
DreamWiiver 

Genre: Sidescrolling Platformer, Single Player, Level Progression 

Storyline: 
You are known as a Dream Weaver, an omniscient being able to control the ebb and flow of dreams 

and deliver your charge safely through your realm. It is your sole purpose and duty to ensure that each person 
comes to no harm while in your dimension. While you are powerful and all-knowing, you are limited by 
rules. Your powers can only reach as far as your charge’s sub-conscious will allow, for your world is 
controlled by their dreams and fantasies. If they dream of swords and sorcery then you are limited in your 
scope to only objects and devices fitting for that idea. You must use your clever nature and quick thinking to 
help guide these people, otherwise they shall fall into the dusk-realm. 

Game Concept: 
The player will be placed in the role of a Dream Weaver, an entity capable of manipulating the dream 

world in an effort to protect their ‘avatar’. The avatar is a relatively stupid sleep walker who moves in a 
straight line whether that path leads to a miserable end or not (much like a lemming). As the Dream Weaver, 
the player will be given a library of objects and will be presented with a dream world that they must navigate 
the avatar through. This would include plugging holes, building stairs, blocking paths, and even using 
trampolines and the like to get the avatar to their destination dream-exit. Each new dream world will have 
certain themes and obstacles to overcome and several successive ‘levels’ before the theme changes. 

Interactivity: 
The player accomplishes his/her goal by dragging objects in the world and manipulating them. Each object 
will have different physical aspects and rules that the player must strategically use to accomplish different 
objectives. Other objects will be able to be manipulated in the level as well, further than just the ‘drag and 
drop’ command. 

Difficulty Progression: 
The game works using level progression and tailored difficulty changes through level complexity. In 

later levels simple enemies will also begin to appear that must be neutralized to ensure the avatar’s safe 
passage through a dream world (these ‘enemies’ can take the form of traps, moving beings, or simply just 
mobile dangers). 

Controls (Mouse & Keyboard): 
             Players can move objects (as long as they aren't too large) using the cursor.  Any object can be 
rotated by holding down the Ctrl key while selecting an object and then moving the mouse in the direction 
they wish to orientate the target object with.  Some objects can be climbed when they are set diagonally.  Use 
your head to figure out what object are "climbable".

Notes: 
             Several features are missing as of version 0.2.  These include: 
                - "Walking surfaces" - as this version does not have any "pits" (although it was planned as such), 
no surfaces can be walked onto from the ground up unless they are "claimable" and rotated to a large enough 
angle. 
                - Background music.  Unfortunately, our background music is an mp3 file, which TGB only 
supports wav files.  We didn't realize this until shortly before submission. 
                - Timer did not make it into the game. 
                - Menu did not make it into the game. 
                - Wii Remote support.  Although we were unable to get the Wii remote supported, this was mainly 
due to a lack of time to experiment.  We're confident that transitioning the game to utilize the Wii remote 
would not be much of an issue.



               
             Issues: 
                - Incorrect collisions.  Also a byproduct of the TGB exporter, collisions on the player object have 
much too frequently.  In the non-exported version, things go much smoother. 


