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OVERVIEW
Game Story

Journey of the Jedi takes place in the Star Wars Universe.  From a chronological perspective, the game takes place between Episode III and Episode IV in the Star Wars saga. The Empire, under the command of the Emperor and Darth Vader, is in control of the universe.  Darth Vader, traveling to the farthest reaches of the universe, is hunting and killing the few remaining Jedi in the universe.  Vader’s mission is just about complete as he has captured Master Yoda and is preparing to execute him.
You are Muida Leoak, a young Padawan learner.  Master Yoda is being imprisoned on the Death Star by Darth Vader.  Your goal is to make your way through the game by fighting enemies, dodging traps, and collecting ammunition.  As you gain experience by completing levels, your Jedi skills will become greater and more powerful.  Use your untrained Jedi skills wisely, and you will rescue Yoda.  However, if you use them recklessly, you may perish or, worse yet, fall to the clutches of the Dark Side of the Force!

Development Specification
Journey of the Jedi was developed using Microsoft Visual C++ 6.0.  DirectX  8.1 SDK, specifically, DirectDraw, DirectSound, and DirectMusic were also used to develop Journey of the Jedi.  Images for character animation were based on imagery downloaded from the Internet.  Character animation was created using Microsoft Paint.  Sound bytes were also downloaded from the Internet or directly recorded from the Star Wars movies using Windows Sound Recorder.
GAME MECHANICS
Overview

Journey of the Jedi is a 2D side-scrolling action game.  The object of the game is to guide the character, Muida Leoak, past enemies on three separate levels and ultimately encounter a boss on the final level.  Muida is equipped with a light saber and can perform the following actions: walk, jump, duck, shoot a laser blaster, and swing a lightsaber.    Enemies are from the Star Wars Universe and include the following:  Jawas, Tusken Raiders, Stormtroopers, Power Droids, the Emperor’s Royal Guard, and Darth Vader.  Darth Vader is the only enemy that is ‘intelligent’ and will track Muida’s position.  All other enemies will follow a prescribed pattern.  Stormtroopers will have to ability to shoot laser blasters at Muida.  Muida will not be able to block laser blasts, so the player will have to evade them.  Jawas and Power Droids are only supposed to be evaded, not killed.  Killing them will result in higher anger points.  The game will end when all of Muida’s lives have been expended, Muida’s anger level reaches 100, or when Darth Vader is defeated.
Camera Position
Journey of the Jedi is a 2D side-scrolling arcade game.  The camera will follow Muida Leoak.  As Muida reaches a certain point on the screen the background will begin to scroll, giving the appearance of movement within the screen.  When Muida reaches the end of the level, the entire screen will pan to the right, resulting in a black screen with some text for plot/story development.
User Interface Design
Journey of the Jedi is divided into four major screen types: the Intro Screen, the 
Game Play Screen, the Transition Screen, and the Game Over Screen.

Intro Screen

The following figure is the introduction screen for Journey of the Jedi.  The player has to option to start the game or quit depending on which button is pressed.  The theme to Star Wars will be played in the background.
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Game Play Screen
The following figure is an example of the game play screen.  In the upper left corner of the screen, the Mitochlorian count (player’s score) and the amount of ammunition the player has is displayed.  Next to these values is an indicator showing the player which weapon is currently activated, as indicated by the yellow outline.  In this example, the active weapon is the lightsaber. To the left of the weapon display is the player’s health level and anger level.  If all lives are used and health reaches 0 or anger reaches 100, the game will end.  In this example, Muida’s health level is at 90, and his anger level is at 0.  The life indicator is located in the upper right corner.  The number of Muida heads indicate how many lives the player has left.  In this example, Muida has 3 lives remaining.  Each level will have its own music accompaniment.
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Transition Screen

The following figure is an example of the transition screens shown to the player when levels are completed.  The purpose of these screens is to develop the story and inform the player of the plot development in the game.  The player will need to press the <RETURN> key to move to the next level.
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Game Over Screen

The following figure is an example of the screen shown when the game is over.  The game ends when the player’s anger level reaches 100 or above, when the player’s health is below or equal to 0 (with 0 lives remainig), or when the player defeats Darth Vader and rescues Yoda.  The player has the option to escape to Windows or return to the Intro Screen.
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Game Sounds

During gameplay, the player will hear familiar sounds from the Star Wars movies.  Every time Muida swings his lightsaber, the electric hum of the lightsaber is heard.  Also, every time a laser blaster is fired, the sounds of a laser blaster are heard.  Each character also have sounds associated with them.  When a character is hurt, a certain sound is played.  Furthermore, when the character is killed, another sound byte is played.  Darth Vader’s infamous breathing is played as long as he is alive.  Vader will also taunt Muida when he blocks his attacks.

Familiar music from the Star Wars movies are also captured as background music.  Songs such as the Imperial March and Duel of Fates are a couple of songs Star Wars fans might recognize.

Replaying and Saving
Journey of the Jedi does not allow the player to save the game.  Every time the game starts, the player must traverse through the entire game – starting at Level 1.  The game is short enough that the need for saving is not necessary.
Control Summary
The player will move left and right across the screen with the “Left” and “Right” arrow keys respectively.  The player will be able to jump by pressing the “Up” arrow key.  The “Down” arrow key will command Muida to duck.  The space bar will be used to command an attack (depending on which weapon is active).  The lightsaber or blaster can be selected as the weapon by pressing “1” or “2” respectively.    

Game Play Details
Journey of the Jedi is a 2D side-scroller.  Muida will have three lives to traverse through three separate levels and one boss level.  Like most 2D side-scrollers, the object of each level is to move Muida from the left side of the ‘world’ to the furthest point on the right side of the ‘world’.   The overall goal of the game is to rescue Yoda from Darth Vader’s imprisonment chamber on the Death Star.
If Muida fails to rescue Yoda with the three lives provided, he will have failed his mission.  In order to rescue Yoda, Muida must either evade or kill enemies.  Muida is originally equipped with a lightsaber and a laser blaster.  Using these weapons, Muida must fight Tusken Raiders on Tatooine, Stormtroopers on an Imperial Starship, the Emperor’s Royal Guard on the Death Star, and, ultimately, Darth Vader!  Stormtroopers have the ability to shoot laser blasts at Muida.  Because Muida’s Jedi skills are not fully mature, he will not be able to use his lightsaber to block these laser blasts.  

Along with these enemies, Muida will also face pesky enemies who will steal his ammunition - Jawas and Power Droids.  However, Muida must be careful not to kill these enemies.  Killing jawas and droids will increase his anger level.  If Muida allows his anger to get out of control, he will succumb to the forces of the Dark Side and fail his mission, ending the game.   
Cut Scenes

Journey of the Jedi does not have elaborate cut scenes.  When the player successfully completes a level, the screen pans right and some text is displayed to the player.  The purpose of the text is the further develop plot and provide information to the player.  However, the game was designed so that cut scenes can be added later.
Storytelling

The underlining story of Journey of the Jedi follows a Padawan learner’s adventure to rescue Yoda from Darth Vader.  Yoda is being held prisoner on the Death Star, and Muida has to find a way to get on to the Death Star to rescue Yoda.  The game starts on the planet Tatooine.  Muida has to kill and evade Tusken Raiders and evade Jawas to make his way to a docked Imperial Starship.  Once Muida sneaks on to the Imperial Starship, he has to evade and kill Stormtroopers and evade Power Droids until the Imperial Starship lands on the Death Star.  After the Imperial Starship lands on the Death Star, Muida has to find his way to the prisoner cells on the Death Star.  Muida must fight the Emperor’s Royal Guard and more Stormtroopers to make his way to the prisoner cells.  The prisoner cells are being protected by Darth Vader.  Muida must defeat Darth Vader to rescue Yoda.  
Level Summary
Level 1: Tatooine

The first level takes place on the planet Tatooine.  Muida must evade Jawas and evade/kill Tusken Raiders to makes his way to the Imperial Starship.
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Level 2: Imperial Starship

The second level takes place on an Imperial Starship that’s headed back to the Death Star.  Muida has snuck onto the Imperial Starship that was docked on the planet Tatooine.  Muida must stay alive long enough so he can sneak on to the Death Star when the Imperial Starship lands.  Muida will have to evade Power Droids and evade/kill Stormtroopers on this level.  The Stormtroopers will be able to fire laser blasters, so Muida has to evade these laser blasts as well.  Muida’s Jedi skills are not advanced enough to block laser blasts with his lightsaber.  
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Level 3: Death Star

The third level takes place on the Death Star.  Players will recognize the landscape of the Death Star as it will resemble the Imperial Starship.  Muida must find his way to the prisoner cells, where Master Yoda is being held captive.  On this level, Muida will have to evade or kill Stormtroopers and the Emperor’s Royal Guard.  Stormtroopers on the Death Star are better trained soldiers and will be able to fire there blasters faster.
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Level 4: Prisoner Area

The final level takes place in the prisoner area on the Death Star.  Muida has found the area where Yoda is being held captive.  Unfortunately, the evil Sith Lord Darth Vader is guarding the area.  Muida must defeat Darth Vader in order to rescue Yoda.  Muida’s laser blaster is useless against Vader, and Muida’s lightsaber attacks are useless as well for the most part.  Vader can only be attacked while he’s ‘resting’.  
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ARTIFICIAL INTELLIGENCE
Opponent AI
With the exception of Darth Vader and the Stormtroopers, all the enemies generally follow the same algorithm.  Each enemy has a prescribed minimum and maximum x-position in the world.  If the enemy is heading in the left direction, he will continue to go left until the minimum x-position is reached.  Once he reaches this specified x-value, he changes direction and approaches the maximum x-position in the world.  Once the maximum x-position is reached, he changes direction and approaches the minimum x-position again.  This algorithm is followed until the enemy is killed.  

The Stormtroopers pattern follows the algorithm described above.  However, the difference is that they can fire their laser blasters.  Each Stormtrooper has a counter.  The counter is decremented on every game loop.  Once the counter is equal to zero, the counter is reset, and the Stormtrooper can fire his laser blaster.  The Stormtrooper will only fire his blaster is Muida is standing in front of him.  Prior to firing his blaster, the player is warned by the Stormtrooper proclaiming ‘There’s one!’.  If Muida is not standing in front of him, he will continue walking his pattern.
Darth Vader has the ‘smartest’ artificial intelligence.  Vader is always aware of Muida’s position and is always approaching Muida.  Initially, Vader just slowly tracks Muida for a specified amount of time (controlled by a counter).  Vader is aware of Muida’s attacks and appropriately blocks the attacks during his tracking state, as indicated by Vader saying ‘It is useless’ every time he blocks Muida’s attacks. Muida’s laser blaster is completely ineffective against Vader.  After the tracking state expires, Vader speeds up and attacks Muida.  At this time, Vader cannot be attacked or blocked.  Muida must jump over Vader and evade him until his attack time has expired.  After Vader’s attack time expires, he rests for another specified amount of time.  Muida must jump over Vader and attack him with his lightsaber from behind.  After his rest period expires (or if Muida successfully attacks him), Vader resets to slowly tracking Muida again, and the cycle continues.
Player Detection
Only the Stormtroopers and Darth Vader have player detection algorithms.  As noted earlier, Stormtroopers will fire their blasters is Muida is in front of them when their attack counter expires.  Likewise, Darth Vader is always aware of where Muida is and is always approaching Muida.

Collision Detection

The collision detection used in Journey of the Jedi is a simple algorithm.  Each character/element in the game has a bounded box that is determined by the size of the bitmap and the pertinent pixels within that bitmap (ignoring the ‘black space’ on the bitmap).  The box follows the movement of the character, and each game loops checks for all the appropriate collision.  Collision Detection is used for the following actions:

- Enemy contact with Muida

- Stormtrooper laser blast contact with Muida

- Lightsaber contact with Enemies

- Muida laser blast with Enemies

- Muida contact with Ammo Refills

- Muida contact with First Aid Kits

- All character contact with ‘Drops’
If any of the above collisions occur on a game loop, the appropriate result will occur.  For example, if an Jawa comes in contact with Muida, Muida’s ammo level will decrease by 1 point.

Motion
The enemies in Journey of the Jedi move horizontally using the algorithm described in the Opponent AI section.  All enemies and Muida move at prescribed horizontal speeds.  If Muida’s bounding box collides with an enemy’s bounding box, Muida will bounce back (depening on who the enemy is).  Likewise, if Muida successfully strikes an enemy with his lightsaber, the enemy will bounce back as well.  If any of the characters in Journey of the Jedi encounter a ‘drop’, he will fall off the screen and die.  Lastly, Muida is able to jump over enemies and laser blasts.  The jump is described in an array that follows a symmetric parabolic shape.  
Path Finding
There are no true paths in Journey of the Jedi.  All movement takes place on a single line.  As noted earlier, enemies follow a prescribed horizontal pattern at a specified speed.  If characters collide with a ‘drop’, he will fall off the screen and die.  

Special Actions 
Aside from shooting his laser blaster and attacking with his lightsaber, Journey of the Jedi has no special actions.  To help with the testing of the game, there are some special ‘cheat’ keys that will transport the player to certain levels and add more ammo.  These keys will not be revealed to the player.  Happy hunting!
Combat
Muida is equipped with a lightsaber and a laser blaster.  Depending on which weapon is active, Muida can fire laser blasts from his laser blaster or attack with his lightsaber.  Laser blasts can traverse the entire width of the screen, but are weaker.  Muida can only fire one laser blast at a time.  Before he can fire another, the previous laser blast must be off the screen or have hit an enemy.  Lightsaber attacks are more powerful, but it is a shorter range attack.  Muida is equipped with a limited amount of ammunition.  However, ammunition refills are provided within the game.  Other than Darth Vader, enemies will not avoid/block Muida’s attacks.  As noted earlier, Darth Vader will block Muida’s lightsaber attacks if Vader is in tracking mode.
Jawas and Power Droids take away ammunition when they collide with Muida.  Tusken Raiders, Stormtroopers, the Emperor’s Royal Guard, and Darth Vader all take away health points when they collide with Muida (specific levels of damage are specified in the Character Bibles).  Stormtroopers can fire their laser blasters at Muida.  Laser blasts will also take away health points.  Muida is not supposed to kill Jawas or Power Droids.  If Muida kills either one, his anger level increases.  

Non Player Characters
Other than the enemies in the game, there are no non player characters in this edition of Journey of the Jedi.  Yoda can potentially be one if the game was further expanded.
Puzzles and Traps
There are no explicit puzzle or traps other than the ‘drops’ and enemies.  Because all enemies follow a specified pattern, timing jumps and attacks are the only puzzles and traps contained in this game. 
GAME ELEMENTS
Items
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Ammunition Refill
This item is placed on the levels to allow the player to replenish Muida’s stock of ammunition.  Each item is worth 10 rounds of ammunition.
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First Aid
This item is placed on the levels to allow the players to replenish Muida’s health.  Each item is worth 10 health points.
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 Drops

The appearance of the drop items depends on the level.  Drops are purposely the same texture bitmap as the background.  If any character (enemies included) will fall off the screen and die.

Character Bibles
The following are descriptions of the characters in the Journey of the Jedi

The Hero
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Muida Leoak
Muida is the main character of the game.  Muida is a Padawan, a student training to become a Jedi Knight.  Master Yoda has been captured by the Empire, and it’s up to Muida to rescue him.  Rescuing Yoda will test Muida’s immature Jedi skills and determine if Muida will be able to control his anger.

Health Points: 100

LightSaber Damage: 10
Blaster Damage: 5

Level One Enemies
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Jawas

Jawas are small scavengers.  They comb the lands in search of discarded scrap and wayward mechanicals.  They are harmless but will steal ammunition from you if they come in contact with you.  Killing jawas will increase your anger level by 10 anger points.  Jawas are the secondary enemies on Level One.  

Health Points: 1


Damage: -1 ammunition

Points Awarded: 10 Anger Points
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Tusken Raiders (aka Sandpeople)
Tusken Raiders are fearsome desert scavengers that will aggressively attack even when unprovoked.  Tusken Raiders are extremely unintelligent and attack with spiked clubs.  Killing Tusken Raiders will increase your Mitochlorian counts by 10.  They are the primary enemies on Level One.

Health Points: 5 

Damage: 5 health points

Points Awarded: 10 Mitochlorian counts


Level Two Enemies
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Stormtroopers 

Stormtroopers are the evil soldiers of the Empire.  Compared to Jedis and Padawans, storm troopers are weak and less intelligent.  However, the shear number of storm troopers can be too much for a single Jedi to handle.  Killing stormtroopers will increase your Mitochlorian counts by 20.  Stormtroopers are the primary enemies on Level Two, and they appear on Level Three as well.

Health Points: 15


Damage: 10 hit points

Points Awarded: 20 Mitochlorian counts
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Power Droids

Power Droids are used for various utilitarian tasks on Imperial Starships.  They are relatively harmless, but they will take away ammunition from you if they come in contact with you.  If you destroy Power Droids, your anger level will increase by 10 anger points.  They are the secondary enemies on Level Two.  

Health Points: 1

Damage: -2 ammunition

Points Awarded: 20 Anger points

Level Three Enemies
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Emperor’s Royal Guard 

The Emperor’s Royal Guard are the evil Empires greatest and most competent warriors.  They attack swiftly and are capable of causing great damage.  If you kill one, your Mitochlorian counts will increase by 40.  They are the primary enemies on Level Three.  

Health Points: 30


Damage: 20 hit points

Points Awarded: 40 Mitochlorian counts

Prisoner Area Enemies
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Darth Vader
Darth Vader will stand before you and Yoda.  He is the Dark Lord of the Sith and a master of the Dark Side of the Force.  He is the Emperor’s most powerful and most trusted warrior.  If you defeat Vader, you will be awarded 1000 Mitochlorian counts and win the game.  He is the only enemy on the Prisoner Area Level.

Health Points: 50
Damage: 50 points

Points Awarded: 1000 Mitochlorian counts
STORY OVERVIEW
Storyboard 
The following pictures provide the basis of how each level’s background was designed:  
Level One: Tatooine
Tatooine has endless deserts and is notable for its twin suns.  The background of the game attempts to capture that environment.  The movement goes from left to right and pans when Muida approaches the right of the screen.  Tusken Raiders and Jawas are the enemies on this level.  The following picture is the basis for the background of this level.  Muida will traverse this level looking for the Imperial Starship that’s docked on Tatooine.  He will sneak on the Starship to attempt to get on to the Death Star.
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Level Two/Three: Imperial Starship/DeathStar

Because Levels Two and Three will take place inside spaceships, the Imperial Starship and Death Star Levels have the same look and feel.  The levels attempt to create a dry, cold, and dark environment.  The movement goes from left to right and pans when Muida approaches the right of the screen.  Stormtroopers and Power Droids are the enemies on Level Two.  The Emperor’s Royal Guard and Stormtroopers are the enemies on Level Three.  The following picture is the basis for the background of these two levels.
Level Two takes place on the Imperial Starship after Muida has snuck on it.  Muida must stay alive long enough to allow the Imperial Starship land and dock on the Death Star.

Level Three takes place on the Death Star.  After the Imperial Starship has landed, Muida sneaks on to the Death Star and begins looking for the Prisoner Area, where Yoda is being held captive.  
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End Level: Prisoner Area

The End Level will take place in the prisoner area of the Death Star.  The background will be based on the corridor in which Princess Leia was being held captive in the original Star Wars movie.  As the final battle will only involve Muida and Darth Vader, this level will be stationary and take place on a single screen.  The following picture will be the basis for the background of this level.

Muida will encounter Darth Vader on this level.  Muida must defeat Darth Vader in order to save Yoda’s life.
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Background and Plot Summary
Journey of the Jedi takes place in the Star Wars Universe.  The evil Sith Lord Darth Vader has recently traveled the universe in an attempt to kill the remaining Jedi.  He has hunted nearly all of the fully trained Jedi and vanquished them.  Darth Vader has even captured Jedi Master Yoda and is preparing to kill Yoda on the Death Star.  Vader plans to continue hunting down and killing the remaining Jedi; however, if he can terminate Yoda, no further Jedi can be trained.  There is a flaw in Vader’s plan, however.  He has overlooked a young Padawan named Muida Leoak.  Muida, being taught by Master Yoda, was at the final stages of his Jedi training when Yoda was captured.  It’s is now up to Muida to use is raw Jedi skills to infiltrate the Death Star and rescue his master.  Because Muida is still learning the ways of the Force, it will be easy for him to be tempted to the Dark Side of the Force.  Mudia must be very careful to not let his anger overtake him and fall into the clutches of evil in his journey to save his master.
GAME PROGRESSION
Setting

Journey of the Jedi is set in the Star Wars Universe.  Specifically, Muida’s journey leads him through the deserts of Tatooine (Level 1), an Imperial Starship (Level 2), the Death Star (Level 3), and an encounter with Darth Vader (Final Level).  The levels will loosely based on the environments as depicted in the movies.
Introduction
A long time ago in a galaxy far, far away...  In his quest to vanquish all Jedi, Darth Vader has captured Master Yoda.  Yoda is being held prisoner on the newly constructed Death Star.  Muida Leoak, Yoda’s last Padawan learner, is the Rebellions last hope to save Master Yoda.  He must find a way on to the Death Star and rescue Yoda before Vader executes him.  If Muida fails his mission, the universe will fall to the hands of the Empire forever.  If Muida is successful, the Rebellion lives on for another day...
Flowchart

The following flowchart shows the flow of the game.  Once the game starts, the game will go to the Main Menu.  At the Main Menu, the player will have the option to start the game or Exit.  Once the game starts, the game will begin on Level One: Tatooine.  As the player completes each level, he will progress down the flow chart until the game ends.  The game ends by either the player rescuing Yoda, the player reaching 0 health points, or the player’s anger level exceeding 100.  When the game ends, the game moves to the Game Over Screen where the player has the option to Exit or return to the Main Menu.


[image: image22.emf]Level Two:

Imperial Starship

Level Three:

Death Star

End Level:

Prisoner Area

Game Win Screen

Main Menu Exit

Level One Transition

Level Two Transition

Level Three Transition

Win

Lose

Lose

Game Over Screen

Level One:

Tatooine

Start



Level and Scene Details
All levels, with the exception to the last level, have the same objective – move Muida from the right to the left without losing all his health points or increasing his anger level.  Each level will have two types of enemies to conquer.  Players can attack with a lightsaber or a laser blaster.  Some enemies are not supposed to be killed (Jawas and Power Droids) because they will increase your anger level.  Only Strormtroopers will be able to shoot laser blasts.  

Each level will also have a series of drops that the player must be able to jump over.  Players will be able to replenish health points and ammunition by picking up items on each level.  

Level 1:  Muida will face Jawas and Tusken Raiders.  Jawas are not to be killed.  If killed, they will increase Muida’s anger level.

Level 2: Muida will face Power Droids and Stormtroopers.  Power Droids are not to be killed.  If killed, they will increase Muida’s anger level.  Stormtroopers have the ability to fire laser blasts at Muida.  Muida’s lightsaber has no effect on laser blasts.  Laser blasts must be evaded and cannot be blocked.

Level 3:  Muida will face Stormtroopers and the Emperor’s Royal Guard.  Both Stormtroopers and the Royal Guard will cause damage to Muida.  Stormtroopers have the ability to fire laser blasts at Muida.  Muida’s lightsaber has no effect on laser blasts.  Laser blasts must be evaded and cannot be blocked.  The Royal Guard will not be able to shoot. 

Final Level:  Muida will face Darth Vader.  Darth Vader cannot be attacked with the blaster.  Vader will block all attacks while tracking Muida.  After tracking Muida, Vader will chase Muida.  When Vader chases Muida, both lightsaber attacks and blaster attacks are useless.  Vader will can only be hurt after he finished chasing Muida (as indicated by Vader standing still) by attacking him with a lightsaber from behind.  

LESSONS LEARNED / SUGGESTIONS FOR IMPROVEMENT
Character Animation

Using Microsoft Paint to edit and create the animation bitmaps was a long and laborious task.  If more advanced animations or more characters are to be added (or revisited), it would be prudent to have a better tool to perform bitmap manipulation.  As the game currently stands, there are some pixel ‘clean-up’ issues in the game that could not be addressed.

Duck function 
Currently, the duck function really offers no value.  In future releases of the game, Stormtroopers should shoot laser blasts high and low, requiring the player to jump and duck to evade.

Design Document

The design document created at the beginning stages of the game was clearly a useful tool.  Because the game was designed upfront, the development of the game was clear and concise.  The Design Document’s effectiveness would have been even more effective if there were more than one developer for this game.

Divide Common Functions into separate function calls

If there was additional time, it would have been prudent to split up some of the functionality into smaller functions.  There was a bit of attempt to do this by creating the Enemy_Killed( ), Enemy_Pattern( ), Enemy_Collsion( ) functions.  However, the readjusting of characters when the screen pans could have been put into a separate function as well.  This additional piece would allow easy implementation of adding new enemies and items to the game.

Dying animation
As the game currently stands, there are no elaborate animations for characters dying (other than the character disappearing).  Time permitting, it would have been much better to have some better feedback on characters dying.

Cut Scenes

Cuts scenes would have tied the levels together more effectively.
Level complexity

Given the limited resources (one-man show), it might have been a better idea to make one very complex level with a single boss at the end instead of making a game with three separate levels and one boss level.
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