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Overview


Space Rogue is a 3D space shooter. The player takes the role of a disgruntled space postal worker, who goes on a rampage. The player must pilot his ship against several well armed postal workers. The game takes place on a futuristic world at night time. 

The user interface is a simple HUD that contains a health bar in the bottom left corner, and some crosshairs to help the player aim better. 
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The game offers 3 different difficulties for replay value. However, once a player dies the game is over. No saving occurs.

The controls for Space Rogue are very simple. They are as follows:
W
Forward

S
Backward

A
Step left

D
Step right

Left Mouse Button
Fire
Space Rogue is has 3 different levels. Each level takes place on a different part of the space delivery planet. Each level contains several postal workers you must destroy in order to win. The levels are divided by difficulty, with each more difficult level having a larger number of enemies. 
AI

For the AI in space rogue we used a modified version of the “aiGuard.cs” from the book “Advanced 3D Game Programming All in One” by Kenneth C. Finney. The guard mimics a standing guard that changes directions every so often and fires upon and enemy when he sees one. 

In reality, the AI manager grabs the simgroup for the mission and loads in all the players and their locations. The guard then calculates what direction its standing and if any players are located in that direction. If there is a player located in that direction, the guard then calculates if the player is within his sight range. If the player is within the sight range, then the guard fires a standard crossbow projectile at him. If the player is out of his sight line, the guard continues turning in random directions. 
The guard inherits from both the player and armor datablocks, which allows the guard to take damage from projectiles. The guard is also inherits the ability to carry weapons from the player class, so we gave him a crossbow with which to shoot.
Game Elements
You – A disgruntled space postal worker. You’ve had enough and it’s time to get even.

Your ship – A trusty space delivery vehicle you hijacked from your job as a delivery man…with some minor defensive modifications.

Enemy Turrets – represent the defense system of the space deliver office.
Story Overview
The story takes place as a disgruntled Space delivery pilot has just had one to many bad days at the office so he decides to go take out all their defense systems… and them while he is at it.

Story Board:
[image: image2.png]Another bad day at the office!!!
Not for this delivery guy!!!

,A

I'll show them!!!
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Game Progression

Setting: Takes place during the future when space travel has become more convenient and costs efficient than air travel and delivery services have taken advantage of this technology.  However, the workload tends to be strenuous for its employees.

Introduction:  The story takes place after the delivery service space pilot had already lost his mind and decided to ballistic on his office’s defense systems.
Flowchart:
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Level & Scene Detail: There are three levels for the three different difficulty levels each with a different scene and number of turret based on difficulty.  The first level is of a grassy plain nature with 5 turrets, the medium difficulty is a scorched earth environment with 6 turrets, and the hardest difficulty has 7 turrets placed in a snowy mountain landscape.

Lessons Learned: Leaned how to modify the vehicles to mount weapons and give them flight.  Leaned that making the avatar fly is best done with use of the full game engine to modify the C++ code and cannot be done with scripting.  Also learned how to import .dts files for 3D models into the Torque Game Engine.
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