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generate eden nodes (wildcard) : 7 secs

This is your primary proxy, a two dimensional snake. You control both yourself and the snake at the |
; ts)%?(;\?v glme, he snake-head matches the current color of HUD compass #1 (see “HUD compass #1
... Exit of three-dimensional room + inspiration/aspiration (eqg).
Counter of number expenditure.
Rate of number expenditure.
------------ ‘Rogue” snake. Moves randomly.
“Drone” snake. Moves in a predeterminded singular path.

“Proxz identity” acty 1iat'§on symbol, each also is assinged to unique sound. Generated from X and
weeenneesseees Y chracters (see table3)

................. .. ‘Pop-in” window preview of distance to uniquely terraformed landscape achievement.

------------

“BARS’, will physically. effect the room as long as not drained (tilt, gpen, comgress, and open and
close the exit doors). Therr assigned controls are shuffled every ~10 seconds (see HUD compass #2).

‘HUD comE?]ss #’ synceg to the three-dimensional naviglatipn controls, which rotate clockwise every
ten steps. Changes color depending on which rotation state Is currently active. (see table 1)

*HUD compass #2" - changee.s color based on \he currently assigned room-effectors (tilt, open,
compress, and open and exit doors). (see table 2).

*Al?gn onal : if go%r rprox touches itself, it goes into a “snakes ﬂ in which HUD Compass #1 +
HUD Compass #2 rotation is frozen-your controls stay on the HUD Compass #1 color, which also
becomes the main s¢reen glow. (see table1) You have no control in the proxy identity change

mode - a new proxy identity s generated randomly.
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“wildcard” (comes from generate-eden mode). A random event happens when touched with your proxy.
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i i % Unique personal terraforming landscape.
N Counter of number consumption.
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View from outside room1.
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hundreds digit and 30.
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hundreés: 1in12.

- Pop-in preview of room1 reset - organic labyrinth (chance to expend number count)

Top down view of unique personal terraformed landscape.
POV view from unigue personal terraformed landscape.
Generaéor l1_.Wogd3-Brint brush 1 size - random number between sum of ones digit, tens digit,

Generator #1. World-print brush 1 starting point - ((product of ones digit, tens digit, hundreds digit),

Generator #1. World-print brush 1 frequency + type : hundreds digit: 1in 2, tens digit: 1in 6,




