ONE MORE THING...

ALGUNS DETALHES IMPORTANTES




CRITERIOS E AVALIACAO

POTENCIAL DE IMPACTO NA COMUNICACAO E SAUDE
CARATER INOVADOR DO PROJETO
RELEVANCIA DO TEMA E OBJETIVOS DE COMUNICACAO NA FIOCRUZ

EM CASO DE EMPATE, SERAO PRIORIZADAS PROPOSTAS COM:
PARCERIAS ENTRE DIFERENTES UNIDADES OU SERVICOS DA FIOCRUZ
= DIFERENTES GRUPOS DE PESQUISA

ASSOCIACAQ ENTRE PESQUISA, ENSINO E SERVICOS




REQUERIMENTOS

PREENCHIMENTO DO

RELATORIO TECNICO DO APLICATIVO NO CASO DE APPS

GDD - GAME DESIGN DOCUMENT NO CASO DE JOGOS

DEPOSITO DO EXECUTAVEL NO ARCA, O REPOSITORIO DA

FIOCRUZ

ENTREGA DO CODIGO FONTE




GAME ENGINES

ALGUMAS RECOMENDACOES (E NAO-RECOMENDACOES)




vamjam (100%) - Twine

Codex Forster ll1

5 Codex Forster I
([Anna]) [[Leonardo]) Anna is on a field trip Ao Apprentices (Mian, about 1495)
to the [[V8A | Leonardo stayed at Leonardo maintained This notebook was
http: [Awww vam.ac uk/] : : Florence when he was long-lasting
working at Verrocchio's relationships with two
workshop, claimed to pupils who were
be "one of the fneﬂ in wemiced to him as ’

Florence". He then children. These were
lived with the Medici Gian Giacomo

Verrocchio

StoryTitle

—— Leonardo Milan
Da Vinci's Code — A codex is a bound
(L;°",°§§° 1":5\5'“3 Leonardo left Florence book made up of
pri ' - May and travelled to Milan
2,1519) has long o home. Please choose N separate pages. It

a diffeernt option. carrying a gift from

= developed in late

[[Leonardo]) Lorenzo to the regent Roman times and
ruler, Ludovico Sforza. replaced the scroll as
He was employed by \ the preferred way of

Ludovico from 1481 to c
StoryAuthor » —
Yuwei Lin Caprotti da Oreno, Codex Forster |1
Ignore the piece of p: Pick up the piece of | bwer:r a;";f;fnfgld'
Anna ignored the Anna picked up the ritt and pupil of Leonardo ; a

piece of paper, and piece of paper, which Read what was wi da Vinci from 1490 to own hand gives this
soon caught up with was written in some This is what it said: 1518. Salai entered notebook a tile,
her fellow students. cm’gmatk; language. ‘Click [[here | aLibro titolato de
They continued their The writing looked http: /iwww .vam.ac uk/g strasformationea, and
visit at the [[V8A | familiar, but seemed to find out more about

O to be the reverse of The Forster Codices:

Da Vinci's Code This
) ] Leonardo da Vinci's ke
choice-based narrative Notebooks at the VQ Codex Forster 2

hypertext game was

created on 23-24 Francesco Melzi (fl. (Milan, 1495497)
November 2013 at the 1491 - 15681 570) was Made up between
VEA Game. Jam The the son of a Milanese about 1495 and 1497,
story was inspired by ) i Codex Forster lI2 has

extensive notes on the

hitp://www.twinery.org
|
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@ Orab File Edit Capture Window Help

e i
° W W b = 2 0
Create New... Save Came Import... Settings Log Viewer StencylFarge Stencylpedia

Jumping
* Created n aways

. Updared ] comment:
*¥ Actor - Any ] : - .
if Jump = true  and  get actor value (NYCINMTERD for | Self :
Play & [ Jump Sound
push | Self || sharply | towards (xDir: (M) yDir: BN ) at Jump Force force

comment:

do after seconds (&

if Sell | is alive

set actor value for | Self © to  lalse

CLT NI Switch 1o jumping animatons v
if get actor value for | Seif * |
get actar value for | Self *
switch animation to Jump Right Animation for | Self

switch to frame (I for | Self

otherwise

switch animation to Jump Left Animation for Self

switch to frame (I for | Self

s

G 80w 0@ O

9% (%) W = Fig:54PM AlexMulls Q =

Platform Test Game

Attach to Actor Type

Actor Flow Scene
User Input Numbers & Text Attributes
Sound & Images Behavior Game
Drawing Collision Custom

Extensians

L ists | waps | Functions |

Create New Game Autribute
Show Game Attributes

Game Attribute Getter/Setter
value of game attribute with name:

set game attribute with name: [ 1o CENTENY

Boolean Getters
Jump
move_left

move_right

Boolean Setters
set Jump to
set move_left to

set move_right to

hitp://www.stencyl.com/
s,
w)(#][]




& BugHunt.project.gmx” - GameMaker:Studio

@ H

wE R E

& TIem ;i

@ Target' Configuration: [EZETS . Manage

<1 Sprites

(i Froad
@ R sFiog
@ B8 sFiogldle2
@ B8 sFiogldle3
L™ sFrogDown
@ 8 sFioglp
@ # sFrooRight
@ 8 sFrogSwallow
@ SFiooSwallowGood
@ A sFiogSwallowBad
@ WisFrogMouth
@ W<Tongue
@ k sTongueTip
@ || sTongueTest
@ 2 sFiogDie
@ 8 sFrogFart
@ ssFatCloud
@ B sFroadFalMenu
@ 8 sFioadCelebrate
@ 8 sFioadTitleMask
@ -- sFroadDownBits
Bugs
im Menus
im HUD Elements
Tutorial
2:gsPondLocked
@ =ssTulSign
i Sounds
= Backgrounds
@ WbFoestDay
@  bForestight
@ [l bPondDay
@  bPondNight
i Paths
u Scripts
w Fonts
i Time Lines
Objects
5 Rooms
@ [51Tile
¢ [& Menu
@ [§ Game
@ B Tutorial
i Included Files
= Extensions
Game Information
Global Game Settings

(¥ Sprite Properties: sFrogSwallow

Name: | sFrogSwallowGood

aw Load Spiite
& Edit Spite
\Width: 128 Height: 204
Number of subimages: 15
Show: 0

~ Ongin

X |67 Y135

Ne £ Sprite Properties: sFrogSwallowGood

(¥ Sprite Editor: sFrogSwallowGood

~ Collision Checking——
Precise collision checl

Separate callision mag

= Modify Mask

~Texture Settings
Tile: Horizontal

Tile: Vertical

Used for 30

[Must be a power of 2

Texture Group:

CompileForm - Compiled at:11:43:46
Compile | Source Control

A

BY Frames: 15

~Hardness ——

=

image 9

=

2

TR

image 12

Size: 128 x 204 Memory:1.0 MB

=

Revision: 15051

Node Kind: directory
Schedule: normal

Last Changed Author: jack
Last Changed Rev: 14365

exitcode = 0

Refreshing SVN Status. . Finished

Repository UUID: 80c69118-2996-634b-8bfe-a1a527812bds

Last Changed Date: 2012-05-02 09:59:40 +0100 (Wed, 02 May 2012)

Spray with the mouse, <Shift> for hor/vert (42,81) Zoom: 400% Size: 128x204  Memory:

hitps.//www.yoyogames.com/gamemaker




@ \ B N~ ° 5| Construct 2 beta release rL21 {Administrator) - Event sheet 1

m Home View Events

UpAddevent g Add sub-event [EjAddincude | [ Search [¥] show 'Add action’ links
&) Add condition g5 Add group 9 Add comment @ Clear search
o Addaction  (4) Add variable () Disable
Events Search Display
Properties n Start page } game  Eventsheet1 [f3] v | Layers
A v — |
Ea +(<la v
8 propertie . + detect first and last @ @ hud
Name body ——————— d
: : - swap head = —rR A un
Plugin Sprite Add condition 7 - o) game
Global No &b System headID — B &ec
g s nsy i speed Double-click an object to create a condition from: @ 7] @ farBG
Layer game Lhoystem  shootl , p=s=y
Angle 0 = ” Qf b - . W
Ghicil 100 & body Is anim, 4 Loaad
System body bouncer clouds deadBody debug
@ Position 707, 653 Lsystem | headl
[* Size 73,72 ‘
" - - no head case b S @ w
. = I explosion Keyboard mine mountain Mouse L
WX 0 § Local number he — Layers | Z order
v 0 QﬁSystem For each Objects
JastVY 0 @body  Isanimd| o - EH = : =
lastX 0 system | headT Spite  Sprie2  Sprke3  Sprted  Sprites W
lastY 0 = Q‘;hodv
shootState 0 —
L] 1
interpolation 0 i’ Tj H . . e bouncer
startWidth 0 T;;;Z TiledBackgr... TiledBackgr... TiledBackgr...
startHeight 0 - - = LA} | ®. clouds
: - detect speed
targetWidth 0 I deadBody
targetHeight 0 i Lhsystem  Every tigh -
targetAngle 0 E T E debug
lastMarkX 0 Q8 System For each h_""' )
Add / edit Instance variables ﬂ duplicator
B Beh r
Add / edit Behaviors uSystem Every iy ﬁ i
£t i Tidebu Set text to speed
=] . i} 9 P ‘ mine
Blend mode Normal
Add / edit Effects 5 debug ‘ mountain
Ei [ r -
+zoom R
+ scroll hitps://www.scirra.com/
Ready Approx. size: 3.7 mb. 154 events Mouse: (1888.0, -297.8
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File Edit Wiindow Help

H Modes -
Q "
<y A 4 b B a (“1 ‘h * >
’ / & ‘.! E Save  Content Market £ttings Bluepnnt : e Play
- |- 08 D B DD

Recently Placed Y

% Camera

|B-aslc

Lights Player Start

Visual trict Box Selection

Point Light Transparent Box Selection
oY ! Show Transform Widget
Volumes Box Trigger
All Classes

= Content Browser

Mcreate - Plimport @' Save Al

4 < ‘= Engine » EngineSky » Y

Distance '—
I EditorLandscapeRes: Particle System X S
© M EditorMaterials Enable Socket Snapping
b @ EditorMeshes Redirector Skeleton Enabie Verler Soscaiog
= > N 1able Vertex Snappin
‘ im EditorResources Sound Wave Enable Planar Snapping
© I EditorShapes . SRy

D @ Editor ShellMaterials
O I EditorSounds = Carve Hide Viewport Ul
> i Engine_MI_Shaders : % s

@ EngineAnimNotifies - Ky ky o Previewing
i EngineDamageTypes : s Hona
© i EngineDebugMateria
m EngineFonts pior
@m EngineLightProfiles ve
| EngineMaterials - -
M EngineMeshes . s <,
| EngineProduction

© @ EngineResources
LI AP

D i EngineSounds . . l:'.‘.':*.\!'
Ml EngineTireTypes

D i EngineVolumetrics

0 I FunctionalTesting

¢ Il Functions

O | Maps

© I MapTemplates

© W MaterialTemplates

0 im MobileResources
m TemplateResources

© I Tutorial

4w Game

> Asets h’r’rps //WWW unreo|eng|ne com/
4 Collections p , ~
e # ; -\} = {’ r- - X rr'nr'rb'.f‘ EBZ
- ¢ \«88

10items & View Optionsw L. Ley fE'vagrn (Pa.a.‘mu\

—

OpenGLES 2

3
e
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Bots - PC and Mac Standalone® T ) i

ponent Terrain Tools Window Help

i A
= Ar
¥
i E
e
[ X;
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iz o
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e
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i s

! Transform

Position

X 2.51401 Y -3.376257

Poly Surface 479 (Mesh Filter)

M ¥ Mesh Renderer
ast Shadow v
Receive Shadows v

© ¥ Animation

https://unity3d.com/




& The End OF An Age - RPG Maker MV
File Edit Mode Draw Scale Tools Game Help

I I T Iy Iy I
e EBiv e 80 .80 ,8 0 B0 .8"
of - AP A
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A

Return

Return

©W@The End Of An Age  |=] = = | ( Ctri+X
& [<] Field 1 X y ' | Ctri+C
Further Port B e \
[<] TentoiInteriornj
|=] Storage Shed
2 B Port-en-tyne
[=] InnoF1F
|<] Wep + Armour Shop
[<] Items Shop
[=] Church
[=] Drinking Bar
& [<]Map to hideout _ :
B [<] village House CIF1F i z ‘ 3 - __:‘||-r i

i ]

|=] AirShip Port

["T [=]Battlel=ie‘1d Entrance goe. - R P G M a ke
© [=] Battlefield o

bl ».e
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