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Overview

“Storming Castle Grosseberg” is a top-down scrolling action game.  You play a simple farmer who has had his wife kidnapped by an evil.  Your job is to storm the castle, kill the king, and save your wife.

The game is implemented using a custom 2D tiling engine that is rendered in 3D using OpenGL, and the sound effects and music are playing through DirectSound and DirectMusic.

System Requirements

Since this game is rendered in 3D, a fast processor and hardware 3D accelerator are highly recommended for acceptable play.  The development machine consisted of a Pentium III 1GHz processor, 512 MB of RAM, and an NVidia GeForce2 Pro video card.  The game ran perfectly acceptable with this hardware, but may not run as well on a system with considerably lower specifications.

Additionally, DirectX 8.1 should be installed for proper sound support.

Game Mechanics

Overview

The game is presented as a top-down scrolling action game.  The user will be able to move in any of 8 directions, and will have one action (attack) that he can perform.

Camera Position

The camera is positioned above the playing field, looking down.  The player will always be kept at the very center of the frame.  The user will be able to zoom in and out using the INSERT and DELETE keys.  The zoom factor is limited so the field of view does not get clipped.

User Interface Design

There are two main screens that the user will see, the first being the intro screen, and the second is the actual play field.
The intro screen will contain a static background with text, and a blinking prompt will tell the user what to press to start the game.  The only keys that work on this screen are the SPACE key (to start the game) and the ESCAPE key (to exit the game).

The playfield screen comprises the content of the game, including the background, animated enemies, and the animated player.  Additionally, the user’s health (noted as HP or Hit Points) is displayed at the top of the screen.  The original design was to have a health bar, but lack of development time prevented it from being implemented.

From the main playing field, the user is free to move his character by using the arrow keys and to attack by using the SPACE key.  The movement speed is fixed, and the time it takes to attack is also fixed.  When the user either perishes or completes the game, text will be displayed prompting the player to press a key to continue.

The design is simple and unobtrusive, allowing the user to view the important information without distracting the game play.

Replaying And Saving

The user can play the game any number of times without having to exit and restart it.  Replay value is increased by randomizing the locations of keys in the game.

There is no save option for this game.

Control Summary

The following matrix explains the valid keys and what they do on either of the two game screens:

	Key
	Title Screen
	Playing Field

	SPACE
	Removes the game screen and loads the game content, bringing up the playing field.
	Causes the player to attack, if the player is alive.

	ESCAPE
	Immediately exits the game.
	Immediately exits the game.

	UP ARROW
	No effect.
	Moves the player character to the north.

	DOWN ARROW
	No effect.
	Moves the player character to the south.

	LEFT ARROW
	No effect.
	Moves the player character to the west.

	RIGHT ARROW
	No effect.
	Moves the player character to the east.

	INSERT
	No effect.
	Zooms in on the playing field.

	DELETE
	No effect.
	Zooms out of the playing field.

	ENTER
	No effect.
	After the player has perished or finished the game, this key returns to the title screen.


Game Play Details

The objective of the game is to storm the castle, kill the king, and save your wife.  To accomplish this task, you will be free to explore the castle, killing the enemies that reside in it.

The player begins just inside the front door of the castle.  From here the player must locate the stage key, and then use the key to open the door to the next stage.  This process must be repeated for each stage until the confrontation with the king.  Once the king is destroyed, the player can then open the door to the cell where he must touch his wife to end the game.

The player can kill enemies by attacking with his sword.  When the sword comes into contact with an enemy, the enemy will flash and move in the opposite direction to denote taking damage.  Enemies will require several slashes of the sword to perish based on their strength.

The player will take damage from touching an enemy, and the amount of damage is proportional to the strength of the enemy.

Cut-Scenes

There are no cut-scenes for this game.  All interactions are portrayed as text on the game screen.

Storytelling

The background story for the game is told in text on the title screen.  Once the player begins playing the game, there is no further story development.

Level Summary

Level 1

This level contains four rooms at each of the corners and a large area in the center populated with pillars.  The player must locate the key which will be randomly placed in one of the four rooms, then proceed to the exit door at the north wall.

This level includes two types of enemies, in moderate amount.

Level 2

This level contains four rooms connected by narrow hallways.  Again, the player must locate the key which will be randomly placed in one of the four rooms, then proceed to the exit door which is at the north-west corner of the level.

This level includes the same enemies as level 1, but in a larger number.

Level 3

This level consists of two large rooms to the east and west sides of a long, narrow path, and a small chamber to the north leading to the king’s room.  The player must locate the key to the king’s chamber which is randomly placed in one of the two large rooms.

This level consists of the same enemies found in levels 1 and 2, but in a larger number.

Level 4

This level is the king’s room, and is just one large room populated with pillars.  The only enemy here is the king, and once the player has defeated the king, the door to the cell is open.
Level 5

This level is just the cell containing the player’s wife.  There are no enemies present in this room.

Artificial Intelligence

Opponent AI

The artificial intelligence for the opponents consists of random movements.  The loop goes as follows:
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When the player damages an enemy, the enemy will automatically begin walking in the direction of the player.  This is the only “smart” move the enemy can perform.

Player Detection

The enemy can only detect the direction of the player once the player has successfully attack the enemy.  At that time, the enemy will march in the direction of the player.

Motion

The enemies will move in a linear fashion, in one of four directions: north, south, east, or west.  The rate of movement will be constant, but that constant will be different with different enemies, less powerful ones generally moving slower than the more powerful ones.

The one exception to this is the king, who will randomly move to another position on the map once he is attacked by the player.  The king has a magical power that allows him to teleport to get himself out of harms way.

Path Finding

Every enemy in the game starts at a predefined location on a given level, but the path that enemy takes after initial placement is completely random.  The path followed is only limited by the direction (one of four) and by the obstacles present on the map.  Additionally, enemies cannot cross paths.  A collision will be detected and the enemy will pick another direction and continue.

Special Actions

The original design had an archer for an enemy that was supposed to shoot arrows at the player, but this feature did not make it into the final version.  As such, the only character with a special action is the king, who can teleport to another area of the map when struck by the player.

Combat

Enemies will take damage only when the player explicitly attacks and strikes them with his sword.  All other contact between the player and an enemy will result in the player taking damage.  The enemies do not explicitly attack, their mere touching of the player is enough to inflict damage.

Non-Player Characters

There are 4 characters in the final version of the game that are not controlled by the player:

	Character
	Alliance
	Purpose

	Swordsman
	Enemy
	Kill the player

	Knight
	Enemy
	Kill the player

	Evil King
	Enemy
	Kill the player

	Player’s Wife
	Friend
	Be rescued by the player


Puzzles and Traps

The only puzzle in the game is to find the key that will allow the player to advance to the next stage.

The only traps are the ones that may be created as a result of the enemies movements blocking the player.

Game Elements

Items

This table consists of all items founding the game.  The tiling engine includes both interactive objects and non-interactive objects.  This table includes both.

	Item Name
	Interactive?
	Purpose

	Wall Tile
	No
	Makes up the walls of the castle.  Designed to prevent the player from walking out into empty space.

	Floor Tile
	No
	Provides solid ground for the player to step on in the castle.  Can exist with different textures (stone, marble, carpeted, etc.).

	Wood Box
	No
	Provides an impassable object for the player and adds decoration to the level design.

	Pillar
	No
	Provides an impassable object for the player and adds decoration to the level design.

	Swordsman
	Yes
	Game enemy

	Knight
	Yes
	Game enemy

	King
	Yes
	Game enemy

	Wife
	Yes
	Game friend

	Key
	Yes
	Must be picked up in order to pass to the next stage.

	Heart
	Yes
	Some enemies leave behind a flashing heart that can be picked up by the player to recover HP.

	Door
	Yes
	Provides an exit for each stage, once the key has been picked up.


Character Bibles

The following characters will be found in the game:

	Name:
	Player

	Controlled by:
	Player

	Traits:
	Has a sword and shield.

	Abilities:
	Can attack by swinging his sword.

	Statistics:
	Has strong attack and medium health.

	Goal:
	To kill the evil king and rescue his wife.


	Name:
	Swordsman

	Controlled by:
	Computer

	Traits:
	Has a sword.

	Abilities:
	Walks around the castle grounds looking for intruders.  Attacks intruders by stabbing them with his sword.

	Statistics:
	Has medium health and low attack strength.

	Goal:
	To kill the player.


	Name:
	Knight

	Controlled by:
	Computer

	Traits:
	Has a broad sword.

	Abilities:
	Walks around the castle grounds looking for intruders.  Attacks intruders by charging at them and stabbing them with his sword.

	Statistics:
	Has medium health and medium attack strength.

	Goal:
	To kill the player.


	Name:
	King Ubelkonig

	Controlled by:
	Computer

	Traits:
	Has supernatural abilities.

	Abilities:
	Stands outside the tower door where the player’s wife is kept, waiting for the player to approach.  He has the magical ability to teleport when attacked.  Attacks intruders by hurting them with his touch.

	Statistics:
	Has high health and high attack strength.

	Goal:
	To kill the player and his wife.


	Name:
	Player’s Wife

	Controlled by:
	Computer

	Traits:
	Very beautiful peasant woman.

	Abilities:
	None.

	Statistics:
	None.

	Goal:
	To be rescued by the player.


Story Overview

The story is explained at the title screen.  The evil king has captured the player’s wife and now the player must storm the king’s castle to save her.  The player advances passed the guards that inhabit the castle, and finally kills the king and saves his wife.

Game Progression
Setting

The game takes place in medieval times, when castles and evil kings with magical powers existed.  The specific setting of the game consists of the evil king’s castle, 5 stages worth.

The textures and sounds selected for the game have been chosen specifically to give the game a medieval, menacing atmosphere.

Flowchart

Note that this process can be interrupted at any time by the user pressing ESCAPE.
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Level and Scene Details

For each of these character maps:

W = Wall Tile

F = General ground textured floor tile

P = Stone pillar

C = Carpeted floor tile

B = Wood box tile

H = Checkered marble floor tile

D = Door

Note that for these level definitions, north, south, east, and west go right, left, up, and down, respectively (the level design is rotated 90 degrees clockwise).

Each level (except 4 and 5) has a key randomly placed in one of the rooms.  The doors against the north wall are the exit points to the next level.
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