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Overview

Abstract of Game Story

 AJ Max is a game named after a little mouse named Ariana and her twin brother Jaden. Ariana has aspirations of becoming a superhero. One evening she falls asleep and wakes up in a world where the lines of reality and fantasy are obscured. She finds herself in her own virtual world where her dreams of becoming a superhero have been realized. A kaleidoscope of adventures await Ariana as she embarks on a journey to rescue her younger brother, Jaden, from villains who force children to eat broccoli.

Game Play and Appearance

 Hold on to your keyboard, Ariana is an exciting multilevel single player 2D side scrolling adventure game designed for children 4-7 years old. The game will be designed with a total of 10 levels of play. The goal of the game is for Ariana to free Jaden  from bondage and lead him to safety. She must first collect two pieces of cheese before she can free him. Along the way she will be challenged by several enemies. There are several weapons located on each level that Ariana can use to defend herself and her brother. Ariana can move left, right, jump, and discharge her weapon.

All short term and long term goals are  located on several different floors of each level. The player must scale the various floors in order to collect weapons, cheese and rescue Jaden. In terms of appearance, the game shares some similarities with others in the genre such as Donkey Kong, Dig Dug, and Flicky. The primary character, Ariana, is controlled via keyboard or joystick.

Development Specification:

Windows 98, Windows Millennium, or Windows2000

Intel Celeron 633Mhz

32MB RAM

DirectX Compatible Video Card

DirectX Compatible Sound Card

CD ROM

Standard Keyboard

Mouse

Game Controller (Recommended)

Game Specification

Summary of Story Line

Ariana is a game named after a wonderful little girl who has aspirations of becoming a superhero. One evening she falls asleep and wakes up in a world where the lines of reality and fantasy are blurred. She finds herself in her own virtual world where her dreams of becoming a superhero have been realized. A kaleidoscope of adventures await Ariana as she embarks on a journey to rescue her younger brother, Jaden, from villains who force children to eat broccoli.

Cut Scenes

The following image depicts one of the games levels. 
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Goal

The goal of the game is for the primary character, Ariana, to rescue her brother from bondage and lead him to safety. She must collect 2 pieces of cheese on the level before she can free him. Along the way she will be challenged by several enemies.

Camera

Ariana is a 2D side scrolling adventure game. The camera tracks the primary character, Ariana, as she navigates through the level. Ariana remains horizontally centered on the screen. The background graphics will scroll right or left depending on player input. 

User Interface

There is a main menu screen that allows the player to select the desired level of play. The keyboard or joystick is used to move the player though the world. The directional pad on the joystick or the arrow keys on the keyboard are used to move the player left/right and. The spacebar on the keyboard is used to make the players jump. The shift key is used to throw objects. The escape key can be pressed on any given level to exit. Buttons on the joystick cause the player to jump and discharge weapons. Also, each level of play has displays that show the number of remaining lives, score and points. 

Interface Mockup

The interface will be designed to have a minimal number of controls and user settings. This will help insure that the interface is user friendly. Refer to the screen image below to better understand the layout of the controls.  There are only two selections available from the introductory screen, start and exit. When start is selected the game begins. When exit is selected the game closes
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Character Bible

Name: Ariana

Age:    5
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Ariana is the primary character of the game. She has an extremely high level of intelligence, athletic ability, and inner strength. Her mission is to rescue her brother and lead him to safety through each level of play. Ariana is controlled by the player.

Name: Jaden

Age: 5
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Jaden, like his sister, possesses many strong characteristics. One of his traits is that he cannot be destroyed. Enemies attempt to take advantage of his small stature and by kidnapping him.

Critters (Enemies)

[image: image4.png]


[image: image5.wmf]Initialization

-

Memory Allocation

-

Load Files

Exit

-

Memory 

Deallocation

-

Clean up

-

Display Mode

Render Next Frame

Game AI

-

Critter AI

-

Jaden 

AI

-

Collision Detection

-

Pysics

Player Input

-

Keyboard

-

Joystick

Main Event Loop

-

Windows Stuff

-

Timing

Off Screen Memory

Copy Image to Display

Time Sync to 30fps

Windows Events

Exit to O/S

A variety of critters can be found throughout the various levels of play. Critters are harvested from several incubators at various locations. There will be a maximum of two enemies alive on any given level. Enemies can be destroyed by the game’s primary character using weapons located on the level.  If a critter is destroyed a replacement will be harvested after a certain period of time elapses. Consequently, there will always be a continual host of enemies to challenge the primary character.

Medusa – Level 1

Bats – Levels 7

Bees – Levels 2, 8

Spiders – Levels 3, 9

Dragon – Levels 4, 10

Dogs – Level 5

Fox – Level 6

Weapons

Weapons will be available for Ariana to use to destroy the critters. The weapons will be positioned at various locations on each level. Ariana retrieves weapons by simply walking to the weapon. A maximum of one weapon can be retrieved at any given time. When a weapon is discharged it will destroy all enemies that it contacts. The following weapons will be available on the stated levels.

Balls – Levels 1,5, 9

Apples – Levels 2, 6, 10

Ice cream – Levels 3, 7

Lollipops – Levels 4, 8

Replaying and Saving

The player will have a maximum of 2 lives. If the player finishes the game without losing all available lives he will be taken to a special screen indicating that he beat the game. If the player loses all available lives he will be taken to a screen indicating that he or she lost. The screen will remain active for 5 seconds and then the player will be taken back to the main user interface screen.

Artificial Intelligence

Jaden AI (Non Playable Character)

Jaden remains in bondage until a two pieces of cheese is collected and Ariana makes contact with him. Once she contacts him, he will follow her unless contacted by a critter. If Jaden is contacted by a critter he will separate from Ariana but he will not be destroyed.

Pathfinding/Critter AI (Opponent)

Internally, the game is modeled as a graph. There are several vertices that are stored in an adjacency matrix. Critters will randomly be sent to each vertex in the graph in hope of finding the player. When the critter arrives a vertex, it will receive instructions to go to the next vertex. Once the player is within close proximity to a critter, the critter will pursue the player. A maximum of 2 critters will be alive on any given level. If a critter is destroyed a timer will be started. After a certain period of time elapses. A new critter will be created.

Weapon AI

There are multiple weapons positioned throughout the game. The player can retrieve a maximum on 1 weapon at any given time. Once a weapon is recovered it may be discharged. If the weapon strikes an opponent the opponent will be destroyed, or if the weapon goes outside of the viewable window it will be destroyed.

Escape Door AI

Once all of the cheese pieces have been collected, the escape door will begin to animate in order to signal the player that he may finish the level. When the player arrives at the escape door, he will be taken to the next level.

Collision Detection

All collision detection is performed by finding intersecting rectangles. 

Physics

All jumping actions were modeled as projectile motion. In addition the main character’s was modeled to have acceleration and momentum.

Product Specification

Design Requirements

1. The game design shall be modular, meaning that additional levels can be added/removed with minimal impact to the game code

2. The game shall work with a standard keyboard or a 2-button joystick.

3. All graphics shall be 8 bit

4. The game shall run in full screen mode.

Project Timeline (Target Completion Dates)

Critter AI – 11/13/03

Jaden AI – 11/14/03

Collision Detection, Projectile Motion – 11/19/03

Weapon Retrieval/Discharge Logic – 11/20/03

Scrolling – 11/23/03

Points –  11/24/03

Game Shutdown Effects 11/25/03

Sound 11/26/03

Game Introduction Screens 11/27/03

Add Additional Levels - 11/27/03

Production Level Graphics Design and Implementation – 12/10/03

Game play

At the start of each level Jaden is incarcerated. Ariana must collect two pieces of cheese from the level before she can free her brother and lead him to safety. When all of the cheese is collected, her brother will be released from confinement. At that time she will be free to get him and lead him to safety. In order to lead him, she needs to be in close proximity to him. Once she is close to him he will follow her until she is attacked by a critter or escapes to safety. There will be a variety of weapons(such as balls, fruit, or candy) that she can use in her defense. Ariana can carry a maximum of one weapon at any given time. Once a weapon is discharged, she is free to collect another.  Along the way, they will be challenged by a number of enemies. Points are given for destroying enemies, and completing a level.

Target Audience

This game is targeted towards children 4-7 years old with limited gaming experience.

Production Tools:


Visual C++ 6.0


Lamothe Game Engine


Paint Shop Pro

 Game Design

The following diagram depicts the overall flow of the game design
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