PYTHON LANGUAGE COURSE  ·  PROJECT 10 OF 40
Text-Based Adventure (Single Path)

Objective
Build a small, linear text-based adventure game that combines everything from Module 1 -- variables, conditionals, loops, functions, and string formatting -- into one cohesive program.
Prerequisites
1. Completion of Projects 1-9
Concept Overview
	Concept
	Why It Matters Here

	Program structure & flow
	Organizing a multi-scene program using functions for each 'scene' rather than one giant script.

	State management
	Tracking simple game state (inventory, health, current location) using variables across function calls.

	Input-driven branching
	Using conditionals to determine which function/scene runs next based on user choices.

	User experience pacing
	Using time.sleep() and formatted output to control the pacing and feel of a CLI experience.



Tools & Setup
1. Python 3 interpreter
1. time module (standard library, optional for pacing)
Step-by-Step Instructions
1. Design a simple story outline with at least 4 connected scenes (e.g., start -> forest -> cave -> ending).
1. Write a function for each scene that prints scene description text and prompts the player for a choice.
1. Use if/elif logic within each scene function to determine which scene function to call next based on the player's input.
1. Add a simple inventory system: a list that items can be added to during the story (e.g., picking up a torch).
1. Add a conditional scene outcome that depends on inventory state (e.g., the cave scene requires the torch to proceed safely).
1. Add a 'game over' and a 'victory' ending, both clearly distinct from mid-game scenes.
1. Add input validation so an invalid choice re-prompts the player instead of crashing or silently failing.
1. Playtest the full path at least 3 times, checking that all branches you built are actually reachable.
Assignment
Add a simple health/points system: certain choices reduce or increase the player's health, and the game ends early in defeat if health reaches 0 before the story naturally concludes.
Extensions (Optional Challenge)
1. Add a second complete branching path with its own set of scenes
1. Save and load game progress using a simple text or JSON file
1. Add a scoring system based on which choices the player made across a full playthrough
Grading Rubric
	Criterion
	Weight
	What We're Looking For

	Program Structure
	25%
	Scenes are organized into clean, well-named functions.

	Branching Logic
	30%
	Player choices correctly determine the next scene without dead ends or crashes.

	State Tracking
	25%
	Inventory/health state correctly persists and affects outcomes.

	Completeness & Polish
	20%
	The game has a clear beginning, middle, and at least one satisfying ending.


