USER GUIDE
Whispers at Victor’s Manor
Software Requirements:
1. Python 3.12 or later. This can be downloaded from the official Python website (https://www.python.org/downloads/).
1. A code editor such as Visual Studio Code, PyCharm, or IDLE (which comes pre-installed with Python).
1. Python packages:
1. Pillow (PIL): This must be installed via the terminal using the command pip install Pillow. This library is used to load and display background images in the game.
1. tkinter: This comes pre-installed with most Python distributions. On Linux, if it is missing, install it via your system package manager (e.g. sudo apt install python3-tk). On Windows and macOS it is bundled with the standard Python installer. If it is missing, it can be installed via pip install tk.
1. heapq, collections, typing, os: These are all built-in Python standard libraries and require no additional installation.
Hardware Requirements:
1. Any computer capable of running Python (Windows, macOS, or Linux).
1. A minimum of 200 MB of free RAM.
1. A screen resolution of at least 1200x800 pixels is recommended for the best experience.
Instructions to Run the Code:
1. Before running the code, ensure all software requirements are met, especially installing Python and the Pillow library.
1. Download or clone the project files. Make sure the file "Whispers at Victor’s Manor.py" and the folder cs photos (containing all background images) are in the same directory.
1. Open a terminal or command prompt and navigate to the directory containing the files.
1. Run the game using the command: python "Whispers at Victor’s Manor.py" (quotes are required because the filename contains spaces).
1. Alternatively, if you are using a code editor with a run button (such as VS Code or PyCharm), open Whispers at Victor’s Manor.py and click the run button. Make sure the Python interpreter is set to version 3.12 or later.
1. The game window (1200x800 pixels) will open automatically.
How to Play
Main Menu:
When the game launches, a 1200×800 pixel window titled “Whispers at Victor’s Manor” opens with a dark theme. You will first see the Main Menu screen, which displays the game title in gold text over an image of the mansion.
The Main Menu has three buttons:
1. New Game: Starts a fresh playthrough from the beginning.
1. Continue Game: Resumes your current playthrough if one is in progress. This button is greyed out until you have started a game.
1. Credits: Opens a popup window showing the development team.
Click “New Game” to begin. The first scene, “Arrival at Victor’s Manor”, will load with a background image, the scene title at the top, and the story text at the bottom.
Starting the Game:
After clicking “New Game” on the Main Menu, the first scene appears. You will see the game title in gold text on the top toolbar.
The first scene, “Arrival at Victor’s Manor”, appears with a background image of the mansion, the scene title at the top, and the story text at the bottom.
Click the “Start” button in the centre of the screen to enter the manor and begin the investigation.
Reading Scenes and Making Choices:
Each scene displays a title, a background image, and a block of story text describing what the player character (the investigative journalist) sees or discovers.
Some scenes have a single “Next” button that advances the story to the next scene.
At key decision points, two choice buttons appear. Read the options carefully and click one to take that path. Your choice determines which branch of the story you follow and which ending you reach.
When you enter a scene that contains a clue, a green banner briefly appears below the title showing the clue name and its importance rating out of 10 (e.g. “New clue found: Victor’s Body (importance 10/10)”). This banner disappears automatically after a few seconds.
The Toolbar:
The top toolbar displays the game title on the left and a step counter showing how many decisions you have made (e.g. “— Step 3”).
Four buttons sit on the right side of the toolbar:
1. Rewind: Takes you back to the previous scene. This is useful if you change your mind about a choice. Note: rewinding is disabled at certain critical decision points and at endings, and the button will appear greyed out when it cannot be used.
1. Evidence: Opens the Evidence Panel, a separate popup window showing all the clues the player has collected so far. You can switch between two views using the radio buttons at the top: “Priority order” (most important clues first, sorted by a heap data structure) or “Timeline order” (clues in the order you found them, sorted by insertion sort). This panel updates automatically as you progress through the game.
1. Analysis: Opens the Algorithm Analysis Dashboard, a separate popup window with four tabs:
1. DFS Reachability: Shows how many story nodes are reachable from the start and confirms whether all four endings can be reached.
1. BFS Shortest Paths: Shows the minimum number of decisions needed to reach each ending and the exact path of nodes.
1. Evidence Timeline: Lists all collected clues in discovery order with their ID, name, importance, and description.
1. Clue Dependency Order: Shows the result of a topological sort on the clue dependency graph, displaying a valid logical order for discovering clues, plus the key dependency chains for each ending path.
1. Restart: Resets the entire game back to the first scene. A confirmation popup will ask if you are sure, as all progress will be lost.
Menu Button:
In addition to the toolbar buttons, a “Menu” button appears in the top-right corner of the game screen during every scene. Clicking it returns you to the Main Menu, where you can choose “Continue Game” to resume or “New Game” to start over.
The Status Bar:
At the bottom of the screen there is a status bar showing:
1. Path: The last few scenes you visited (e.g. “S1 > S2 > Q1_SOPHIA > B3”), so you can track where you have been.
1. Clues: The total number of clues you have collected so far.
Reaching an Ending:
There are four possible endings depending on your choices:
1. Ending 1 — Justice: The player exposes the truth publicly. The culprit is arrested.
1. Ending 2A — Silence: The player is misled by false clues and the truth stays buried.
1. Ending 2B — Silence: The player sees through the lie but cannot prove anything.
1. Ending 3 — Vanishing Truth: The player sends evidence anonymously and disappears. Justice unfolds slowly.
When you reach an ending, the story text describes the outcome and three buttons appear: “Analyze” (opens the Analysis Dashboard), “Restart” (begins a new game), and “Exit” (closes the game).
Tips:
1. Try all four endings to experience the full story. Use the Rewind button to explore different branches without restarting.
1. Open the Evidence Panel regularly to review your clues and understand the investigation.
1. After reaching an ending, click “Analyze” to see how the algorithms mapped out the story structure.
1. Use the Menu button to return to the Main Menu at any time if you want to start a new game or take a break.
Contribution Statement:
During the initial planning phase, the group met and agreed on the game concept and story structure. Tasks were divided as follows:
1. Hlib Pakhomov (Leader / Data Architect / Popup Windows): Designed and implemented the core data structures (StoryNode, Stack, ClueHeap — Section 1), created the popup windows including the Algorithm Analysis Dashboard and Evidence Panel (Section 5), and coordinated the team throughout the project.
1. Melih Sülün: Created the full story graph with all scenes, choices, clues, and endings (Section 2).
1. Zhengjiang Wu: Implemented the algorithms (DFS, BFS, insertion sort, topological sort — Section 3) and the Game Engine (Section 4).
1. Sylvie Wang (Shuyi): Designed and built the main GUI, Main Menu, toolbar, status bar, and all user-facing widgets and functions (Sections 6 and 7).
All members communicated daily via WhatsApp and reviewed each other’s code before integration. The GitHub repository contains commits from all members reflecting their contributions.
