Video Game Lives
We all know that there isn’t a god, but lets pretend that his powers were real, and somehow found their way into my hands. I would have created the world, in a completely different way. I would have created the world as if it was an old school video game. Were not talking Grand Theft Auto, nor Halo, I’m talking if I created the world similar to a Pacman or a Pitfall. The following is my plan for how I envisioned life would be.

First things first, every game needs a background, for that is what draws you into the game, so it seems pretty obvious that my world would need a series of levels in which the characters would play through. See I think the biggest mistake in the environment we have today is the lack of traps that are of course spread so thin. We don’t nearly have enough spike pits, or steep cliffs. Spike pits would be triggered by walking near one, or on top of one killing of the player, as well as pits that someone didn’t jump over. For instance the sidewalk in which you follow to class wouldn’t be completely open, but rather a panel here and there would be gone, causing those that forget to jump, to plummet to their untimely demise. We also don’t have nearly enough ropes in the world, in which we can swing over the spike pits or alligator swamps. What a shame! Of course the whole world would be open, and obviously the setting, but what makes it so unique, is that when traveling lets say to Florida, instead of driving, you would just sit through a loading screen that says “Loading Florida Map” with a scroll bar underneath slowly filling up. Trips across the world would be much quicker, having a loading screen only take about five minutes. You could travel to Amsterdam, to Australia, and back to Canada in only about fifteen minutes. The catch is that there are no planes, cars, nor boats to get from one place to another, instead you would have to attain a password for each section. Attaining passwords can be as easily done as asking someone, who has already been there, or by collecting all the objects in your current level.

Which of course turns into the plot of our little world. While the meaning of life is still the same (I’m not going to tell you what the meaning really is), in order to “beat” levels you would have to collect an objects scattered throughout the “level.” For instance I envision this object as a bunch of yellow balls, ala Pacman, where you would have to collect them in order to get the password to the next level. There is not plot however, except to live your life. If you aren’t interested in ever leaving your state, then you wouldn’t need to collect the balls, except for the points.

Like all old games a point system is used, and displayed over the head of each character showing their progress in the game. People would for the most part no longer be judged by physical appearance, but by how many points they have. You could tell how good someone is at life, by just checking the point tally over their heads. Obviously to collect points, it would be as simple as grabbing the yellow balls, as well as other random objects, such as gold, fruit, and powerups, while staying alive.

No game would be complete if the world didn’t have it’s baddies. Imagine Super Mario, without Bowser and his goons, it would be you just walking through the world, jumping over the environmental hazards. Animals would turn evil and patrol certain areas, causing you to either run from them, or jump on their heads to kill them for a little while. Of course genetic mutations would have to occur so we could get weird crosses between bears and spiders, and even get some gigantic animals that would take careful planning and moving in order to dispose of. Just like in all games if the animal, “baddie” touches you, you would lose a life.

Lives would work, much like they do in the early video games. You would be given two lives to start the world with. Other lives could be gathered up, by picking them up throughout the world. You would see little pictures of your head floating around, waiting for you to pick them up to add to your total. Of course these wouldn’t be just lying around in easy to reach places, they would be strategically placed, as to reward the player for exploring or accomplishing a great feet. For instance, on top of a building would rest a head as well as two pots of gold. There would be no staircase to the roof, but if you found a way to get up there, you would be rewarded with an extra life. The lives, like points would be shown near your point total, so you could tell whom the weak ones really are.

Of course lets not forget about power ups, as well. There would be things you could pick up which would be few and far in between, which would give you things like limited invulnerability, as well as possibly a weapon, ala Megaman’s blaster for also a limited duration. These power ups would help you to defeat the baddies as well as reward you with a set number of points, just for finding one.

Like in most games there are hidden areas as well, and hidden items that you can find, in order to make life easier, but they are of course harder to find. Like for instance lets take that extra man on top of the building example. While one way to get it would consist of a series of hard jumps jumping from ledge to ledge until you can jump to the top, another method would be finding the switch that you would have to jump on in order to have a ladder appear for a limited time, making the life easier to accomplish.

While death has been addressed, I would like to go over it in a little bit more detail here. There are no hit points in this world, rather everything is a one hit kill, except for some of the baddies. If an enemy bumps into you, and you don’t have the invulnerability power up, you will lose a life, and have to start back at your safe zone, which would be something like your house, or room. Falling into a spike pit, alligator swamp, or even off a cliff would all cause you to lose a life. But everyday things would also kill you. Jumping from to high up would terminate your life, as well as getting a terminal illness. Of course if you have more lives you would just re-appear in full health, but once your lives completely diminish and you die again, you are treated with a game over screen, for all eternity.

The biggest thing you are probably thinking about is the relationship between fellow players. Well similar to life, you can have friends, wives, and children each one possibly helping or hindering life, just like in the real world. You can have enemies that also try to hinder your performance, but in case of power ups and other objects, other characters all see their own objects unable to take your stuff. For instance where you see an extra man, they see one too, but when they take it, it only disappears in their eyes. A final note is that power ups and extra men to not regenerate, but baddies do after an extended period of time.

The safe zones, are where you are completely safe from baddies, but not from real world problems like murderers, and diseases. There are no saves, and no loads, one continual game, which cannot be beaten, just made easier with passwords to travel to places, as well as tons of extra men allowing for plenty of mistakes along the way of life.

Hopefully this instruction guide provides useful, and good luck!
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