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Summary 

This report contains a proposal for a non-representational virtual space created using Adobe 

Flash along with research and a project log. 
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1. Abstract 

We initially came up with a number of ideas in which we felt we could involve the user in a 

virtual version of a real-life place. Our ideas ranged from a road to a stadium on match day. 

We felt all of these ideas to be feasible in terms of our abilities to pull off the task; however 

we were met with a challenge neither of us had encountered before in having to make the 

project “non-representational”. 

This was a somewhat frustrating hurdle in the development of this project as we continually 

came up with original ideas, only for them to not fit the criteria of being non-

representational. 

Eventually, we did come up with a design idea that we all feel ticks the non-representational 

box whilst also showing our ability to immerse the user in our virtual space. 

Our idea is to create a virtual, whilst non-representational, leisure complex which will 

contain an ice rink, bowling alley and go-cart track. 

In the Ice rink, we propose to give the user the ability to change the speed of skaters 

depending on the amount of webcam activity. We also aim to show how the number of 

skaters and user varies at different times of the day. For example, during the afternoon it will 

be busy with normal skating. In the early evening it‟ll get quiet and in the evening it will get 

busier again and play music like a disco. The background will also get darker to give the 

impression of night. 

The bowling alley will also use the webcam, but the user will be given control of a ball on an 

enlarged lane in which they attempt to score a strike. 

The go-kart track will be controlled using the keyboard. This section will allow the user to 

steer/drive the car around a track. 

To tie the three areas together, we will create an entrance hall with a keyboard controlled 

dot and three doors. Each door will lead to a different area. 
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2. Goals 
The main goals in producing the virtual leisure complex are: 

¶ To create a non-representational, virtual version of a real place. 

¶ To make the user have to think about what the project represents 

¶ To create a navigation system throughout the piece that is „out of the box‟ whilst 

still functional 

¶ To show case our ability in using Adobe Flash to involve the user in the happenings 

taking place in our projects 

¶ To learn how to use and implement, web cams, microphones and keyboard as a 

method of interaction 

¶ To create a piece that works in real time and is recognisable to people 

internationally rather than just in the UK 
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3. Competitive Analysis 
Finding virtual space web sites which matched up to our ideas in order to analyse and gain 

ideas from proved difficult because the idea of creating non-representational virtual spaces is 

relatively unique and is hard to come by. 

However, as this brief has been run in previous years, we were able to analyse previous 

students work and from this try and gain some ideas of what we thought was good and the 

things that we didn‟t think worked. 

3.1 Conurbation Hub 

You will see from our piece that we have used circles to represent people. This is an idea 

we first noticed on a project called „The Conurbation Hub‟ headed by current level three 

student; Nicolas Holroyd-Doveton, shown in figure 3.1.1. 

Figure 3.1.1 - The ôConurbation Hubõ in day time mode. 

 

This piece also shows a representation of day time and night time which was an idea we 

were planning on doing before this stage. By analysing this project, we gained confirmation of 

how we should represent people and some ideas of how we could represent differences 

between times of the day. 
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Figure 3.1.2 - The ôConurbation Hubõ in night time mode. 

 

3.2 Virtual Garden 

Another site we analysed was the „Virtual Garden‟ project headed by Nick Goward from a 

few years previous. This project (Figure 3.2.1) is another site which shows a representation 

of day time and night time. In this piece, there is also the ability to use camera and 

microphone in order to interact with the happenings in the flash movie. Analysing this 

project gave us a „yardstick‟ in what to aim for in creating an interacting virtual space and we 

used this site for reference a number of times throughout the creation of our virtual leisure 

complex. 
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Figure 3.2.1 - The ôVirtual Gardenõ with minimal user interaction. 

 

Figure 3.2.2 - The ôVirtual Gardenõ with maximum user interaction. 
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3.3 Findings 

With both of these examples we all felt that they were more representational than the brief 

was asking for, Virtual Garden especially. It was quiet obvious, with its graphical nature, that 

the Virtual Garden is in fact a representation of a garden whilst quiet similarly, the 

„Conurbation Hub‟ also gives off the impression of a city centre rather clearly despite making 

the people less representational within it. 
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4. Functional Requirements 
To view the piece, you will need: 

¶ A recent web browser ,e.g. 

o Internet Explorer 6+ 

o Firefox 1.0+ 

o Safari 

o Opera 

¶ Adobe Flash Player 8+ 

¶ Webcam 

¶ Internet connection 
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5. Flow Diagram 
The flow diagram below shows the introduction to the complex and the navigation between 

areas. 

Figure 5.1 ð Flow diagram showing navigation between areas 
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6. Final Piece 
Below are screen shots of the final piece. 

6.1 Entrance 

Figure 6.1.1 ð Entrance. 
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6.2 Ice Rink 

Figure 6.2.1 ð Ice Rink during afternoon. 

 

Figure 6.2.2 ð Ice Rink during evening. 
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6.3 Bowling 

Figure 6.3.1 ð Bowling 
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7. Evaluation 

This project brought together the combined talents of three group members using Adobe 

Flash. 

The leisure complex covers our main goal in having created a non-representational virtual 

version of a real place. Although not basing our idea on a specific, real leisure complex, the 

project represents an environment in a way which makes the user think as to what the 

happenings on the screen are representing. This was another of our aims. 

We completed the task of creating a functional, „out of the box‟ navigation system, however 

as a group, we do feel it has its flaws. Normally we would have put a note in there on how 

to navigate the site with it not being obvious, however, we felt by doing this we would give 

the game away and make the site more representational than it aught to be. 

The project brought about an ideal way of learning how to implement cameras and 

microphones into a flash projects. We feel that we learned a considerable amount over the 

course of the project with regards to using these new found functionalities. 

Looking over our project, we feel that although we completed the mission of creating a non-

representational piece, we were hindered when trying to make the site more pleasing 

aesthetically. Had the brief of being to create a virtual space, then we feel we could have 

created a much more graphical version of the leisure complex, unlike what happened as 

every time we tried to add some graphics, they tipped the balance towards a more 

representational site. 
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8. Project Log 

Week 1 ð 26/2 

On our return to after completion of semester 1, our group, consisting of Jason Gillyon, 

Tom Walters and Emily Clancy was randomly selected. In this week we were given the brief 

and asked to „brainstorm‟ our initial ideas after having a seminar explaining exactly what the 

brief entails. 

Week 2 ð 5/3 

Every member was in attendance at another brainstorming session which brought up 

numerous ideas including a stadium, night club and much more. In a tutorial with Rich and 

James, we were told that these ideas would be too difficult to make non-representational. 

Week 3 ð 12/3 

Week 3 proved similar to the previous week with the imaginations of each member going 

into over drive only to be told that the proposed ideas were not feasible. 

Week 4 ð 19/3 

This week the idea of making a virtual ice rink came about. On discussion with Rich, we 

decided to pursue other ideas which could link with the Ice Rink. 

Week 5 ð 26/3 

In this week, we developed the idea of creating a bowling alley to link with the ice rink to 

create a virtual leisure complex. At this stage we began to create mock-ups using Adobe 

Photoshop 

Week 6 ð 16/4 

Jason had created a very basic outline of what was to eventually become the ice rink you see 

today whilst Tom started work on creating a bowling alley. 

Week 7 ð 23/4 

With progress developing rapidly with Jason‟s ice rink, he agreed to help Tom with the back-

end coding behind the bowling facility. 

Week 8 ð 30/4 

Web cam interaction and other functionality were implemented into both the ice rink and 

bowling alley. 

Week 9 ð 7/5 

Emily began developing the third stage of the project which was to be a car park. However 

as Jason and Tom had previously decided to implement a navigation system which involved 

the „people‟ entering the facility by bus, we decided as a group that Emily‟s contribution 

would be better served as a go-kart track. 

Week 10 ð 14/5 

In our final meeting, Emily presented her completed go-kart piece whilst Jason „tidied up‟ 

both the ice rink and bowling alley pieces. Meanwhile, Tom started to compile the 

documentation together. 
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9. Appendix 
The following pages contain sketches, mock-ups and a review of the project from each 

member of the group. 
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