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Super Mega Death Car Battle 3000 (SMDCB3K)

1 Overview

SMDCB3K is a multi-player demolition derby in which each player attempts to use his limited energy supplies to destroy his opponents’ vehicles, with brute force or a variety of weapons, while attempting to keep his own car intact.  Set in a bleak and spartan future where vehicular combat is used to decide multinational disputes, the game pits driver against driver in a battle for freedom and survival.

2 Game Mechanics

2.1 Overview

Gameplay in SMDCB3K consists of two or more players driving armed and armored buggies through a variety of futuristic settings, attacking each other with weapons and by ramming, collecting health and other power-ups, and avoiding terrain obstacles that could pose hazards to health and mobility.  Driving and weapon control is via the keyboard.  The goal in each level is to be the first to reach a specified score, which is achieved by causing enemy damage and kills while avoiding damage oneself.
2.2 Camera Position
To enhance the immersive quality of the game, the player’s view is from within the car and cannot be changed.
2.3 User Interface Design

The user interface is simple, presenting a first-person view of the player’s own car and the terrain in front of it, together with a small number of heads-up indicators (of health, armor, and selected weapon).

The design goals for the UI were the following:

· Keep the amount of information low and the placement on the periphery to enhance immersion;

· Make the key controls convenient and natural;

· Make the menu navigation simple and standard.
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Figure 1.  User Interface.
2.4 Replaying and Saving

Replaying and saving are not supported in SMDCB3K.  Each level, hosted by one of the players, constitutes an entire match, and no state is transferred between levels.  SMDCB3K is designed to model a quick engagement and resolution rather than a prolonged conflict.  All games must be multi-player and require a host, who will go through the process shown in Figure 2 to select and launch a level.
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Figure 2.  Game configuration and hosting transition diagram.
2.5 Control Summary

Controlling the vehicle and switching between weapons / protective items is done via the keyboard:

Left/Right arrow - Steer car  

Up – accelerate               

Down – reverse                

Space – brake                 

1 - Activate autocannon       

2 - Activate flamethrower     

3 - Activate powerbumper      

4 - Activate acid spikes      

5 - Activate armor            

f - Fire autocannon/flame     

t – Attempt to flip car over.

2.6 Cut Scenes / Storytelling

The backstory is presented as a splash screen at the start of the game, but there is no storyline advancement between stages, and no additional cut-scenes.  Because each stage is a separate complete contest, the players may play as many or few levels as they wish.

2.7 Level Summary

There are three levels, each suited to a different set of strategies.

· The Pit

· Single bowl-shaped area with rare powerups grouped near center

· No obstacles

· Players spawn at outer edge and ejected into arena

· Encourages quick, brutal matches

· Highrise

· Set on top of mega-skyscraper, with limited area

· Obstacles include debris and buildings on roof

· Hazards include falling off edge

· Powerups semi-randomly distributed

· Encourages balance of slugfest and cat-and-mouse

· Death Valleys

· Set in network of valleys

· Narrow paths, limited line of sight

· Powerups  in rare open areas

· Encourages cat-and-mouse play

3 Artificial Intelligence
3.1 Reactive Items

The items in the game, described in section 4.1, react to player collision by having their effect and then are hidden for a period of time.  After this period, they reappear on the playing field.

3.2 Special Actions

Collisions are handled by a complex vector algorithm to determine the direction and force of the vehicles and then decide on the impulse and damage to impart to each.  It also needs to take into account the collision-specific powerups to determine these effects.
4 Game Elements

4.1 Items

Items in the game consist of weapons and armor, which are pre-mounted to your vehicle and available for use at any time (provided you have the energy to use them), and power-ups, which are scattered across the landscape.  Other features include terrain obstacles and traps.  The salient items are described below:

· Weapons

· Autocannon

· This basic weapon draws energy from your car to generate and fire a fast-moving projectile.

· Flamethrower

· The flamethrower launches slow-moving fireballs that can cause substantial damage.

· Acid spikes

· These spikes, when extruded from your vehicle’s exterior, will pierce and burn any other vehicle you come into contact with.  When you see them on your opponent, have an escape route.

· Protection

· Armor

· Armor plating can divert damage from more sensitive areas of your vehicle, keeping you alive to retaliate.  But it prevents you from using any of the offensive abilities.

· Powerbumper

· When the powerbumper is armed, a collision with an opponent will send him careening.  Follow up with a quick kill.

· Power-ups

· Invisibility

· This power-up makes your vehicle difficult to detect, giving you a chance to wage a sneak attack, if you’re in a position of strength, or make a clean getaway, if things aren’t going well.

· Health

· Replenish yourself from past damage.

· Energy
· Refill your energy to allow weapons fire.

4.2 Character Bible

Your character, like your opponent’s, is a nameless, faceless convict, forced to compete for his life.  His alleged crime, his guilt or innocence, and his past are irrelevant once he is strapped in the driver’s seat.  Only his future matters to him now… in particular, whether he will have one.

5 Story Overview

“After the fifth World War ended in 2940, world leaders convened to decide how best to stop the near-obliteration of the human race that had nearly occurred.  Their decision was an elegant one:  Rather than pitting soldiers and technology against one another and wasting the lives of values citizens, countries in conflict would pit their convicts against one another in armed vehicular combat to decide disputes.  To the victor goes freedom and the glory of his country; a much more grisly fate awaits the vanquished.”

You play one of the convicts subjected to this elegant, if cruel, system of arbitrage.  There is no escape from the arena unless you can defeat the equally motivated representatives of other world governments.

6 Game Progression

There is no progression between levels; each level is an isolated contest, and levels can be played in any order and as many times as desired.  However, we expect that players will improve their skills and awareness in the usual ways, leading to increasingly sophisticated competitions:

· Learn how to confidently drive the vehicle through sharp turns, on steep terrain, and/or with rapid braking and acceleration

· Learn which weapons are suitable for different types of situations… close range, long range, open terrain, valleys and hills

· Learn where power-ups are and how often they appear, and where spawn points are located, on particular levels

· Form strategies based on full knowledge of the maps, including all above items.
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