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1.0 Abstract
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Our leading question represents the core of Multifari-
ous. It has guided us through the entire process and has 
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3.1 Games Research
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3.2 Conceptual Research
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3.4 Exobiology
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4.1 Process 
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4.2 Process - Art

techniques, and ideas.
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Iteration 2  - Searching for design solutions
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4.3 Process - Coding 
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6.1 Conclusions and Outlook 
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of our initial questions.
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