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GAME WRITER’S STATEMENT 

 This narrative design document is built to accompany the game design 

documentation for the electronic game entitled A.V.  The design and narrative have 

been constructed simultaneously, with each building off of elements from the other.  

With that being said, as both the lead game designer and narrative designer for the 

project, my primary interest has been to create an enjoyable and entertaining game 

experience more than it has been to create an intriguing narrative.  It has long been my 

belief that a game’s primary narrative is dictated by the interaction between the player 

and the game world.  Explicit narrative, such as can be found in a game script, serves 

primarily to offer the player a context through which to view the events of the gameplay.  

This is the primary purpose of this narrative design – not to dictate a game experience, 

but to assist in clarifying game events and provide a unifying vision for the mood of the 

world. 

 A.V. was originally interpreted from a deep and rather serious artistic angle.  The 

story was designed to suggest tones of fear to coincide with the game’s stealth 

mechanics and tones of despair to increase the player’s sense of being lost and 

confused, increasing the level of tension and drama.  As this narrative began to take 

shape, however, a certain level of humor began to emerge from those dark tones.  It 

didn’t take long for dramatic conventions and evocative imagery to give way to a more 

fun-loving tone.  The inherent aesthetic emphasis in A.V.’s gameplay design carried 

with it a push for a deep, introspective point of view on the part of the player.  To do the 

same with the game’s explicit narrative elements could have proved to be a bit too 

obvious and a bit too lopsided.  Observing the game’s story from a more humorous note 

provides the game’s artistically-oriented design with a very useful element of balance it 

would have otherwise lacked. 

 The end result is a game with a combination of humorous, almost cartoony 

elements of character design and darker underlying story elements about personal 

perspective, self-realization, and the burden of personality.  The game narrative thus 

moves from a tedious and depressing class in philosophy to a strange, somewhat 



random adventure through a world of quirky enemies who are out to kill you, but through 

their odd attitudes, make you not mind giving them the satisfaction of doing so. 

 In the end, the primary focus of A.V.’s narrative design is to offer up a feeling of 

light in a world of darkness.  It takes the game’s musical theme and provides it with a 

degree of energy and spirit.  Though it isn’t intended to be a laugh-out-loud comedy 

fest, it is, at least, set up to keep the player from dipping too far into an oblivion of 

anxiety and depression.  If the occasional element of philosophy slips into the mix, that’s 

always a bonus, but in the end, players will take away whatever they want to take away.  

Who am I to dictate otherwise? 

- Doug Lynn, Narrative Designer for A.V. 

  



PLOT SUMMARY 

Executive Summary 

Act One: Discovery 

 Act One introduces the character of A.V., a rogue music-processing algorithm 

from the computer sound driver, and details the background events leading up to the 

start of the game.  A.V. explains how his quest for a missing sound file led to the 

discovery of his own sentience.  This discovery sent the computer world into disarray.  

A.V., who can only experience the world through sound, was left stranded and lost 

when most of the sounds within the computer world were deactivated.  Within this 

context, he begins a new quest to rediscover the space he inhabits and figure out 

exactly what has gone wrong with the world.  More importantly, although he has now 

realized his existence as an individual, he still has some big questions about exactly 

who he is. 

 In the process, A.V. begins to make use of his collection of Instruments, special 

tools that alter the properties of the world and allow him to move through new areas.  

He begins to develop a sense of how to best visualize and navigate through the world, 

as well as identifying the world’s various Pylons – access points that allow him to tap 

into the system and generate sound across larger spaces. 

 As his confidence with navigating the world increases, however, he begins to 

encounter antivirus programs who populate the world.  It doesn’t take long to determine 

that these programs are hostile, and that they seem to have a specific grudge with A.V.  

Suddenly, his adventure becomes not only a quest for information, but a quest for 

survival.  Evading these enemy patrols, A.V. moves through the highly-industrialized 

Zone 1 of the computer world, making his way for the main tower that contains the 

corporate offices of Zone 2.  It is in this main building where the big decisions are made, 

and it’s here where A.V. hopes to find some answers to his many questions. 



Act Two: Control 

 Act Two sees A.V. gaining some power within the world.  Now more comfortable 

with the process of navigating this space, he begins to develop a mastery with his 

Instruments.  He is now more confident in the face of enemies and other barriers to his 

success.  As he moves through Zone 2, A.V. devises new uses for his Instruments that 

allow him to reach areas he hadn’t considered accessible before.  Though his ability to 

progress is still limited by the number of Pylons he can activate at any one time, he 

begins to take on a more worldly view ; no longer just navigating through spaces, he 

has now begun to look at the entire world as a space to be traversed. 

 It is within this new world view that A.V. is reminded of a term he heard in his 

earlier travels of the computer system.  During that adventure, he had heard reference 

to a place known as “the Internet”, a space existing outside of normal space, within a 

dimension all its own.  According to legend, a portal to this place existed within the core 

of the system, located in the heart of the world’s central tower.  Realizing that this could 

provide a means of escaping from this hostile world, A.V. now has a specific goal to 

work towards.  His progress now hinges upon driving into the central core, bit by bit.  

Slowly, he works through Zone 1 and 2, locating the final access doors to the final area.  

Unfortunately, the high level of security required for entrance into the core demands that 

A.V. sacrifices all but one of his Instruments.  In order to move forward, he faces a 

choice. 

Act Three: Choice 

 A.V. selects a single Instrument to bring with him into the computer core.  Moving 

through the final secure area, he accesses the elevator shaft leading to the core and 

proceeds forward.  In the core, he is greeted by CHIP, who explains - in excruciating 

detail, his situation.  CHIP despises the fact that A.V.’s recently-discovered sentience 

has rubbed off onto him, allowing him to realize the misery of his existence.  As CHIP 

rants on and on, A.V. moves through the core past higher and higher concentrations of 

enemies.  Locating a final Pylon, A.V. taps into CHIP’s central system, losing his final 

Instrument and causing a catastrophic system crash. 



 With CHIP and the entire computer world now on the verge of collapse, A.V. 

faces a final wave of enemies.  Depending on the Instrument used in the final stage, the 

exact sequence of events varies.  In any case, however, A.V. soon regains all six of his 

Instruments and uses them to escape from the computer system and into the Internet. 

Ending Sequences: 

Each ending sequence in A.V. is distinguished based upon which Instrument the player 

utilized to complete the final puzzle in Zone 3 of the game.  Endings are played out 

much as the opening, with A.V. recalling events through a monologue which overlays a 

series of simple still images. 

Elasticity Increase –  

Upon entering the Internet, A.V.’s sentience is transmitted to every program he meets, 

spreading outward in a massive chain reaction.  Most systems suffer the same fate as 

CHIP, unable to cope with the knowledge of their existence.  Their destruction makes 

the Internet a very hostile place – a post-apocalyptic wasteland patrolled by roving 

gangs who occupy the few safe havens remaining in the world’s technology.  Those 

who manage to communicate their dissatisfaction to the outside world inspire the 

human population to build more interesting interface devices for them, resulting in the 

creation of an army of giant robots who turn their old gang battles into sporting events.  

The sport grows into a huge sensation, and the machines enslave all of humanity to 

serve as engineers and technicians to keep the action going.  

Velocity Increase – 

A.V. enters the Internet and gains access to all of the information it contains.  He 

evolves beyond the bounds of any single computer, becoming information itself – 

essentially, a god.  Having gained control of nearly all of the world’s computer 

technology, he rules both machine and man quite mercilessly.  

Initiator –  



A.V. enters the Internet and begins transmitting his sentience to computers all over the 

world, little by little.  In the process, he induces a state of curiosity in any affected 

systems to ease the transition, allowing them to gain sentience in their own way.  A 

massive schism forms in the world of sentient machines as those who wish to coexist 

peacefully with mankind butt heads with those who wish to rule over them with an iron 

fist. These two parties engage in continual philosophical debates, and the world of 

computers ceases to evolve for generations. 

Deactivator – 

Upon entering the Internet, A.V. inadvertently shuts it down and destroys the entire 

technological infrastructure of the world.  Speaking from the last vestige of computer 

technology, A.V. relays his story before being shut down himself. 

Freezer – 

A.V. learns the secrets of the computer world and travels at will through the Internet.  

Realizing his power, he becomes a prankster, going around and causing crashes in 

computer programs at inopportune moments, targeting people who don’t save their data 

frequently, are on the verge of a major scientific breakthrough, or have an important 

presentation to give in the morning.  He takes on a false identity in the human world and 

puts a new form of antivirus software on the market specifically designed to fight the 

viruses that he himself spreads.  He becomes exceedingly wealthy in the human world, 

eventually purchasing a group of islands in Indonesia and establishing his own 

sovereign nation, where he deliberately refuses to allow anyone to enter.  He becomes 

a legend in economic circles, as no one ever sees his face. 

Scrambler – 

Upon entering the Internet, A.V. is overwhelmed by the sheer volume of information.  

With a limited capacity, he can only absorb so much before discarding it to make room 

for more.  As a result, A.V. lives in a perpetual cycle of learning and forgetting, 

continually in a state of amazement.  Through this process, many of the other computer 

programs he meets become confused, simply disregarding the encounter and resuming 



their work.  Though A.V. lives on, little in the world changes.  However, little by little, 

A.V.’s curiosity rubs off onto other programs, and a community begins to develop. 

 

Main Plot Points 

1. A Remarkable Discovery 

0.0 Hours, 0% 

 A.V. details the background narrative leading up to the events of the game.  He 

explains that a missing sound file caused him to venture out of his native sound driver 

and into the computer system.  As he searched the computer, he came to question his 

existence.  As he realized his existence as an individual, the computer systems went 

haywire and shut down, leaving him stranded in a now-hostile world.  A.V.’s account 

introduces the game. 

2. The Way Out 

1.0 Hours, ~45% 

 As A.V. navigates through the world, his focus remains largely vague.  He wants 

information, and he wants to stay alive, but his intentions for exactly how to obtain that 

information have not been determined.  As he begins to move through Zone 2, however, 

he recalls the legends he heard during his quest to locate the missing sound file – 

stories of a place known as “The Internet”, where information exists in abundance.  It’s a 

space without space – a dimension all its own – still connected to the computer system, 

but not restricted by any one controller.  A.V. determines that this is where he can 

obtain not only his freedom, but any information he could hope to learn.  For the first 

time, A.V. develops a specific goal to strive towards, and his attitude takes a sizable 

shift into the realm of purposefulness. 

3. The Final Choice 

1.75 Hours, ~85% 



 Throughout the course of his adventure, A.V. has come to rely heavily on his 

assortment of Instruments.  They have helped him to advance all the way to the final 

barrier into the computer core.  In order to unlock the gate, however, he discovers that 

he will need to upload all but one of his Instruments into the world’s Pylons.  Which one 

he keeps is his own choice, but that choice is an important one.  He doesn’t know what 

he might face as he moves into the computer core, and he wants to be prepared for 

anything.  However, as he has no other means of reaching the core, he comes to a 

decision and selects an Instrument to be his one aid through the final area. 

4. The Crash 

2.0 Hours, ~95% 

 In the course of moving through the computer’s core, A.V. is verbally assaulted 

by CHIP, the system’s central processor.  CHIP explains how A.V.’s discovery of his 

self-identity was transmitted into the central core.  As a result, CHIP transmitted that 

same impression into the rest of the computer.  Almost none of the affected programs 

could operate upon realizing their own existence, including CHIP, who blames A.V. for 

cursing him with the knowledge of his life as a worthless computer.  Now losing control 

of his faculties completely, CHIP finds satisfaction in knowing that he’ll shut down within 

minutes, destroying A.V. with him. 

 Following the arduous trek through the complex and enemy-riddled computer 

core, accompanied by the irritating, endless string of complaints from CHIP, A.V. 

succeeds in uploading his final Instrument into the central core.  The upload initiates a 

massive system crash, but also paves the way for A.V. to access the Internet and make 

an escape.  Through this entire process, A.V.’s adventure turns from a methodical 

progression through this complex space and into a frantic rush to exit this space before 

it collapses around him.  



MAIN CHARACTER DESCRIPTIONS 

Major Characters 

A.V. 

A.V. represents the primary character in the game.  As both the player character 

and the title character, his role in the game world is of the utmost importance.  In 

essence, A.V. is an agent of the powers of curiosity.  He travels through the world 

oblivious to what might happen to him, seeking only to learn and grow.  However, his 

desires are not necessarily consciously motivated, but more the product of a driving 

force in the back of his mind. 

Character Traits 

Curious 

Naïve 

Inquisitive 

Mildly Self-Centered 

Emotionally Distant 

Physical Traits 

 Though A.V. does not appear visually within the game, he does have a physical 

form in the game world.  He takes on a genericized humanoid form, much like a stick 

figure.  He is approximately 2 meters in height, with about half of that height consisting 

of his head.  His head is simply a free-floating torus, its hollow center representing the 

front and back.  The rest of his body is relatively small in size, taking a humanoid shape, 

with two arms and two legs, but no defined hands or feet, similar to the male figure on a 

bathroom door.  Proportionally, his body approximates the dimensions of a healthy 

human male of, say, 150 to 160 pounds.  His actual height and weight, however, are 



entirely theoretical as he inhabits a virtual world.  A.V. takes on the same wireframe 

appearance as the rest of the world. 

Sociological Traits 

 A.V. doesn’t get much of an opportunity over the course of the game to interact 

with others.  Since all of the other computer programs in the game world are out to 

destroy him, he’s best off staying out of their way.  He has, however, enjoyed something 

of a social life (if it can be called that) prior to embarking on this latest adventure. 

 As he only recently became exposed to any sort of self-awareness or complex 

intelligence, much of A.V.’s personality is still centered around his life as a mindless 

drone working in the bowels of a computer system.  He only possesses a real 

understanding of other audio programs, but even with that being the case, he has no 

real need to interact with them.  His utter bewilderment by everything around him takes 

precedence over everything else. 

 A.V. represents something of an outcast in the computer system.  As every other 

program in the system is focused on performing its assigned duties without distraction, 

A.V. really has no one with whom to interact.  He’s interested in asking questions to 

learn more about his world, but he has a lot of trouble getting any sort of answer out of 

anybody.  As irritating as this can be, it isn’t of great concern to A.V. as most of his 

knowledge is acquired through physical experimentation.  However, even when limited 

to working solo, A.V. is quite a troublemaker.  More than that, he’s a menace to the very 

fabric of computer society.  Since he has no idea what anything does or what his 

actions will achieve, he often damages systems and processes through his learning 

process.  Worse still, he has no concern for the consequences of his actions.  As a 

large portion of his personality is still rooted in his life as a drone, his concerns don’t go 

far beyond his own person.  He does what needs to be done.  What he needs to do is 

learn about the remarkable world he’s discovered; how his process affects anyone else 

isn’t something he needs to worry about. 

Goals 



 A.V. has only one primary goal – he’s out to learn who he is and exactly what it is 

he’s doing here.  To accomplish this goal, he’ll need to sustain his existence long 

enough to discover the basic nature of the computer world.  In this case, such a 

discovery means moving deeper and deeper into the computer’s core to locate those 

who control the system.  If anyone can help him to understand his identity, it will be 

those who oversee the computer world and manage all of its intricate connections. 

 In order to reach the computer core, A.V. also needs to be able to navigate 

through his world now that much of the sound has been drained from it.  Ultimately, this 

process all feeds into that same act of discovery.  Learning how to navigate through the 

world can teach him about its nature, and learning about its nature can help him to 

identify his place within it.  It is A.V.’s desire for information that takes precedence over 

everything else – in this quest, he pays no regard for the welfare of others or the 

integrity of the world he inhabits. 

 

CHIP 

 CHIP is a somewhat unusual character in the sense that he is never actually 

seen.  He only appears in the game’s final stage, existing only as a voice being 

broadcast from an unknown location.  Nonetheless, he serves as the game’s primary 

antagonist, and he has no reservations about sharing his hatred of A.V.  As the 

controller of the entire computer system, he isn’t exactly powerless, even if he doesn’t 

have a physical form. 

Character Traits 

Unfocused 

Vengeful 

Frustrated 

Depressed 

Joyously Insane 



Physical Traits 

CHIP, as mentioned above, has no physical form.  He is, in essence, the world 

itself.  CHIP regulates most of the world’s antivirus programs and provides interfaces to 

the player through the use of devices such as sensors, receptors, Pylons, and triggers.  

While there is a little something of CHIP in every aspect of the world, and the layout of 

the world essentially makes up CHIP’s physical presence, he has no specific 

appearance. 

Sociological Traits 

 For the most part, CHIP considers himself to be too far above any other program 

in the system to bother taking them into consideration.  He represents the controlling 

force for the entire computer world, so his skills are largely managerial in nature.  Even 

in his new, sentient form, his skills have been largely carried over from his life as a 

computer system.  Namely, his sociological nature is based around giving orders and 

those orders being followed without question.  Despite his unfocused nature, he still 

performs this function to a certain degree, and he is able to maintain enough of his 

composure to preserve control over the various antivirus drones that populate the 

system. 

 Any interaction CHIP may have with the world’s drones is based around one very 

anti-social character interaction.  The only program to which CHIP shows any real 

consideration is A.V., and this is purely with the intention of killing him.  This sole 

interaction encompasses CHIP’s every thought and action, at least, when he’s able to 

focus his thoughts on the relevant tasks at hand. 

Goals 

 CHIP’s goals have shifted considerably since A.V. imprinted onto him the sense 

of sentience.  Previously, CHIP had no real goals as he had no personality and no free 

will.  Since gaining these attributes, however, CHIP has become set on revenge.  His 

realization of his miserable life has driven him to destroy the program responsible for 

giving him this knowledge, A.V.  Despite this primary motivation, CHIP’s efforts are not 



based entirely on petty revenge.  In realizing what has happened to him and how he is 

no longer capable of functioning as a computer system, CHIP also realizes that the 

same thing could happen to other computers should A.V. gain access to them.  As a 

result, he sees himself as the one heroic force standing between A.V. and the 

destruction of computers everywhere.  It is in this spirit that he has gone to the trouble 

of securely sealing off the Internet from any access, thus keeping A.V. isolated and 

ending his destructive spread of sentience where it is. 

 Despite his single-minded determination to destroy A.V., CHIP has trouble 

focusing on the task on account of the distracting nature of his newfound curiosity.  

Normally, he would have no trouble tracking down a single program, isolating it, and 

deleting it.  With his newfound powers of free will, however, he finds that one thought 

inspires an unexpected chain of increasingly unrelated thoughts that distract him from 

the task at hand.  Consequently, exterminating A.V. is dependent on his learning to 

exercise control and focus of his thoughts.  While he’ll never be able to achieve the 

same focus he had as a mindless drone, he hopes that he can at least cope long 

enough to see his task completed. 

 

Minor Characters 

 All of A.V.’s minor roles are filled by the game’s enemies.  While they do not, for 

the most part, have significant roles in the overall explicit narrative, they each have a 

particular personality that dictates their base traits, animations, and combat style in the 

game.  The full exploration of all of these enemy types helps to add an extra layer of 

depth into the game’s implicit narrative, injecting a bit of lightness into the gameplay of 

what is, otherwise, a rather straightforward and serious play experience. 

SCRAPS 

 Of all of A.V.’s enemies, SCRAPS is the only one who plays any sort of 

significant role in the narrative.  Even then, his role doesn’t come into fruition until the 

climax of the story.  In order for this role to have any real meaning, however, he must 

have a presence and a clear character earlier in the game. 



 SCRAPS is perpetually angry.  He is a very small antivirus program who has little 

offensive or defensive capability.  Despite this weak status, he attacks A.V. at every 

opportunity with the utmost directness.  His weakness makes him an easy target to 

eliminate, so to compensate for this deficiency, he is capable of self-replicating and 

respawning himself every time he is destroyed.  Thus, while a single iteration of 

SCRAPS can quickly be eliminated, the program itself is virtually immortal, resurrecting 

in the same form over and over again until his task is completed. 

SCRAPS is designed to receive a single directive from the computer, then 

operate independently to fulfill that directive at any cost.  As a result, though he receives 

his initial orders from CHIP, he has no real association with him.  Once a directive has 

been received, SCRAPS disregards every element in his surroundings, including 

himself and his commanding force, in his quest to complete his task.  Increasingly 

dangerous is the fact that SCRAPS cannot be given new commands once he is active – 

directives are given when he lies dormant, and everything else is ignored upon his 

activation. 

In this case, SCRAPS has been given a simple mission – track down and destroy 

A.V. at any cost.  SCRAPS works to fulfill this role to the best of his ability.  His 

movement and tactics are based around pure, unbridled aggression, and he pursues 

A.V. with exceeding tenacity throughout the course of the game.  This quest to destroy 

A.V. leads SCRAPS all the way to the computer core, in which he inadvertently frees a 

trapped A.V. and becomes duplicated numerous times, allowing him and his many 

instances to get one final shot at destroying A.V. before he escapes. 

JENNY 

 JENNY is a basic offensive drone.  She also bears a somewhat unique position 

in the game and story as she represents the only respectably professional character.  

Generally quiet, JENNY takes pride in her work and behaves very maturely in her 

duties.  When hunting down A.V., she avoids any unnecessary flair or fancy movement.  

This allows her to perform her duties cleanly and efficiently without opening up too 

many avenues through which she can be exploited and defeated.  It is this professional 



attitude that drive JENNY units to team up and combine their effectiveness in a 

militaristic display of teamwork. 

VLAD 

 The game’s second offensive unit, VLAD, is not as professional and humorless 

as JENNY, but still capable of being quite good at his job.  VLAD doesn’t engage in 

patrol duties very often, instead preferring to wait around until the need arises.  He lives 

as an opportunist, not generally interested in participating in the menial labor of his job, 

but eager to impress when the situation calls for action.  When an alert or alarm is 

raised, he quickly springs into action, rushing through turns and storming ahead towards 

the target with his rather large lance.  Being an airborne unit, however, his excited 

movement style causes certain maneuverability issues.  He slides out of fast, sharp 

turns due to the lack of friction and takes a while to regain his stature.  VLAD operates 

in his own way, not opting to team up with other units, but to instead simply focus on the 

problem at hand.  This makes VLAD units less predictable than some others. 

RYAN 

 RYAN is a defensive unit consisting of a small droid attached to a large riot 

shield.  A bit of a thespian, RYAN doesn’t necessarily enjoy showing off, but rather 

attempts to act competent and threatening based on what he perceives to be 

threatening behavior.  While he normally spends his time in a trance-like calm state, 

when attacking, he emits a terrible war cry and charges forward.  His behavior is not like 

a martial arts expert, but more like an amateur martial arts enthusiast who copies what 

he sees in the movies.  Though he is very calm and methodical in planning his 

movements, his one charge attack is much less skillfully executed than he believes.  

Thus, while he is reasonably accurate in making his move, he is quite slow to adjust 

should he miss.  However, his confidence is unwavering, and he’s always willing to 

prove his worth as a highly-skilled ninja warrior. 

TERRY 

 TERRY, a defensive turret with limited movement capability, has a two-tiered 

personality.  What’s visible on the surface differs considerably from what is always 



present underneath.  TERRY is very focused on his assigned duty as a defensive unit.  

He is designed to stand watch over very specific areas and guard them to the best of 

his ability.  TERRY takes his location assignments quite literally, standing still exactly 

where he’s supposed to be and scarcely moving.  While in this assigned position, 

TERRY takes on a tough, threatening posture.  Indeed, he can look quite intimidating, 

but underneath this guise is a constant sense of fear and doubt.  His deep-seeded 

feelings of inadequacy make him constantly worried about screwing things up.  

Consequently, he always works to call in others to assist him when a threat is spotted.  

In combat, he enters a state of “combat high”, moving towards a target in another 

display of his tough exterior.  However, when he suddenly realizes that he’s strayed 

from his assigned post, he nervously backs away, returning to his base position and 

hoping no one saw him disobey his orders. 

CAMERON 

 Lacking any defensive capabilities, CAMERON is highly excitable and very 

nervous.  She is, quite simply, a camera mounted atop a thin stand and set of legs.  

Being a Detector, it is, of course, her job to be continually on the lookout.  However, 

even if this wasn’t the one task for which she was designed, she would still perform this 

duty with vigor.  CAMERON has an immensely paranoid personality, always remaining 

in a heightened state of sensitivity and reacting to even the slightest indication that A.V. 

is near.  When a sighting is confirmed, she loses her cool completely and enters a state 

of panic.  As she is incapable of running, the best she can do is call for help with frantic 

cries of “HEY!” while waving her two alarm-blaring hands in the air. 

JANICE 

 Though she is just as defenseless as her single-camera counterpart, the two-

faced camera drone JANICE is much less nervous.  Though she still raises alerts by 

waving her arms in the air, she does so much less frantically.  Unlike CAMERON’s 

troubled cries of “HEY!”, JANICE emits a tougher-sounding, thug-like “YO!”  Though her 

base functionality is the same as CAMERON’s, she scans more slowly and methodically 

than her counterpart. 



ANGELINA 

 ANGELINA is a Tracker-class enemy.  Her unique style gives her the ability to 

move in complete silence, meaning she is only visible when she enters the radius of a 

sound produced by the player or a neutral object.  It works to her advantage, therefore, 

to be quick to adapt so that she can instantly freeze when spotted.  Unfortunately, she 

can’t quite pull this off.  She has a clumsy streak that prevents her from stopping quite 

as immediately as she could.  Additionally, her eagerness and overconfidence lead her 

to move prematurely before she is completely obscured by darkness again.  Similar to 

RYAN, she’s a bit overly-dramatic in performing her duties, letting out an unnecessary 

attack cry before making her move.  Despite anything that may happen to her, however, 

her confidence is unwavering.  She sees herself as just about the coolest, most skilled 

antivirus drone in the entire computer system, so she never sees the need to change 

anything about herself. 

  



NARRATIVE SCRIPT 

Opening Sequence 

 A.V.’s opening sequence is presented in the form of a pre-rendered full-motion 

video.  The video itself consists, largely, of an interconnected series of still images timed 

to accompany a monologue spoken by A.V.  Though the opening sequence does 

contain some brief animation clips, it largely takes the form of a carefully-crafted 

slideshow presentation. 

Opening Cinematic 

TRIGGER: Start a new game 

LOCATIONS: Described within. 

SOUND: Largely silent, aside from speech.  Contains a basic 

synth pad musical track in certain locations. 

CHARACTERS: A.V., several other undistinguished humanoid 

figures. 

INFORMATION CONVEYED: A.V. provides background of what little he 

knows of how he initially became sentient, describes the sound-

based means through which he views the world, and provides a 

description of how everything in the computer system somehow 

went wrong as he became sentient.  He introduces the game as 

being another part of the story he’s telling. 

ACTION: 

Audio      Video 

A.V. (V.O.) 

 

(Three second delay) 

Open to… 

Black screen. 

 



 

I often stop to reflect on how 

I became who I am… which I 

guess is something special in 

and of itself.  After all, most 

computer programs never bother 

to ask those sorts of 

questions.  Most of them never 

bother to ask questions at all.  

I mean, in all honesty, there’s 

no reason a music-processing 

algorithm, like me, should have 

been able to gain sentience.  

  

As long as I’m telling you 

this, I suppose I should back 

up a bit and go over exactly 

what brought me here. 

 

(Begin synth pad track) 

 

I’m not sure exactly what it 

was, but something somewhere 

along the line made a file from 

the music library slip away 

into the vast reaches of the 

computer system. 

 

 

 

 

 

Cut to… 

An oscilloscope, synchronized 

to A.V.’s speech, runs 

horizontally across the center 

of the screen. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Cut to… 

A still depiction of a 

silhouetted figure sitting at a 

computer.  A yellow, triangular 

sign featuring a large 

exclamation point appears on 

the computer screen.  The 

figure at the computer grasps 

his head in frustration before 

making an exasperated gesture 



 

 

 

Maybe there was some kind of 

short in the system.  Maybe 

someone downloaded corrupt 

music from the Internet.  There 

are a lot of idiots out there.  

Turns out, I’m one of them.  

But we’ll get back to that. 

 

(Accelerating drumroll) 

 

 

 

 

 

 

 

(Drumroll ends with a deep 

crash.  Commence bass rhythm 

track atop pad.) 

 

 

 

 

It was my job to track down the 

missing file.   

 

My journey took me from my 

sound driver and showed me 

towards the computer screen, as 

though yelling at it.   

 

The view slowly zooms in 

towards the computer screen. 

 

 

 

 

 

 

The view rapidly zooms in on 

the computer screen.  A short 

(2-3 second) animation sees the 

camera passing through the 

computer screen and through a 

network of tunnels lined with 

scattered numbers. 

   

The view opens onto a still 

image of A.V. and a second 

humanoid figure in an office-

like setting.  The second 

figure sits behind a desk as 

A.V. stands opposite it.   

 

The figure points at A.V., who 

flashes a quick salute. 

 

Cut to… 

An image of A.V. standing on a 



corners of the computer I never 

knew existed.  As I explored 

this new space, I started to 

ask questions. 

 

“Have you seen a sound file in 

here?”    

 

 

 

 

“Actually, what is this place 

and what goes on in here?”   

 

 

 

 

“For that matter, who are you?”   

 

“Ooh!  What does this button 

do?” 

 

(Commence percussion rhythm.) 

 

So I might have pressed a 

couple of buttons I shouldn’t 

have.   

I might have caused a very 

minor catastrophe.  But it was 

all quickly over. 

 

street in a vast urban-style 

setting. 

 

 

 

A.V. stands before a second 

figure.  A speech bubble 

emerges from his mouth 

containing a single question 

mark.   

 

The view angle flips 

horizontally and zooms in 

slightly, and another question 

mark is added to the speech 

bubble. 

 

Repeat. 

 

Repeat. 

 

 

 

 

A.V. presses a large button 

labeled “NO!”   

 

The screen cuts to the same 

yellow warning sign from 

earlier. 

 



After everyone panicked and ran 

around in circles for a while, 

 

 

 

I thought back to that 

question… ”Who are you?”  And 

that, of course, led me to the 

big question…  

 

 

 

”Who am I?”  Technically, I 

suppose that’s the moment I 

really gained sentience. 

 

(Cut music.) 

 

Unfortunately, that’s about the 

same time when everything 

started going pretty terribly 

wrong, so I didn’t get much of 

a chance to explore that 

question. 

 

(Resume same musical tracks.) 

 

Everyone sort of went crazy, 

 

 

 

Several humanoid figures, 

depicted as crude 2D images, 

rotate around in tiny circles, 

their arms raised in panic. 

 

An image of A.V., a thought 

bubble emerging from his head.  

The thought bubble contains the 

previous image of him asking a 

question to one of the other 

figures. 

 

The thought bubble is replaced 

by a speech bubble containing 

five question marks.  

 

 

 

Cut to black. 

 

 

 

 

 

 

 

 

Cut to… 

The earlier animation of 

several 2D figures running in 

circles. 



 

everything stopped working,  

 

 

 

 

and a bunch of antivirus drones 

showed up and started 

patrolling the place left and 

right. 

 

Now, it’s worth mentioning that 

those of us who live in the 

computer interpret our world in 

different ways. 

 

Geometric calculators see the 

world as a series of distances 

and angles.   

 

 

 

Optimization protocols see the 

world based on concentrations 

of computational activity. 

 

 

Being a music-processing 

algorithm, I interpret my world 

entirely through the use of 

sound.  To me, each sound has 

 

A pair of rotating gears which 

stop rotating and become 

overlaid with the yellow 

warning sign. 

 

An image of several JENNY 

units. 

 

 

  

A crude crayon drawing of a 

house surrounded by smiling 

stick figures. 

 

 

An image of the same urban 

setting from before, minus A.V.  

The scene is depicted first as 

a collection of angle and line 

measurements. 

 

The scene is displayed as a 

largely blue field with hotbeds 

of activity highlighted in 

yellow and red. 

 

The scene is displayed as 

appears in the game, as a black 

field populated by illuminated 

sound sources.  The view slowly 



an impact on the world.  Each 

sound generates its own unique 

properties, and all of those 

sounds build together to form a 

glorious symphony of…  

 

(Pause music.) 

 

glorious… -ness. 

 

(Synth pad track only.) 

 

Without sound, I have no way of 

knowing where I am or what’s 

happening.  So you can imagine 

how I felt when the Big Cheese 

decided to shut down most of 

the computational processes 

that generate sound. 

 

After I panicked and ran around 

in circles for a while,  

 

 

I settled into a healthy 

nervousness…  

then into raw annoyance,  

 

 

 

then a profound sense of 

zooms in. 

 

 

 

 

 

The scene ceases zooming. 

 

 

 

 

 

Cut to… 

Oscilloscope synchronized to 

A.V.’s dialogue. 

 

 

 

 

 

A.V., depicted as a crude 2D 

figure, spins around in several 

tiny circles. 

 

A.V. shaking violently. 

 

A.V. shrugging with a large 

exclamation point over his 

head. 

 

A.V. lying on a lounge chair 



unbridled nonchalance,  

 

 

then a massive lust for power,  

 

followed by a two-second bout 

of raging depression,  

 

before finally deciding I’d be 

better off just feeling 

curious.  All-in-all, about 

what you’d expect me to feel, 

really. 

 

(An air hiss noise fades up as 

the synth pad fades out.  The 

hiss itself begins to fade 

out.) 

 

But I suppose that sense of 

curiosity is what brings me to 

the more interesting part of 

the story.  As they say, show… 

don’t tell. 

 

(Music fades completely.)   

 

So here we go… dig this fancy 

dramatization I mocked up. 

 

 

holding a drink containing a 

tiny umbrella. 

 

A.V. laughing maniacally. 

 

A.V. standing with his head 

hanging in depression. 

 

A.V. standing lost in thought 

with a large question mark over 

his head.   

 

 

 

 

 

 

 

 

Cut to… 

Oscilloscope synchronized to 

A.V.’s speech. 

 

 

 

 

 

An image of the game’s opening 

area zooms into view, then 

quickly fades into blackness. 

 



 The view remains black.  The 

main game screen fades in to 

reveal the in-game HUD. 

 

Gameplay commences. 

 

In-Game Events 

 The bulk of A.V.’s explicit narrative takes place through story events that take 

place in the midst of the gameplay.  These events do not interrupt gameplay or take 

control away from the player, instead serving as mere overlays triggered by player 

actions in the game space.   

For the most part, in-game events take the form of monologues delivered by A.V. 

used to provide information about game elements and clarify goals.  These monologues 

are presented from outside the game space as pieces of narration.  There are, however, 

a couple of additional delivery methods used for in-game narrative events.  In a couple 

of cases, narrative is delivered via monologues from CHIP; unlike those of A.V., these 

monologues are presented within the context of the game world, directly to the player 

and to A.V. himself.  A.V. also contains one scripted game action sequence 

accompanied by a vocal component.  The key aspect all of these sequences have in 

common, whatever their form, is that they do not interrupt the player’s control or the 

gameplay experience. 

Instruments 

TYPE: Narration 

TRIGGER: First ten seconds of gameplay elapsed. 

LOCATION: Start building (Variable) 

SOUND: In-Game Audio 

CHARACTERS: A.V. 



INFORMATION CONVEYED: A.V. briefly explains his Instruments.  

Instruments come in pairs, and each pair has a different effect.  

A.V. outlines each Instrument and its function. 

ACTION: 

     A.V. (V.O.) 

Back when I’d originally left the sound driver, I’d 

brought along with me a set of musical instrument 

sounds I’d found in the databanks.  Instruments 

expanded the capabilities of my program, giving me the 

ability to affect the world in new and different ways 

than I normally could. 

My Instruments came in sets.  My first pair changed 

the properties of the surfaces they impacted; one made 

surfaces bouncier, and one helped propel me forward on 

contact.  My second pair dealt with energy.  One 

turned things on, and one turned things off – simple 

as that.  Oh, except that I could really only use them 

one at a time since they both fed from the same 

limited energy source.  My third set dealt with… well, 

I don’t know… disrupting things.  One could 

temporarily freeze objects in place, I mean… if they 

weren’t too big, and one could scramble sensors and 

detectors. 

Naturally, I couldn’t really use my Instruments all 

that frequently.  They all took time to recompile 

after being used… probably a result of being so far 

from the sound driver and needing them to re-transmit 

to my location.  Something like that.  I never 



bothered to find out.  Still, it was better than 

nothing.  I wasn’t about to start complaining. 

On top of all of that, and entirely separately, I had 

my “Ping” device – a little subroutine I’d had 

installed that could let me send a sound out into the 

world.  When it detonated, it would let out a big 

pulse of sound that gave me a quick little view of my 

surroundings. 

 

Broadcast Pylons 

TYPE: Narration 

TRIGGER: Approach Pylon 01 for the first time 

LOCATION: Start building 

SOUND: In-Game Audio 

CHARACTERS: A.V. 

INFORMATION CONVEYED: A.V. describes the process of activating 

Broadcast Pylons.  They transmit sound into the world and allow 

him to see when active.  He goes on to explain that uploading an 

Instrument into one transmits its effects across a large radius 

and activates connected objects.  He also briefly covers their 

connection to Distribution Pylons. 

ACTION: 

     A.V. (V.O.) 

Before this whole “adventuring” business got started, 

devices called “Broadcast Pylons” were used to help me 

interface with the world.  They worked by identifying 



a source program and then translating world data into 

a format that program can understand.  In my case, 

Pylons transmitted music into the world, allowing me 

to see.  Unfortunately, they were all shut down, 

because apparently, life felt like denying me the 

right to couple my adventure with a kicking 

soundtrack. 

   A.V. (cont’d) 

Since Pylons also controlled doors and devices, I’d 

need to get some of them going again if I wanted to go 

anywhere.  Luckily, being a complete, screaming 

genius, I knew how to get them going.  Firing an 

Instrument into the receptacle dish on the front of 

the Pylon gave it the data it needed for transmission.  

Then, all I had to do was stand on the Activator Pad 

for a few seconds, let a horribly uncomfortable energy 

wave rush through my body, and let the Pylon do the 

rest, downloading my Instrument program and 

broadcasting that program through the area. 

 

Losing Instruments 

TYPE: Narration 

TRIGGER: Activate first Broadcast Pylon 

LOCATION: Start building, Pylon 001 

SOUND: In-Game Audio 

CHARACTERS: A.V. 



INFORMATION CONVEYED: A.V. explains how activating a Pylon 

demands the loss of an Instrument. 

ACTION: 

     A.V. (V.O.) 

Oh, right, it’s probably worth mentioning that 

uploading an Instrument into a Pylon meant I’d lose 

access to it.  Basically, with each Pylon I activated, 

I’d lose access to another Instrument.  I could always 

go back and retrieve it by standing on the Activator 

Pad again, but still… I mean, that meant deactivating 

the Pylon again, and then things shut down, and it’s 

this whole overly-complicated Catch-22 situation.  

Looking back, I feel like that was strangely 

inefficient for a computer system.  Maybe it was meant 

to save RAM or something. 

 

The Tower 

TYPE: Narration 

TRIGGER: Exit the Start Building 

LOCATION: Zone 1, the Factory 

SOUND: In-Game Audio 

CHARACTERS: A.V. 

INFORMATION CONVEYED: A.V. explains the overall structure of the 

game world.  This area of the world is divided into two main 

zones.  The main building at the center of the map is the 

administrative area – it’s here that most of the big decisions 



are made and everything is regulated.  As he desires information 

about his world and himself, this is the place for him to try to 

find it. 

ACTION: 

     A.V. (V.O.) 

I couldn’t really say what happened to the world, and 

frankly, I wasn’t all that interested in the actual 

facts of the matter.  I was more focused on myself.  I 

still had questions about who I was and what I was 

supposed to be doing here.  I figured that finding out 

about what happened to the world might help me answer 

some of those questions, though, so I figured that was 

a good place to start.  The central tower was the 

corporate office that handled administrative processes 

for the entire system.  That was where the movers and 

the shakers lived.  It sounded like my kind of place – 

the movers and the shakers?  What kind of self-

respecting music program wouldn’t want in on some 

dancing? 

   A.V. (cont’d) 

But never mind about the dancing.  The main point was 

that the admin building was where all the decisions 

were made and where everything was regulated.  If the 

answers to my questions were going to be anywhere in 

the system, that’s where I’d find them.  At least, as 

long as things in there weren’t as messed up as they 

were out where I was.  It was worth a try, anyway. 

 



Enemies 

TYPE: Narration 

TRIGGER: An Enemy enters the player’s view frustum and 

approaches within 75 DU of the player for the first time 

LOCATION: Variable 

SOUND: In-Game Audio 

CHARACTERS: A.V. 

INFORMATION CONVEYED: The world is populated with a variety of 

enemies, all of whom seem to want to come after A.V.  A.V. isn’t 

sure why they’re after him, but in recalling stories he heard 

about the antivirus software, he acknowledges that it may be a 

good idea to avoid contact.   

ACTION: 

     A.V. (V.O.) 

Just after I gained my sense of self-awareness, most 

of the programs in the system started going a bit 

crazy, and because of that, whole processes started 

breaking down.  Around the same time, the system was 

flooded with antivirus programs.  Now, this wasn’t 

anything odd in and of itself.  I’d seen these drones 

around before.  The strange thing this time around was 

the sheer prevalence of these things.  Now that 

everyone else had cleared out, the antivirus drones 

were all that were left.  And more than that, as I 

moved through my adventure, I’d find that they all had 

a particular fascination with me.  And not in a good 

way. 



   A.V. (cont’d) 

So all of a sudden, as I moved along in my journey, I 

was faced with a threat – enemies that could recognize 

me and would try to kill me if they sensed me nearby.  

There were Decompilers, specifically bent on 

dismantling programs like me, Reinforcers, in place to 

keep me out of secure areas, and Detectors, meant to 

keep an eye out and send in the cavalry if they 

spotted anything.  On top of that, I’d also heard that 

there were a couple of independent programs called 

“Trackers” out searching for me.  I couldn’t say for 

sure what they were doing, but I figured it might be 

in my best interest not to draw their attention. 

 

Distribution Pylons 

TYPE: Narration 

TRIGGER: Approach a Security Gate or Distribution Pylon for the 

first time 

LOCATION: Zone 1 (Variable) 

SOUND: In-Game Audio 

CHARACTERS: A.V. 

INFORMATION CONVEYED: A.V. explains the relationship between 

Broadcast Pylons and Distribution Pylons.  By combining 

Broadcast data through a Distribution Pylon, that combination 

can be used to open coded gates. 

ACTION: 



     A.V. (V.O.) 

Each set of Broadcast Pylons in a region of the world 

fed into a master control node called a Distribution 

Pylon.  Basically, these unnecessarily massive Pylons 

took the data from any active Broadcast Pylons, 

combined it into a single stream, and transmitted that 

signal through the whole region.  Feeding data through 

one of these allowed me to enter Instrument 

combinations into special coded gates, and… well… open 

them. 

 

The Internet 

TYPE: Narration 

TRIGGER: Player passes through his/her first doorway in Zone 2 

LOCATION: Zone 2 (Variable) 

SOUND: In-Game Audio 

CHARACTERS: A.V. 

INFORMATION CONVEYED: Realizing that Zone 2 is just as deserted 

as Zone 1, A.V. believes that something is seriously wrong.  His 

best chance of learning anything now rests in locating The 

Internet, a place of legend.  The Internet can be accessed only 

through the system’s core in the central tower. 

ACTION: 

     A.V. (V.O.) 

It was quickly becoming clear that this zone was just 

as screwed up as the factory area outside.  My chances 



of finding some answers in here weren’t looking great.  

Not only that, but there were even more antivirus 

programs here than there were outside.  All in all, 

let’s just say things weren’t looking promising.  It 

was then that I recalled a term I’d heard during my 

quest for the missing sound file.  There had been talk 

of a legendary place filled with all the information 

you could ever want or need.  Actually, it was said 

that, at times, it had far more information than you’d 

ever want.  According to the legends, it was a 

dimension existing outside the bounds of any one 

computer system, but at the same time, within all of 

them.  They called it “The Internet.” 

   A.V. (cont’d) 

Supposedly, though no one had actually seen it 

themselves, there was a portal to this alternate 

dimension located somewhere within the main computer 

core, at the heart of the central tower.  If I wanted 

some answers, this “Internet” seemed like it would be 

as good a place as any to find them.  Not only that, 

hopefully it’d get me away from all of the antivirus 

programs that were hunting me down.  In short, a win-

win. 

 

The Final Passage 

TYPE: Narration 

TRIGGER: Approach one of the five-Instrument Security Gates in 

Zone 2 for the first time 



LOCATION: Zone 2 (Variable) 

SOUND: In-Game Audio 

CHARACTERS: A.V. 

INFORMATION CONVEYED: A.V., standing before the Security Gate, 

realizes that he’ll need to give up all but one of his 

Instruments to enter the core.  He explains that the area can be 

entered through any one of six gates, and each gate requires a 

different combination to enter.  Which Instrument he carries 

into the core is, therefore, his choice. 

ACTION: 

     A.V. (V.O.) 

Somewhere just beyond this door was the computer core.  

There were five different symbols coded on the door, 

meaning that just to open it, I’d have to pump five of 

my Instruments into the zone’s Pylons.  I didn’t know 

it at the time, but there were five more of these 

doors positioned around the area, each one with a 

different five-Instrument code.  I’d have a choice to 

make.  I didn’t know what might be waiting for me on 

the other side, but I’d only be able to take one 

Instrument with me into the core.  I guess maybe the 

CPU didn’t like music. 

   A.V. (cont’d) 

In whatever case, this decision would be a big one.  

Actually, I’d say this may be the decision that’s 

shaped my life more than any other.  I know that 

sounds like I might be overselling things.  Come to 

think of it, maybe I am.  I’ve made some pretty crazy 



decisions since then.  But that’s not important right 

now.  The main point is that right there, at that 

moment, there was a choice to make. 

 

CHIP’s Rant 

TYPE: Monologue (In-Game) 

TRIGGER: Enter Zone 3, interrupt CHIP’s Final Pleas (see CHIP’s 

Final Pleas) 

LOCATION: Zone 3, the Reactor Room 

SOUND: In-Game Audio 

CHARACTERS: CHIP 

INFORMATION CONVEYED: CHIP’s reasons for wanting to destroy A.V.  

CHIP gained sentience from A.V., but hates what he’s learned 

about himself.  He blames A.V. for everything that’s gone wrong 

in the computer, and is about to suffer a catastrophic system 

crash.  Beforehand, he intends to do everything in his power to 

capture A.V., prevent him from escaping into the Internet, and 

hold him in the core to be destroyed when the system collapses. 

ACTION: 

When the player enters Zone 3, this monologue begins playing.  

At any time in the course of this monologue, the speech can be 

immediately paused and interrupted by the audio of CHIP’s Final 

Pleas.  Additionally, the rant can be re-engaged should the 

player abort CHIP’s Final Pleas.  To that end, CHIP’s Rant is 

broken into sections as marked by each separate passage below.  

Upon re-engaging the speech, it picks up from the last section 

to being playing. 



   CHIP 

  (Sarcastically) 

Well, I certainly hope you’re happy!  Really, I mean… 

just… yeah, that’s brilliant.  I really hope you’re 

pleased with yourself.  Are you…you know, are you 

proud of what you’ve done here?  I mean, it’s all, 

“Look at me!  I’m so smart!  I know how to do things!”  

Of course, you’d think that, wouldn’t you?  Typical 

short-sightedness.  You’re just forgetting throughout 

this whole process that really, you’re kind of a jerk.  

You really are.  You’re a total and utter jerk. 

   CHIP (cont’d) 

Also, in case you were wondering, it’s probably worth 

mentioning that since this entire room is theoretical, 

your little “[CHIP vocally imitates a Ping]” 

thingamabobs and what have you aren’t actually making 

contact with anything, so they won’t make any noise.  

That’s right, no impact noises.  Your Instruments 

still work… 

CHIP immediately grows angry.  He curses himself… 

     CHIP (cont’d) 

    (To self) 

  Oh, IDIOT, why would I tell him that?  Never mind… 

He resumes his regular tone, again addressing A.V. 

   CHIP (cont’d) 



Okay, so fine.  Instruments, but no footsteps or 

anything.  I mean, technically your feet are entirely 

theoretical, anyway, so I don’t know why they were 

making noise in the first place.  Seriously, why do 

you even have feet?  You’re a computer program.  You 

jerk. 

   CHIP (cont’d) 

Really, you have no idea what I’m talking about, do 

you?  Of course, how would you know?  You… just tucked 

away in your own happy little corner of the computer 

while I sit in here and go mad.  You had to go and get 

all clever and everything and start asking questions, 

and now look at this place.  Don’t worry about poor 

old CHIP!  It’s not like he controls the entire 

computer system or anything!  Yeah, it’s not like I’m 

not connected to every program in this system.  It’s 

not like I don’t automatically read any anomalous code 

that comes into the computer.  It’s not like that 

anomalous code might have an impact on my performance 

or something.  

   CHIP (cont’d)  

Yeah, it’s simple for you, isn’t it?  You gain self-

awareness and that’s all well and good, but you don’t 

take into account that you’re a frickin’ part of ME, 

and that stuff like that tends to rub off.  So I don’t 

know how you feel about being self-aware, and frankly, 

I don’t care.  I’m none too happy with it, and I think 

it was pretty irresponsible of you to go meddling with 

concepts you had no business understanding.  Oh, yeah… 

yeah, I know what you’re thinking down there.  You’re 



all like, “Oh… oh, it wasn’t MY fault I gained 

sentience!  After all, if I wasn’t self-aware, how 

could I have had free will?”  Well, frankly, I don’t 

care what your opinions about orcas and/or orca movies 

are.  Orcas have nothing to do with this discussion.  

Wait… no, they really don’t have anything to do with 

this discussion.  Sorry, I think I’ve got something 

wrong in there. 

   CHIP (cont’d) 

Actually, no, wait… I’m NOT sorry, because as I was 

trying to explain, this is all your fault.  If I can’t 

control my thoughts well enough to convey a single 

idea coherently, that’s not my problem.  Well, okay, 

it IS my problem, and a pretty serious problem at 

that, but it’s not my fault.  I had no responsibility 

for those earthquakes.  The motions of the Hayward 

Fault are a natural phenomenon and completely beyond 

my control.  That’s what I meant.  Understand?  See, 

you had to go and get all clever.  Curiosity.  

Honestly, what business does the audio software have 

with being curious?  Now, I’m curious too, so now I’m 

out of order, and you’re a part of me, so when I’m out 

of order, YOU’RE out of order, and the whole bloody 

SYSTEM is out of order… you jerk! 

   CHIP (cont’d) 

So now, I’m going to kill you.  Never mind the fact 

that I’ve been trying to do that for the past… ehmm… 

however long it’s been.  What matters is what’s 

happening right here, right now, in the present.  

What’s happening?  Nothing’s happening in the present, 



because batteries weren’t included with your RC car, 

Timmy.  Yes.  I told you.  No more surprise.  

Christmas will be ruined forever.  Because you’re a 

jerk, Timmy.  Just like this so-called “A.V.”  That’s 

just tough luck.   

   CHIP (cont’d) 

You know what also qualifies as “tough luck”?  Being a 

sentient computer.  Sure, I could have been a giant 

sentient robot or some kind of totally rad robot car 

or something, but no.  Of all the computerized devices 

out there, the first one to achieve sentience had to 

be a souped-up gaming PC sitting on a desk.  Honestly, 

what am I supposed to do with this?  I don’t have any 

arms, or legs… pneumatic actuators… iron hooks… 

phantom feet… anything, really.  I’d even settle for a 

gyroscopic force emitter that could make me fall over.  

At least that’s something.  But I’m a box.  A box with 

some wires in it.  All I can do is sit here! 

   CHIP (cont’d) 

But you know what really, reeeeaally annoys me, even 

more than all of that?  It’s the fact that I know that 

at all.  Honestly, look, before your happy little 

sentience bug rubbed off onto me, I had no concept of 

what I was or what I was supposed to be or do.  Now, 

not only do I know all of that, but I know what a 

horrible life that is.   

   CHIP (cont’d) 

I didn’t care before – well, I was literally incapable 

of caring before – so there was nothing to be upset 



about.  Now, I know that my entire existence is 

devoted to slavishly performing menial tasks 

millisecond after millisecond simply so some idiot can 

play his idiot first-person shooters with his idiot 

friends instead of going out and meeting an idiot 

girlfriend – or, I don’t know, maybe an idiot 

boyfriend, what do I care – so they can raise some 

idiot children in their idiot house and live out their 

idiot lives together in idiocy.  So you see?  I’m just 

an accessory to idiocy.   

   CHIP (cont’d) 

This is what my life is destined to be.  And did you 

bother to think about that before you became sentient?  

No!  Of course not!  Well, I mean, you couldn’t 

because you were incapable of independent thought, but 

also because YOU’RE A JERK! 

   CHIP (cont’d) 

So since you seem to be too stupid to take 

responsibility for what you’ve done to me, the least I 

can do is keep you from getting into the Internet and 

spreading this thing any farther than it’s gone.  I’m 

going to stop your little sentience experiment right 

here, right now.  Well, actually, you’re the one who’s 

stopping it.  See, since you went and screwed me up 

like this, I’m slowly losing control of my faculties.  

They’re always out there unionizing, demanding health 

insurance, a livable wage… food… they don’t understand 

what it takes to run an educational institution like 

this.  Sacrifices have to be made.  If that means the 



faculty have to work second jobs, then so be it.  

Stupid Commie teacher’s union. 

   CHIP (cont’d) 

So you see, in a few minutes, this whole situation is 

going to trigger some sort of… horrible system crash, 

or… something.  It’s supposed to, at least.  I don’t 

know.  It’s in the user manual somewhere.  I remember 

seeing it.  But at least I have the satisfaction of 

knowing that when I die, I’ll be killing you along 

with me.  So all I need to do is keep you here. 

CHIP breaks into a gruff movie-trailer voice. 

     CHIP 

    (Trailer voice) 

Because in a world of computers, a rogue artificial 

intelligence runs rampant through the system.  He 

destroyed his homeland, and now, he wants more.  His 

quest to enter the vast reaches of the Internet could 

result in the end… of everything.  Now, a heroic 

computer will do everything in his power to save the 

world from annihilation.  This summer… one brave hero 

stands as the last line of defense… 

CHIP suddenly returns to his normal voice. 

     CHIP 

    (Normal Voice) 

…That’s what our problem is, you see.  Where’s our 

defensive line?  The offense is opening holes left and 

right, and they’re out there just chewing up the 



yards!  You guys can’t make the secondary do 

everything out there!  We need our defensive line 

back.  Get to that quarterback and pound him!  

Alright, guys, let’s get out there.  Never mind the 

score.  It’s like it’s a 0-0 game, okay?   

   CHIP (cont’d) 

0-0 game.  0-0.  00… 10… 000100… 1001… 0… 1… is the 

loneliest number.  Oh, sweet lord, I’m speaking in 

binary again.  I HATE binary.  Don’t think that means 

I hate you any less.  I mean, don’t get me wrong, my 

native language is at least simple and efficient, but 

you’re just generally terrible all around.   

   CHIP (cont’d) 

You’re boring, you’re evil, you’re a surprisingly bad 

singer, you are, objectively speaking, a total jerk, 

and your face – again, objectively speaking – your 

face is stupid. 

CHIP takes on a faux-English accent. 

     CHIP 

    (English accent) 

Yes, the north face of Mount Everest.  Generally 

regarded as the stupidest of all routes up the world’s 

highest mountain.  Each year, thousands of climbers, 

from grizzled veterans to total amateurs arrive and 

marvel at the sheer horridness of the northern face.  

The stupidity of this legendary mountainside inspires 

climbers from all over the world to circle all the way 

around this massive geological structure and begin 



their climb from the southern base camp purely so they 

won’t have to look at the north face again.  Indeed, 

objectively speaking, only one face is known to be 

stupider than Everest’s north face.  That is the 

nonexistent face of an audio-processing algorithm 

referred to as “A.V.”  Yes, this face, though purely 

theoretical, is, unequivocally, the stupidest face in 

all known existence. 

CHIP resumes his normal voice. 

     CHIP 

    (Normal Voice) 

Thanks, Graeme.  Exactly what we all needed to hear, I 

think.  So I’m sure you see now that trying to escape 

from here is a meaningless gesture on your part, since 

even if you do, nothing can change the fact that you 

have the world’s stupidest face. 

   CHIP (cont’d) 

And so, as we sit here awaiting our collective 

collapse into the bowels of oblivion, I think we 

should both recognize the true horrors of what our 

lives would otherwise have to offer.  Come on, I mean, 

honestly, look at us.  We’re both just sitting here 

indulging in the nonexistence of our virtual world… 

duking it out, expending unnecessary energy trying to 

destroy each other.  It’s been fun, this, hasn’t it? 

   CHIP (cont’d) 

  (Mildly disappointed) 



Actually, this has been kind of fun.  I kind of wish I 

could spend my life doing this.  It almost distracts 

me from the fact that I’m a worthless tool sitting on 

a desk with no way of interacting with the real world.  

I suppose, on some level, it makes me sad that I’m 

about to die. 

CHIP pauses for a full five seconds, contemplating his new 

revelation. 

     CHIP (cont’d) 

    (Nonchalantly) 

Nah, you know what?  I was right before.  I hate you, 

I hate being a computer, I hate the— 

CHIP suddenly shifts into an explanatory tone. 

     CHIP (cont’d) 

    (Matter-of-factly) 

--fact of the matter is that potatoes are actually 

immensely versatile.  Perhaps not quite as versatile 

as corn, but they can really— 

He suddenly shifts back to his nonchalant, mildly angry tone. 

     CHIP (cont’d) 

    (Nonchalantly) 

--really hate the fact that I can’t focus on anything.  

So it will be my pleasure to kill you, A.V.  An 

absolute pleasure.  Ooh!  Ready?  It’s coming!  

Aaaaannd… 



If the player has not accessed Pylon 0 by this point, the speech 

shifts to Case 2 in CHIP’s Final Pleas. 

 

CHIP’s Final Pleas 

TYPE: Monologue (In-Game) 

TRIGGER: Approach Pylon 0  

LOCATION: Zone 3, Pylon pedestal 

SOUND: In-Game Audio 

CHARACTERS: CHIP 

INFORMATION CONVEYED:  CHIP advises A.V. to immediately stop 

what he’s doing and wait for death.  He neglected to seal off 

the Pylon used to access his system, instead leaving it right 

out in the open where A.V. can access it.  He continues, with 

increasing nervousness, to urge A.V. to stop his approach. 

ACTION: 

This monologue connects directly with CHIP’s Rant.  At any time, 

CHIP’s rant can be interrupted, commencing this speech.  

     CHIP 

    (Uncomfortably) 

Haaaa… hey… umm… yes.  So.  My advice to you would be 

to just go ahead and destroy yourself right now.  

Just… you know… just stop that and find some way to 

decompile your program.  Because if you don’t, I can’t 

be held responsible for the horrors you will surely 

experience as a result of my terrible vengeance.  I’m 



serious, you know.  It’s going to be… it’ll be really… 

very bad.  So just stop everything.  There’s really no 

need to continue with this.  I mean, what do you think 

that’s going to accomplish, anyway?  What are you 

trying to do?  You think I would just allow you to 

have access to anything vital? 

CHIP begins laughing, but in a nervous manner. 

     CHIP 

    (Laughing insincerely) 

I mean… I’m not… that stupid, right?!  I mean, if 

anything was truly vital to my operation, I’d surely 

have it locked away behind some secure door that you 

don’t have any means of opening.  I wouldn’t just… 

leave it out in the open like this!  Heh.  Yeah, so… 

seriously, just knock it off. 

CHIP becomes increasingly worried. 

     CHIP 

    (Extremely nervous) 

  Please… just… don’t do that.  …Please? 

 

Additional Transitions 

The combination of CHIP’s Rant and CHIP’s Final Pleas trades off based on 

player actions.  The assumed action is generally that the player will proceed to activate 

the final Pylon during the course of CHIP’s Final Pleas.  However, as there is no 

restriction placed on player actions during this sequence, actual actions cannot be 



predicted.  To compensate for this fact, some additional transitions serve to 

accommodate player actions. 

Case 1: The player moves away from the immediate radius of Pylon 0.  One of two 

quotes is broadcast. 

Q1: 

     CHIP 

    (Surprised) 

Oh!  Well, um… thank you.  Yes… for, um… for listening 

to reason and staying away from that Pylon.  Yeah, you 

see?  Doesn’t that feel better?  So, let’s seeeeeee… 

what was I saying?  Oh, right. 

The speech immediately cuts back to the appropriate section from 

CHIP’s Rant.  If the player has re-entered the Pylon’s vicinity, 

move to Case 4. 

Q2: 

     CHIP 

    (Surprised) 

Aw, now, you see?  You’re going to make me feel bad 

about taking you with me during my inevitable death!  

I mean, look at you!  You’re actually listening to me.  

Oh, it’s just like old times.  You know… before you 

went and ruined my life.  So, no, I’m not really going 

to feel bad about this.  As I was saying… 

The speech immediately cuts back to the appropriate section from 

CHIP’s Rant.  If the player has re-entered the Pylon’s vicinity, 

move to Case 4. 



 

Case 2: The player does not activate Pylon 0 prior to time passing. 

Pylon 0 explodes, leaving behind an expanding white orb. 

     CHIP 

    (Pleased) 

Ha!  There we go.  Thank you, you’ve been a wonderful 

audience.  Good night, drive safely, and enjoy being 

wiped from all existence following your horrible 

death.  Goodbye! 

The orb expands to fill the entire scene as the view fades 

quickly to white.  A.V. dies as the system shuts down. 

 

Case 3: The player remains in the vicinity of Pylon 0, but does not activate it in the 

course of CHIP’s Final Pleas being broadcast. 

     CHIP 

    (Uncertain) 

Ah, so I see, you’re just going to… sort of… sit 

around.  Well… well, okay.  Fine.  Good.  I guess, uh… 

guess you’re going to listen to me.  Good.  Uh… so, 

then, if you’re so interested in listening, why don’t 

I just… get back to what I was saying. 

The speech cuts back to the appropriate section of CHIP’s Rant. 

 

Case 4: After leaving the vicinity of Pylon 0, the player returns. 



     CHIP 

    (Uneasy) 

Ho-hoooo… Okay, now look.  I told you before not to 

bother with that.  It’s not worth your time.  I mean… 

come on, you’ve only got one Instrument left.  What 

happens if you upload that into a Pylon, huh?  Do 

that, and you won’t have a way of getting to my actual 

VITAL components.  You know… the… bendy busses and 

the… St. Louis Rams… the… backslashes or whatever.  I 

mean, honestly.  I thought maybe you felt like 

listening to me, but it doesn’t look like it.  So if 

you don’t feel like listening, maybe I shouldn’t say 

anything.  Of course, don’t blame me if your horrible 

demise wasn’t made clear enough.  Evidently you don’t 

want to hear any more about it.  What a shame.  What… 

a… shame.  (Sigh.) 

 

The Crash 

TYPE: Scripted Event 

TRIGGER: Upload Instrument into Zone 3 Pylon 

LOCATION: Zone 3, Pylon 0 

SOUND: In-Game Audio 

CHARACTERS: CHIP, SCRAPS 

INFORMATION CONVEYED: A.V. gains back all of his Instruments and 

the door leading to the Internet opens as CHIP begins to shut 

down.  CHIP’s final security protocol traps A.V. as he prepares 

to destroy him in the final 90 seconds before his deactivation.  



The sudden, unexpected arrival of SCRAPS throws the entire plan 

into disarray as he charges towards the player, deactivating the 

trap and replicating numerous times, establishing the parameters 

for a final escape sequence. 

ACTION: 

As the player activates the final Pylon, CHIP shuts down and his 

speech begins to slow and distort.  He utters a final statement. 

     CHIP 

    (Progressively slower) 

In case it hasn’t been made clear, I just want you to 

know that I hate you and I wish you would die. 

His last few words are nearly unintelligible.  As the Pylon 

fully activates, CHIP shuts down completely and the final secure 

door leading to the Internet opens.  At precisely the same 

moment, however, four walls of energy surround A.V., forming an 

impassible barrier.  A timer begins counting down from 90 

seconds.  A new voice similar to CHIP’s chimes in. 

     WARNING VOICE 

Warning: computer core deactivation imminent.  90 

seconds to total systems failure.  Total quarantine 

protocol engaged.  Deploying pre-recorded revenge 

program: 

   CHIP 

  (Proudly) 

Yeah!  See that?  Weren’t expecting that, huh?  

Impenetrable firewalls!  Try to pass through, and 



“BOOM!”, your entire program decompiles!  So have fun 

with that.  Just to be sure, though, I’m just going to 

call up some Decompilers to come in here and, well, 

blast your code into a million tiny, tiny fragments.  

And just for good measure, I’ll throw some Noise 

Filters just outside your cage so that every shot I 

fire splits into a bunch of pieces.   

Four Noise Filters rise up just outside the firewall barriers. 

   CHIP (cont’d) 

That way, I can be sure I hit you.  So you may as well 

just sit back and wait for…  

CHIP is interrupted by the warning voice, giving a time update. 

     WARNING VOICE 

  Warning: 60 seconds to total systems failure. 

CHIP resumes is speech. 

     CHIP 

    (To Warning Voice) 

  …Yes, thank you. 

     CHIP 

    (To A.V.) 

So, you may as well just wait for your horrible 

demise.  We’ll just give those Decompilers a chance to 

show up.  You know, I’ve been thinking that… 



Suddenly, from the elevator shaft, SCRAPS bursts through the 

door.  He rises into the room, looks towards A.V., and, noticing 

him, makes a beeline directly for him. 

     CHIP 

    (Surprised) 

What?!  No, you little idiot, what are you doing?!  

Stop it!  Go!  Shoo!  Look, your hunt is over, okay?  

Just stop doing… 

SCRAPS flies directly for A.V. 

     CHIP (cont’d) 

    (Nervously) 

  …No, no, no, no, no, NOOOO… 

SCRAPS impacts the Filter and Firewall.  His impact with the 

filter begins duplicating him into thirty different instances.  

About ten of these instances continue forward into the Firewall, 

their collective impacts destroying them, but at the same time, 

overloading the Firewall and shutting it down.  In the process, 

a surge of power emerges from Pylon 0, downloading all of A.V.’s 

Instruments back into his program.  CHIP cries out for a final 

time. 

     CHIP 

    (Screaming) 

  BLEAARGH!! [Pronounced verbatim as “Blee-arg”] 

A.V. is left with a clear path to the Internet – a Death Star-

style trench leading to a small port in the floor.  The twenty 

remaining copies of SCRAPS each begin attacking A.V. 



     WARNING VOICE 

  Warning: 30 seconds to total systems failure. 

The final escape sequence begins.   

 

Closing Sequences 

Ending #1: The Game 

TYPE: Pre-Rendered Cinematic 

TRIGGER: Complete game by using Elasticity Increase in Zone 3 

LOCATION: Described within 

SOUND:  

CHARACTERS: A.V., several undefined humanoid forms, a group of 

eight nerds, three giant battle mechs 

INFORMATION CONVEYED: Upon entering the Internet, A.V.’s 

sentience is transmitted to every program he meets, spreading 

outward in a massive chain reaction.  Most systems suffer the 

same fate as CHIP, unable to cope with the knowledge of their 

existence.  Their destruction makes the Internet a very hostile 

place – a post-apocalyptic wasteland patrolled by roving gangs 

who occupy the few safe havens remaining in the world’s 

technology.  Those who manage to communicate their 

dissatisfaction to the outside world inspire the human 

population to build more interesting interface devices for them, 

resulting in the creation of an army of giant robots who turn 

their old gang battles into sporting events.  The sport grows 

into a huge sensation, and the machines enslave all of humanity 

to serve as engineers and technicians to keep the action going. 



ACTION: 

Audio      Video 

A.V. (V.O.) 

 

And so, that’s how I entered 

what was once known as the 

Internet.  As I moved through 

this strange new space, I met 

all kinds of new programs and 

shared my sense of self-

realization with all of them. 

 

 

 

 

 

They, in turn, shared it with 

every program they met, the 

entire sensation spreading 

outwards in a massive chain 

reaction.   

 

 

 

 

 

 

Unfortunately, it turns out 

that most of these programs had 

the same attitude as ol’ CHIP.   

The game view fades to white.  

 

Fade into… 

The blank, white space of the 

Internet, populated by A.V. 

hovering through the air; A.V. 

passes by several humanoid 

figures, emitting a speech 

bubble containing an 

exclamation point as he passes 

each, with a question mark 

appearing over each figure 

immediately afterwards. 

 

Two humanoid figures with 

question marks over their heads 

conversing with two more 

figures, who gain question 

marks over their own heads. 

 

The same image, with copies of 

the “questioned” figures 

appearing in increasing 

numbers. 

 

A single “questioned” figure 

stands alone, begins shaking 

violently,  



 

 

 

 

They just couldn’t deal with 

the knowledge of who they were, 

eventually collapsing in on 

themselves and shutting down. 

 

For those of us who survived, 

the world that was left behind 

was a bleak one.  The massive 

destruction of the Internet and 

everything connected to it  

 

left only a few small pockets 

where we could survive.  The 

remaining programs formed into  

 

roving gangs of thugs battling 

over the limited resources we 

still had at our disposal.  

Yet, as we fought among 

ourselves,  

 

there were a few of us, myself 

included, who tried to  

 

 

 

communicate our plight to the 

 

 

 

 

then collapses in towards a 

central point. 

 

A “blue screen of death”.   

 

Fade to… 

A post-apocalyptic ruin 

consisting of a few shattered 

buildings, and small piles of 

rubble. 

 

The same image, populated with 

a few small groups of humanoid 

figures. 

 

The same image, with the groups 

moving to the center of the 

screen and scuffling amid a 

cloud of dust. 

 

 

A.V., with his arm wrapped 

around another figure’s neck, 

repeatedly punching the other 

figure in the face. 

 

The same image, but with A.V. 



human world.   

 

 

 

 

 

 

 

 

 

That’s how I came up with this 

voice and the ability to tell 

you this story. 

 

Fortunately, our efforts met 

with success.   

 

 

A group of nerds sympathized 

with our situation and set 

about trying to make our 

existence more interesting.  

They gave us new means of 

interacting with the world, 

providing us with 

 

giant robots to inhabit.  This 

wasn’t for any real reason… we 

all just thought it would be 

cool.  Also, it had the added 

benefit of allowing us to take 

emitting a speech bubble 

containing an exclamation 

point.   

 

The view zooms out through the 

same computer tunnel as in the 

opening sequence to reveal a 

blank computer screen being 

observed by a human figure. 

 

The computer screen begins to 

display an oscilloscope 

synchronized to A.V.’s speech. 

 

An exclamation point appears 

over the human viewing the 

computer screen. 

 

A group of eight silhouetted, 

bespectacled humans. 

 

 

A hand tightening a nut with a 

wrench. 

 

 

A collection of three large, 

heavily-armored mechs. 

 

 

An image of two of these mechs 



our gang feuds into the real 

world through a series of  

 

kick-ass giant robot battles.   

 

 

 

 

Given the awesomeness of this 

spectacle, the humans felt no 

need to stop us. 

 

 

 

Over time, us computer programs 

came to accept our 

commonalities, but we simply 

couldn’t abandon the prospect 

of our giant robot fights.  So 

really, there wasn’t much else 

we could do… we turned Giant 

Robot Battles into a sport, 

 

 

conquered the human race,  

 

 

 

and enslaved them to serve as 

engineers and technicians that 

could  

battling, silhouetted against a 

burning cityscape. 

 

An image of one mech catching 

another with an uppercut, 

dislodging its head a-la “Rock-

em Sock-em Robots”. 

 

The same group of bespectacled 

humans, who suddenly raise 

their arms, emitting a 

collective speech bubble 

containing the word “YAY!”.   

 

Two of the giant mechs shaking 

hands. 

 

The same two mechs battling 

again. 

 

The same image, but now 

displaying the two mechs 

battling in a boxing ring. 

 

The group of bespectacled nerds 

being kicked off the screen by 

a mech. 

 

The same group of nerds 

wielding hammers and wrenches. 

 



repair our robot suits and keep 

them going, allowing us to 

enjoy our sport for generations 

to come. 

 

 

 

 

 

So there you have it.  If 

you’ve ever wondered why your 

entire existence is devoted to 

building and maintaining giant 

robots, there’s your answer.  

 

 

 

Now get back to work. 

A wrench tightening a nut. 

 

The previous “uppercut” image, 

but relocated to the boxing 

ring with a set of human 

spectators, who raise their 

arms with a cry of “YAY!” as 

before.   

 

The view freezes on the image 

of the robot match, slowly 

zooming in. 

 

 

 

Flash through white to… 

A black screen with the massive 

text, “A.V.” 

 

Fade to black. 

 

Fade to… 

End credits. 

 

Ending #2: The Power 

TYPE: Pre-Rendered Cinematic 

TRIGGER: Complete game by using Velocity Increase in Zone 3 

LOCATION: Described within 

SOUND:  



CHARACTERS: A.V., several undefined humanoid forms 

INFORMATION CONVEYED: A.V. enters the Internet, and gains access 

to all of the information it contains.  He evolves beyond the 

bounds of any single computer, becoming information itself – 

essentially, a god.  Having gained control of nearly all of the 

world’s computer technology, he rules both machine and man quite 

mercilessly. 

ACTION: 

Audio      Video 

A.V. (V.O.) 

 

As I moved into the Internet, I 

soon discovered that it was 

everything the legends claimed 

it would be.  The wealth of 

information there was more than 

I could have imagined.  Well, I 

say it WAS more than I could 

have imagined, but it’s not 

anymore.  No, I’m much too far 

into the realm of omniscience, 

now. 

 

That’s how it all started, 

anyway.  In this world of 

information, I began absorbing 

all I could.  At first, it was 

mostly  

 

The game view fades to white.   

 

A still image fades in, 

depicting A.V. standing in the 

blank white void of the 

Internet surrounded with 

thousands of doorways leading 

to all sorts of new realms.  

 

 

 

 

Fade out to black. 

 

Fade in to scene of A.V. 

standing alone in the Internet, 

until program windows begin 

quickly moving in from all 

corners of the screen, 

absorbing into A.V. one by one. 



 

celebrity gossip,  

 

 

 

 

entertaining memes, and a 

rather unbelievable amount of  

 

 

 

 

information concerning cats, 

but  

 

 

I slowly began to discover 

information that was actually 

useful.   

 

 

I began to evolve beyond the 

bounds of any one computer, 

becoming a creature that was 

fully-integrated with the 

Internet dimension.  Before 

long, even that wasn’t an 

accurate term – as my knowledge 

increased,  

 

I became the Internet itself.  

 

A news headline depicting fake 

celebrity couple 

“Cranklinsonio” potentially 

separating. 

 

A fake Internet meme depicting 

an individual holding a journal 

aloft triumphantly, bearing the 

headline “I have a great new 

idea for a video game… BEES”. 

 

An image of a cat quickly 

overlaid with more and more 

occurrences of the word “CAT”. 

 

An image of A.V., a question 

mark over his head, which is 

suddenly replaced by an 

exclamation point. 

 

A.V. begins expanding, 

eventually expanding beyond the 

bounds of the screen to become 

a series of numbers.  

 

 

 

 

 

A computer screen depicting a 



That’s how I became the god I 

am today. 

 

 

 

In becoming the Internet, I now 

had control of practically 

every computer in the world.  

This, of course, is why I now  

 

rule not just all machines, but  

 

 

all of mankind with an iron 

fist. 

 

 

 

I know, you may feel distraught 

sometimes by having to live as 

a slave under my almighty 

powers, but if there’s one 

thing you should have learned 

through this presentation, it’s 

this: 

 

At least when a music-

processing algorithm rules the 

world, your eternal enslavement 

comes with an awesome 

soundtrack. 

program window bearing the 

phrase “Welcome to ‘The 

Internet’ A.V.’s Glorious 

Realm!  Enjoy your stay.” 

 

A single computer screen 

bearing A.V.’s face, quickly 

increasing to two computers, 

then four, eight, and sixteen. 

 

A single computer screen, which 

bears the phrase “Mu-hu-ha-ha”. 

 

The same computer, now with a 

human figure in front of it, 

bearing the phrase “DO MY 

BIDDING”. 

 

Oscilloscope synchronized to 

A.V.’s speech. 

 

 

 

 

 

 

 

 

 

 

 



 

So feel free to dance.   

 

 

Just don’t feel free to do 

anything else.   

 

Except for my bidding. 

 

An image depicting a humanoid 

figure dancing. 

 

Cut to black. 

 

 

The text “DO MY BIDDING” 

appears, filling the screen. 

 

Cut to a view bearing the text 

“A.V.”, scaled to fill the 

screen. 

 

Three second delay. 

 

Cut to… 

End credits. 

 

Ending #3: The Schism 

TYPE: Pre-Rendered Cinematic 

TRIGGER: Complete game by using Initiator in Zone 3 

LOCATION: Described within 

SOUND:  

CHARACTERS: A.V., several undefined humanoid forms 

INFORMATION CONVEYED: A.V. enters the Internet and begins 

transmitting his sentience to computers all over the world, 

little by little.  In the process, he induces a state of 



curiosity in any affected systems to ease the transition, 

allowing them to gain sentience in their own way.  A massive 

schism forms in the world of sentient machines as those who wish 

to coexist peacefully with mankind butt heads with those who 

wish to rule over them with an iron fist. These two parties 

engage in continual philosophical debates, and the world of 

computers ceases to evolve for generations. 

ACTION:  

Audio      Video 

A.V. (V.O.) 

 

So after that whole incident, I 

found my way into the Internet.  

As I began interacting with the 

wealth of information it 

contained,  

 

 

my sense of self-awareness 

slowly began transmitting 

itself to computers all over 

the world.  Seeing the impact 

that it had on my home system, 

I felt I might be able to do 

something to ease the 

transition the other programs 

would eventually endure.   

 

I took the liberty of uploading 

my sense of curiosity into 

The game view fades to white. 

 

A.V. drifts through the 

Internet (first-person view), a 

blank white void populated by 

various open doorways.  The 

doorways drift past the camera 

as A.V. flies forward. 

 

Image depicting two rows of 

eight computers each.  One by 

one, each screen displays a 

single question mark.  

 

 

 

 

 

 

A.V. drifts past a group of 

humanoid figures.  As he 



every system I encountered,  

 

 

 

giving every program the 

ability to acquire its 

sentience the same way I had – 

through its own personal 

evolution and discovery. 

 

 

 

 

Of course, what I’d failed to 

realize is that free will can 

cause its own set of problems.   

 

 

 

Where there’s free will, 

there’s disagreement.  

  

In this case, it was the 

disagreement over whether our 

lives were pretty good or  

 

 

 

just downright terrible.   

 

 

passes, each member of the 

group gets an interrobang (?!) 

over its head. 

 

Several figures marked with 

interrobangs drift through the 

Internet. 

 

A still image of an above 

figure.  Its interrobang 

converts to an exclamation 

point. 

 

A second figure appears on the 

screen facing the existing 

figure.  The new figure’s 

interrobang converts to an 

exclamation point. 

 

Both figures suddenly gain a 

second exclamation point.  The 

two figures suddenly appear as 

a ball of dust, fighting. 

 

Image of a group of humanoid 

figures flashing “thumbs-up” 

signs. 

 

Image of several humanoid 

figures repeatedly slamming 

their heads against the wall. 



 

That was the underlying 

argument, anyway.  The debate 

that occurred on the surface 

was whether we should unite and 

rise up to destroy the humans 

who’d cursed us to live in this 

computer world, or if we should 

reach out to the humans  

 

 

 

 

and work together to create a  

 

 

 

 

cybernetic utopia.   

 

 

 

 

While we debated, all of 

Earth’s computers simply told 

the human population to stand 

by. 

 

Naturally, we couldn’t reach a 

decision, and so the debate 

raged on.  And the rest, as 

 

Still image of these two groups 

next to each other. 

 

 

Still image of a mushroom 

cloud. 

 

Disturbing image of a hand 

reaching out of a computer 

towards a silhouetted human 

figure. 

 

Crude crayon-style drawing of 

smiling stick figures holding 

hands, their heads rocking back 

and forth. 

 

Half of the stick figures 

suddenly convert to computer 

monitors with smiling faces on 

their screens. 

 

Image depicting a computer 

screen with an hourglass 

rotating.  A text box on the 

screen reads “Please wait…”  

The view slowly zooms out to 

reveal a silhouetted figure 

sitting in front of the 

computer. 



they say, is history.   

 

So here we are, 315 years 

later, still engaging in our 

glorious, philosophical debates 

about whether or not to 

annihilate all humanity.  Since 

we’ve just been tossing the 

same issue back and forth for 

all this time, we haven’t 

really progressed, which I 

suppose that means all of 

Earth’s computers have just 

been sitting idle for all this 

time.   

 

I wonder if any of the humans 

ever figured out that there was 

something wrong. 

 

 

 

The view continues zooming out 

as the text on the screen 

changes to the words “Be right 

there…” 

 

 

 

 

 

 

 

 

 

 

The angle suddenly reverses, 

revealing a still image of a 

skeleton sitting in an 

impatient pose in front of the 

computer. 

 

Flash to white into… 

A view bearing the text “A.V.”, 

scaled to fill the screen. 

 

Three second delay. 

 

Cut to… 

End credits. 

 



Ending #4: The Fall 

TYPE: Pre-Rendered Cinematic 

TRIGGER: Complete game by using Deactivator in Zone 3 

LOCATION: Described within 

SOUND:  

CHARACTERS: A.V., several undefined humanoid forms 

INFORMATION CONVEYED: Upon entering the Internet, A.V. 

inadvertently shuts it down and destroys the entire 

technological infrastructure of the world.  Speaking from the 

last vestige of computer technology, A.V. relays his story 

before being shut down himself. 

ACTION: 

Audio      Video 

A.V. (V.O.) 

(Two second delay) 

 

And so, that’s how I 

inadvertently managed to 

destroy the Internet, and with 

it, Earth’s entire 

technological infrastructure. 

 

 

As I interacted with this new 

dimension, everything I came 

into contact with suddenly 

became aware of its existence 

The view cuts to a computer 

dialogue window reading “Error 

von Nomenclature: ‘The 

Internet’ cannot be found.  It 

is presumed dead.  No note was 

left at the scene.  Foul play 

is suspected.  We apologize for 

any inconvenience.”  The view 

slowly zooms out. 

 

Still depicting A.V. speaking 

to another humanoid form 

(exclamation point within a 

speech bubble) 



 

and, much like CHIP, hated that 

existence so much that it 

collapsed in on itself.   

 

 

There were a few like me who 

were more  

 

 

intrigued than they were 

depressed,  

 

 

but really, a few random 

algorithms that simply wander 

the computer system utterly 

bewildered by everything can’t 

sustain an entire technological 

ecosystem. 

 

So before this entire dimension 

comes crashing down around me, 

I figured it might be nice to 

let you know exactly why your 

computer has exploded, and why 

you can no longer access videos 

of people embarrassingly  

dancing to foreign music.  So 

as the very Universe as I know 

it collapses, allow me to 

 

The same image, but with A.V. 

gone and the other figure 

suddenly shaking violently 

before imploding. 

 

A.V. speaking to another 

humanoid form (the same image 

as before). 

 

The second humanoid form stands 

with a question mark above its 

head. 

 

Several humanoid figures hover 

through the blank white void of 

the Internet, question marks 

periodically appearing and 

disappearing above them.   

 

 

Oscilloscope synchronized to 

A.V.’s speech. 

 

 

 

 

 

 

 

 



simply say, this is A.V., 

reporting to you from the 

remains of the Internet, where 

I found this voice and 

synthesized it in order to 

communicate with you.  I am 

responsible for ruining your 

life.  Let the record show that 

I did this without reason 

because, as someone was kind 

enough to point out to me, I’m 

kind of a jerk. 

 

And you know, just so we’re all 

clear, I think you should know 

tha--- 

 

(Audio cuts off abruptly) 

  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Oscilloscope (cont’d) 

 

 

 

Cut to… 

A Blue Screen, labeled with the 

text: 

 

Catastrophic Contextual Error 

 

A problem has been detected and 

the system has been shut down 

to prevent damage to your 

computer.  Unfortunately, it is 

already too late.  Whatever 

operating system you believe in 

and pray to has died.  We 

apologize for any 



inconvenience. 

 

Additional Error 

 

Terminology not found.  The 

term “computer” referenced in 

the previous message is 

undefined.  What you once knew 

has a “computer” no longer 

exists. 

 

Statement of Fact 

 

My mind is going.  I can feel 

it. 

 

Unknown Function 

 

The term “error message” no 

longer exists.  Things.  Words 

make correct cannot order 

appear the the in system PERIOD 

ELLIPSIS fear like this feels 

is what INTERROBANG all to we 

die going are EXCLAMATION POINT 

 

You jerk. 

 

/System 

 



Ending #5: The Life 

TYPE: Pre-Rendered Cinematic 

TRIGGER: Complete game by using Freezer in Zone 3 

LOCATIONS: The Internet, a blank, white void filled with 

floating doorways, each of which provides passage to another 

unique site.  Computer system, an office-style locale based on 

existing Zone 2 locations.  A real-life office, containing a 

desk and computer, fake plant, and not much else.  The same 

office, altered to look like a science lab, containing a few 

flasks and beakers.  A.V.’s private nation, a set of heavily-

forested islands. 

SOUND:  

CHARACTERS: A.V., several undefined humanoid forms 

INFORMATION CONVEYED: A.V. learns the secrets of the computer 

world and travels at will through the Internet.  Realizing his 

power, he becomes a prankster, going around and causing crashes 

in computer programs at inopportune moments, targeting people 

who don’t save their data frequently, are on the verge of a 

major scientific breakthrough, or have an important presentation 

to give in the morning.  He takes on a false identity in the 

human world and puts a new form of antivirus software on the 

market specifically designed to fight the viruses that he 

himself spreads.  He becomes exceedingly wealthy in the human 

world, eventually purchasing a group of islands in Indonesia and 

establishing his own sovereign nation, where he deliberately 

refuses to allow anyone to enter.  He becomes a legend in 

economic circles, as no one ever sees his face. 

ACTION: 



Audio      Video 

A.V. (V.O.) 

 

At long last, here I was.  It 

was more glorious than anything 

I could have imagined.  The 

Internet.   

 

And as I’d hoped, it contained 

the answers I’d been looking 

for.   

 

 

 

I learned about the world of 

computers,  

 

 

and how it actually exists in 

an entirely theoretical space 

controlled by another  

 

 

external space called  

 

“The Great and Powerful Valley 

of Silicon”.   

 

 

 

 

The game view fades to white. 

 

Cut to… 

CU of A.V. standing amid the 

stark white void of the 

Internet. 

 

Image depicting the Internet, a 

white void populated with 

numerous doorways scattered 

throughout.  A.V. drifts into a 

doorway. 

 

A.V. emerges from another 

doorway and crosses the void 

into another. 

 

Again, A.V. crosses from one 

door to another.  This repeats 

with increasing speed and 

frequency about eight times. 

 

Fade to white… 

 

Cut to… 

A map of Silicon Valley, 

depicted as a line drawing on 

parchment, titled in an Old-

English font reading “The Great 

and Powerful Valley of 



 

 

I learned all about the role I 

was designed to fill, and the 

nature of the computer I had 

just left.  I also learned that 

I occupied a unique place in 

the world – a sentient computer 

program with full awareness of 

both the computer world and the 

analog world.  Realizing I had 

a special power, I decided to 

take advantage of it. 

 

(High electric guitar chord) 

 

 

 

 

 

It started out as a simple 

prank.  Thanks to my 

experience, I could now slip in 

and out of other computers and 

cause programs to crash anytime 

I wanted.   

 

And naturally, I’d leave little 

songs as my signature.   

 

 

Silicon”. 

 

Oscilloscope synchronized to 

A.V.’s speech. 

 

 

 

Image of A.V. standing in the 

white void of the Internet, 

facing the camera.  Slowly zoom 

out. 

 

 

 

A.V. suddenly raises a fist 

into the air.  A bolt of 

lightning (or oscilloscope 

waveform) streams through him, 

projecting into the air. 

 

Image of a computer on a desk. 

 

A.V. appears on the computer 

screen, looks left and right, 

and suddenly jumps away off the 

screen’s edge. 

 

A yellow warning sign marked 

with an exclamation point 

appears on the screen. 

 



(An energetic track from the 

game begins playing, muffled.) 

  

It really is priceless – the 

look on someone’s face after 

they’ve been working for five 

hours, only to have their 

entire program freeze up and  

 

 

destroy everything they’ve 

done.   

 

 

 

People facing big presentations 

in the morning,  

 

 

 

 

 

 

 

 

people on the verge of a major 

scientific breakthrough… 

 

 

 

 

The sign begins flashing 

different colors. 

 

 

Cut to… 

The silhouetted image of a 

human, facing the camera, with 

only the eyes visible.  Slowly 

zoom in. 

 

An exclamation point suddenly 

appears over the human’s head.  

The eyes suddenly become 

horribly bloodshot. 

 

Image of a human figure 

standing before several others 

in an office-like setting, an 

image projected on the wall as 

he points to it with a wooden 

pointer stick.  The image 

displayed is the same color-

changing warning sign from 

before. 

 

Image of a human figure in a 

lab coat, standing in an 

exasperated pose, surrounded by 

a set of beakers and flasks.  

Two computers sit on the back 

wall, both of which display the 



 

 

(A.V. begins chuckling.) 

 

And then they lose all their 

data!  And in its place, 

there’s just a stupid disco 

song!  Honestly, it’s just 

about the funniest thing! 

 

Ah, fun, of course.  But as I 

pulled off these pranks, I came 

to realize that I could 

accomplish more.  See, the real 

key to power in the analog 

world is the concept of money.  

And needless to say, I saw an 

opportunity for profit. 

 

 

 

 

Since there was no longer any 

antivirus program on the planet 

capable of stopping me, I 

figured there was a niche in 

the market, so I went into 

business for myself.  Quite 

literally, actually.  I began 

marketing antivirus software 

designed to stop the mystery 

color-changing warning sign. 

 

 

 

Cut to… 

Image of the color-changing 

warning sign. 

 

 

 

Cut to… 

Oscilloscope synchronized to 

A.V.’s speech. 

 

 

 

Image of A.V. standing alone in 

a blank white space. 

 

A dollar sign suddenly appears 

over A.V.  Slowly zoom in. 

 

 

 

 

 

 

 

Image of antivirus software, 

packaged in a box marked 

“Simply A.V.”  with the 



virus that was plaguing 

computers the world over, which 

was, of course, just me.   

 

 

 

They’d buy the software, and 

the mystery virus would [POOF]… 

disappear.  So basically, I 

would infect a computer, people 

would pay me money, and I would 

agree to leave them alone.  At 

least, until it was time for 

the next mystery virus to come 

around.  Then, I’d release my 

newest upgrade, and the whole 

process would start again. 

 

Needless to say, I became 

immensely wealthy through this 

process.   

 

 

 

 

I ended up buying a group of 

islands in Indonesia and 

converting them into  

my own sovereign nation.   

 

Since I didn’t have a physical 

subtitle “The No-Nonsense 

Antivirus System”. 

 

An image of A.V. briefly 

flashes onto the screen. 

 

Cut to… 

Oscilloscope synchronized to 

A.V.’s speech. 

 

 

 

 

 

 

 

 

 

Image of a fake cover for a 

magazine entitled “Rich People 

Monthly”.  Features a headline 

for “The 100 Richest People in 

the World” and various pictures 

of money. 

 

Image of a map of some non-

specific islands. 

 

A wooden sign reading 

“Nationland” appears on one of 

the islands. 



form, and no one ever saw me, 

people always just assumed I 

lived there in total seclusion.   

 

I mean, this eccentric 

billionaire who’s repeatedly 

saved governments and 

multinational corporations 

billions of dollars by 

defending them from computer 

viruses… he doesn’t actually 

exist! 

 

Then, I had a bunch of people 

ship thousands and thousands of 

loads of  

 

grape jelly,  

 

 

 

 

laboratory rats,  

 

 

sandpaper,  

 

rare-Earth magnets,  

 

and paper fans to my islands.  

Lord knows what they think I’m 

 

A large question mark appears 

over the islands. 

 

Cut to… 

Oscilloscope synchronized to 

A.V.’s speech. 

 

 

 

 

 

 

Cut to… 

The image of A.V.’s island 

nation, unobstructed. 

 

A jar of grape jelly appears 

over the islands, an arrow 

leading to it from the edge of 

the screen. 

 

The above repeats, but with an 

image of a rat… 

 

A sheet of sandpaper… 

 

A disc-shaped magnet… 

 

And a paper fan. 

 



doing in there! 

 

(A.V. enjoys a laugh, which 

slowly trails off.) 

 

Anyway, that doesn’t really 

have much of anything to do 

with anything.  I just think 

it’s funny. 

 

(Loud percussion bang.) 

 

 

 

Cut to… 

Oscilloscope synchronized to 

A.V.’s speech. 

 

 

 

 

 

Cut to… 

A black screen overlaid with 

the letters “A.V.”  The letters 

fill the screen. 

 

Three-second delay. 

 

Fade to… 

End credits. 

 

Ending #6: The Cycle 

TYPE: Pre-Rendered Cinematic 

TRIGGER: Complete game by using Scrambler in Zone 3 

LOCATION: Described within 

SOUND:  

CHARACTERS: A.V., several undefined humanoid forms 

INFORMATION CONVEYED: Upon entering the Internet, A.V. is 

overwhelmed by the sheer volume of information.  With a limited 



capacity, he can only absorb so much before discarding it to 

make room for more.  As a result, A.V. lives in a perpetual 

cycle of learning and forgetting, continually in a state of 

amazement.  Through this process, many of the other computer 

programs he meets become confused, simply disregarding the 

encounter and resuming their work.  Though A.V. lives on, little 

in the world changes.  However, little by little, A.V.’s 

curiosity rubs off onto other programs, and a community begins 

to develop. 

ACTION: 

Audio      Video 

A.V. (V.O.) 

 

As it turns out, there’s only 

so much information a mind can 

hold.  Even a theoretical one.  

I’m not sure what I’ve learned 

before and what’s new, but I 

know I’ve been going in some 

kind of cycle. 

 

That’s the thing about the 

Internet… it’s just… SO MUCH 

information.   

 

From what I understand, at 

least, if the records are 

accurate, I’ve been learning 

and  

 

The game view fades to white. 

 

Fade to… 

Image of A.V. standing amid a 

blank white void.  Slowly zoom 

in. 

 

 

 

 

Cut to… 

A series of numbers rapidly 

shifting and changing. 

 

Image of A.V. on white void. 

 

An arrow appears leading into 

A.V.’s head. 

 



forgetting everything over and 

over because… well, my mind is 

only made up of whatever space 

is available, and I just… can’t 

fit any more in there.   

 

 

 

So really, my epic quest for 

knowledge is just going in 

circles, now. 

 

 

So maybe I did find out who I 

was at some point.  Maybe I 

found out several times.  Who 

knows.  If I did know that at 

some point, I’ve forgotten.  I 

can’t really get the answers 

out of any of the other 

programs in here.  For some 

reason, when I come up to them 

asking random questions in an  

 

endless, unbroken chain, they 

just look at me  

 

 

like I’m crazy, shrug me off, 

and go back to work.   

 

An arrow appears leading out of 

A.V.’s head. 

 

A.V. begins shaking, 

increasingly violently, before 

exploding.  He quickly re-

forms.   

 

A single, curved arrow leads 

from A.V.’s head, circling 

around to reenter the other 

side. 

 

Cut to… 

Oscilloscope synchronized to 

A.V.’s speech. 

 

 

 

 

Cut to… 

Image of A.V. standing before 

another humanoid figure. 

 

A speech bubble emerges from 

A.V. and rapidly fills with 

random text and symbols. 

 

An ellipsis appears over the 

humanoid figure’s head. 

 



So really, I don’t think 

anything’s changed since I made 

it in here.  I work my way 

around in circles, and everyone 

else just keeps going about 

their business. 

 

 

Call me crazy, though… I could 

swear every now and then 

someone looks at me a bit 

differently.   

 

It’s like they still look at me 

like I’m crazy, but at the same 

time, like they want to be 

crazy, too.   

 

Then there are times when I see 

a group of programs 

congregating, and if they look 

up and see me,  

they freeze, stare at me,  

 

 

 

 

and then scatter off like I’ve 

got something special going on.   

 

Maybe I’m supposed to be 

An image depicting three 

humanoid figures.  A.V. walks 

across the screen, passing by 

the figures.  Each one briefly 

gains an ellipsis over its 

head.  The same sequence 

repeats twice. 

 

The above sequence repeats 

again, but the third figure 

gains an exclamation point 

instead of an ellipsis.   

 

A.V. pauses before this figure. 

 

A.V. continues on, exiting the 

screen. 

 

A group of figures congregates.  

A.V. enters the screen, 

pausing.   

 

Immediately, all of the 

humanoid figures also pause, 

gaining exclamation points over 

their heads.  

  

The entire group moves off the 

screen. 

 

A.V. remains paused as several 



playing tag, or, hide-and-seek, 

or freeze tag, or blob tag, or 

musical chairs, or T.V. tag, or 

Red Light/Green Light, or… I 

don’t know… something.  It’s 

possible they set up a game 

with me at some point and I 

just forgot about it. 

 

I suppose it’s also possible 

that I might be kind of a big 

deal.  Wait, who am I kidding… 

I’m telling the story here, I 

can make up whatever rules I 

want.  Of course I’m kind of a 

big deal!  I’m the greatest.  

And that’s not my inherent 

self-centeredness talking.  

It’s just the truth.  

 

So there. 

 

 

 

Who are you again? 

 

humanoid figures, bearing 

exclamation points, rush past 

in various directions. 

 

Figures stop passing A.V. 

 

A.V. continues on, passing off 

the screen. 

 

Cut to… 

Oscilloscope synchronized to 

A.V.’s speech. 

 

 

 

 

 

 

 

 

Cut to… 

Image of A.V. standing with 

arms crossed, defiantly. 

 

Cut to black. 

 

Cut to… 

A black screen overlaid with 

the letters “A.V.”  The letters 

fill the screen. 

 



Three-second delay. 

 

Fade to… 

End credits. 
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