used in
the item, e.g. <Path x:Name="uri"
Tag="http://replacedomain/BezraWorldResources/Items/HG/" />.

tree. This is an Image element on which the tree image will be represented. Its Tag attribute
contains the possible tree images to be used when the tree is grown, e.g. <Image Opacity="0'
x:Name="tree"

Tag="Tree.BirchWood.1.png; Tree.GardenWood.1.png; Tree.GrayWood.1.png; Tree.PineWood.1.
png; Tree.RugWood.1.png; Tree.WillowWood.1.png" Stretch="Fill"
OpacityMask="#FF403737"/>

i

growTree. This is an animation that represent the growing of the tree.

tillSoil. This is an animation that represent the state of the item once it is tilled by garden
fork tool (only apply for Fork, Seed and Waterer type)

Building Lighting On and Off

Overview

This is a set of modifications applied to building to add turning light off and one. There are two
main parts of this modification, one represents the switch and the other represents elements that
signify the turning on and off of the building.

XAML Elements
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e triggerLighting. This is a path area that represent the on and off switch to turn on/off the
lighting.

o lightingl, lighting2, lighting3, lighting4, lighting5, lighting6. These are the paths (up to
maximum 6) that represent the turning on/off of the building. Set the Cursor property to
Hand.
Building Cleaning Dirt
Overview

This is a set of modifications applied to building to add cleaning g r a f dctivitids. The user is
required to have at least one paint in the inventory and posses paint brush tool.

XAML Elements
e dirtl, dirt2, dirt3, dirt4, dirt5, dirt6. These are the paths (up to maximum 6) that represent

graffiti on the wall of buildings. Set the Cursor property to Hand.

Starting Marker

Overview

This is a specific item to tell the game engine where the automated characters will be positioned
when the city loads.

In the database, this type of item is type “Marke
XAML Element
A path with name ®“startingPoint” must be created

a starting marker item.

Boundary Marker

Overview

This is an item designed to prevent character to cross certain areas.
In the database, this type ofitemis t ype “ Mar ker”
XAML Element

A path with name “boundaries” must be created.
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