
So, what sort of stuff do we want to see in Niblet?

Fast-paced action, none of that sissy slow and steady crap
W

icked Features (in no particularly w
icked order)

Larger boards with lots of bad-ass stuff in them

M
ega-bonuses and as m

uch bling as our credit card can handle

M
ulti-player satisfaction, as well as a killer single player m

ode

Better looking worm
 with interesting hang-ups and abilities

Introduce our little worm
 dude to the third dim

ension
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It is of strong opinion that the first N
ibbles gam

e w
as m

uch 
too sim

ple. C
ontrolling a developing w

orm
 as you slither 

around a board eating num
bers w

as never that interesting.

W
hat do w

e m
ean by stuff here? Are w

e talking about w
eapons, 

traps, puzzles, filthy little w
orm

 hussies? Please be specific - 
especially on that last part.

D
o w

orm
s even like bling? Is this a fashion treand w

e w
ant to 

start? H
ow

 w
ill they get this stuff? W

ill they pick it up off the ground 
(back to that hands dilem

m
a)? W

ill it fall fro the sky? O
r w

ill it be 
som

ething they just absorb, sort of like osm
osis, only cooler.

H
ow

 m
any w

orm
s are w

e talking about here? C
an m

y granny 
play too? W

ill balancing the gam
e be a problem

? H
ow

 exactly 
can I kick m

y brother's ass at this gam
e w

hen w
e're playing 

against each other? W
ill m

y sister like this gam
e? H

ow
 w

ill 
the gam

e be hosted?

O
k, w

e're talking about w
orm

s here, right? I m
ean how

 interesting can 
w

orm
s really be? W

ell, I guess there are pseudo-arm
y type w

orm
s, but 

those w
orm

s don't really look like w
orm

s anyw
ay.

H
ands? W

orm
s don't have hands!

It's really difficult to render a w
orm

 in 3D
 and 

not too m
uch fun to play w

ith either - except 
in physics sim

ulations. W
e'll need to com

e up 
w

ith an abstraction of som
e sort.

W
e need to find out if the objects in 3D from

 within an O
penG

L
rendering context can even interact w

ith the 2D
 objects

m
anaged by the Q

G
raphicsView

 class. I'm
 thinking lighting w

ill
be a big problem

.

Serious hard-core stuff 
right here, folks.

N
ibbles.bas 

source code

You could play w
ith m

ore than one person at the sam
e tim

e, 
on the sam

e keyboard. H
ardcore. Just rem

em
ber to keep 

the gam
e friendly. It's too easy to accidently land an elbow

 
right in the chops. H

ey, I said it w
as an accident.

Things I D
idn't R

em
em

ber A
bout the O

riginal

N
egative scoring for that extra little bit of hum

iliation.

Your reflexes on a keyboard are com
pletely inferior to those 

on the m
ouse. You're getting soft, buttercup.
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