Mark’s Journal

A game by Scott Tluczek

CIS 487

Game Mechanics

Overview:



“Mark’s Journal” is a ¾ perspective game. Where the camera is up in the sky and looking down at the play field. It is not, however, a true top-down view, so the player does not just see the tops of objects. Each object (such as the game hero and monsters) is seen from a side view, but the player can move the hero in four directions: up, down, left, and right. The entire game happens inside of a dungeon, with each room taking up most of the screen. Along to top is the player information of how much health the player has, how many coins the player has, and how many keys the player has. The player attacks the monsters by swinging his weapon. The monsters attack the player by just moving into him. When a monster dies, the player gains some coins depending on what monster he killed.

User Interface Design:

The user controls the hero my pushing the 4 directional keys and attacks by pushing the space bar.  The hero status, how much health is remaining and how many coins the player has, is displayed at the top of the screen.  During the cut-scenes, the player is prompted how to move onto the next screen.

Replaying and Saving:

To replay the game, the player must first exit the game by pushing the escape button at any time and then running the .exe file. There is no way restart the game while inside of it. There is also no way to save the game.

Control Summery:

The keyboard control of the hero, and the hero character moves faster than the monsters. The player uses the 4 directional keys to move and the space bar to attack. The keyboard is much better than the mouse for controlling this type of game.

Game Play Details:


When the game first loads, there is the title screen, followed by the story screen.

The game play will amount to the player using the arrow keys on the keyboard to move the hero character around and the space bar makes him swing his weapon. When the player touches a monster, the hero’s hit points decrease. When the hit points reach zero, the hero dies and the game lost screen is shown. When a monster dies, it gives the player a number of coins (5 for a slime and 3 for a ghost). When all of the monsters die, the game won screen is shown.



The dungeon is filed with blocks that the player or the monsters cannot move through. Only the ‘ghost’ monster can move through a block.

Monsters will move towards the player, half of them will move by the x-axis first and the other half will move by the y-axis first. They have no other attack then when they run into the player.

Cut-Scenes:

The first cut-scene it the story page, which is just text until the player pushes the space bar. The second cut-scene is the game lost screen, which tells the player that they have lost and must exit the game. The third cut-scene is the game won screen, and it tells the player that they have won the game and must exit the game.

Storytelling:

The story is given to the player by the opening story page before the game begins via a paragraph of text, and the story is finished at the game won screen in another paragraph of text.

Level-Summery:

The only level is a single room that has the monsters in it. The player cannot move through the blocks or the walls. He must kill all the monsters or be killed himself.

Artificial Intelligence

Opponent AI:

The monsters will always move closer to the hero. Half of them will move along the x-axis first, while the other half will move along the y-axis first. When killed, they will become “de-activated” to avoid them coming back onto the screen, what I like to call “The Flying Dutchman Effect.”

Player Detection:

The player location is tracked at all times and is given to the monsters to help them track the hero. 

Motion:

The monsters can only move in 4 directions, up, down, left, and right. Half of them will move to the left or the right to line up with the player before they move up or down, while the other half will move up or down to line up with the player before moving left or right. Slime monsters cannot move through blocks, but ghosts can.

Path Finding:

The monsters will always move towards the hero. They cannot move around blocks or find a better way. The ghost monster can move through blocks.

Special Actions:

There are no special actions that can be taken.

Combat:

When the player pushes the space bar, the hero will swing his weapon. If the player holds down the space bar, the weapon will stay on the screen. If a monster moves into the weapon, they will take damage and die. If a monster moves into the hero, the hero will be pushed back in the opposite direction he was facing and will take damage depending on what type of monster moved into him. Since the monsters always move toward the player, it will be hard to evade them.

Non-player Characters:

There are no non-player characters in the game besides to monsters.

Puzzles and Traps:

There are no puzzles and traps.

Game Elements

Items:

There are no items in this game.

Character Bibles:
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Mark:

This is main hero of Mark’s Journal and the character that the players control. Mark is moved by the four directional keys on the keyboard. Pushing the up arrow key moves Mark up; pushing the right arrow key moves Mark to the right; pushing the down arrow key moves Mark down; pushing the left arrow key moves Mark left. Pushing the space bar makes Mark swing his weapon, a halberd in the direction he is facing. There is only one frame of animation for attacks, and Mark cannot move while he is attacking. Mark has a total of 100 hit points; he can hold a total of 500 coins. When he reaches zero hit points, he dies and the game is over. There is no save function and no continues. Mark cannot walk through blocks. When a monster hits him, he will move in the opposite direction then what he is facing in.

Ghost:
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A type of monster that moves in 4 directions. It can move through blocks. When it moves into Mark, Mark loses 3 hit points. The ghost monster only has 1 hit point. One hit from the halberd will kill it. When killed, Mark will gain 3 coins.

Slime:
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A type of monster that can only move in 4 directions. It cannot move over blocks. When it moves into Mark, Mark loses 7 hit points. The slime monster only has 1 hit point. One hit from the halberd will kill it. When killed, Mark will gain 5 coins.

Block:
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The blocks are non-moving invulnerable objects that only the ghost monster can move through.

Story Overview

Storyboards:

Intro Screen:
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Push enter to start a new game





Story Screen:


[image: image6.png]March 20

Yesterday, I came across a town that was suffering under a deadly curse.
‘When I asked the mayor, he said that monsters in a nearby dungeon were
attacking the towns folk. I set out immediately to slay the monsters and free
the town.

(Push space to continue)




Main Game:
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Game Lost Screen:
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Game Won Screen:


[image: image9.png]1 did it, all of the monsters are dead and the town is free. The townsfolk
asked me to stay, but I had to continue my journey. There are more towns
out there that need my help.

Congratulations! You have won!

Thank you for playing.

(Push escape to exit the game)




Background/Plot Summery:
March 20


Yesterday, I came across a town that was suffering under a deadly curse. When I asked the mayor, he said that monsters in a nearby dungeon were attacking the townsfolk. I set out immediately to slay the monsters and free the town.


I did it, all of the monsters are dead and the town is free. The townsfolk asked me to stay, but I had to continue my journey. There are more towns out there that need my help.

Congratulations! You have won!

Thank you for playing.

Game Progression

Setting:


The game takes place in a medieval/fantasy world and is set in a dungeon.

Introduction:

The game opens with the title screen and then goes to the story screen when the player pushes the enter button. Then it goes into the game when the player pushes the space button.

Flowcharts:

Main Game Flow chart

Hit detection flow chart

Monster killed flowchart:


Scene Outlines:
The title screen will have the title of the game, and if the player pushed the enter button, he will move onto the story screen, if he pushes the escape button, he will exit the game.

The story screen will just display the intro text for the game until the player pushed the space bar. If the player pushed the escape button, he will exit the game.

The main game is a room filled with monsters. At any time, when the player pushes the escape button, he will exit the game.

The game lost screen will just be an image that lets the player know they have lost. They must push the escape button to exit the game.

The game won screen is just a display of text with the rest of the story. The player must push the escape button the end the game

Lessons Learned


The first lesson is just how hard it is to get a game to do exactly what you want it to do. It is similar to forcing square pegs into round holes, since even if one instance is forgotten about, it can cause countless problems.


The second lesson is that other games and demos, while difficult to read, can offer up valuable solutions to problems and how to do things better. There is no reason to ‘reinvent the wheel’ if there is already a better one out there.

Bibliography

The sources I have used to make this game are:

LeMothe’s demo code numbers 9_1_16b, and 12_2.

I have also used Craig Foucher’s “The Battle of Moytura” for some code.

The music I have taken from LeMothe’s disk, and the sound effects are from “Dink Smallwood”, made by Seth A. Robinson, Justin Martin, and Greg Smith.
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