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Overview

Koff, an undead mage in the land of Warcraft, wakes up to another dismal day in his dismal lands.  He has long grown weary of boredom and longing for adventure, and the well protected safehold that his forsaken brethren keep can not contain him.  Koff gets an idea and quickly hurries to his Warlock friend, Nerlocke.

Using his superior wit, Koff manipulates his poor friend into using his resources to create a black portal to other worlds.  Koff knows not where this portal leads, but he knows it has adventure…

Koff first teleports to the first level in Mario where sees Goombas roaming in the Mario universe.  The lush green geography should fall easy prey to his undead powers.

Gameplay will be a fairly standard side scrolling combat game where the player controls a spellcaster as he blasts his way through MOBs in a 2 dimensional field stolen from Mario or Sonic. 

The game will look very similar to Super Mario Brothers and Sonic the Hedgehog, with the noted difference of a world of Warcraft graphic running through the worlds.

Game Mechanics

1.1 Overview 

Gameplay will be a fairly standard side scrolling combat game where the player controls a spellcaster as he blasts his way through MOBs in a 2 dimensional field stolen from Mario or Sonic. 

The game will look very similar to Super Mario Brothers and Sonic the Hedgehog, with the noted difference of a world of Warcraft graphic running through the worlds.

1.2 Camera Position

The camera position will be a third party camera looking at the profile of the character.  The game will be two dimensional and the camera will not move.

1.3 User Interface Design 
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The background will be directly from whichever game the level is modeled off of.  The icon in the upper-left hand corner will be the mage’s current spell, and the gauge in the upper-right hand corner is the mage’s current hp.

The controls will be movement with the WASD or Arrow keys, switching spells will be done by hitting the corresponding number on the keyboard, and casting the spell will be spacebar.

1.4 Replaying and Saving

There is no saving mechanism to the game.  When Koff runs out of life the player must replay from the beginning.

1.5 Control Summary

Playing this game you will maneuver around the game environment dodging enemies and the weapons they fire at you, while firing your own spells at them.  The challenge will primarily be fighting the onslaught of MOBs in the game.

Specific Controls Are:

R - Aim Up

F - Aim Down

Space - Cast Spell

1 – Select Fireball

2 – Select Frostbolt

3 – Select Lightning Bolt

Left – Move Left

Right – Move Right

Up - Jump

Enter – Advance Storyline / Select

1.6 Game Play Details

Koff will be able to defend himself only by jumping or moving out of his enemies way, and will be able to fight his enemies by using one of three attacks, described in his character bible.

The enemies feature different abilities that are respective of their abilities in their games.  Each ability is described in their character bible.

1.7 Cut-Scenes

There are cutscenes after you beat each boss, three in total.

1.8 Storytelling

The story is primarily told at the beginning of the game where the character is introduced and his quest explained.  The rest of the story is told as the character experiences it.

1.9  Level Summary

1.9.1 Level One

The first level of The Final Game will be in the Mario universe, copied directly from Super Mario Brothers 3, World 1, Stage 1.  It will consist of monsters from the Mario universe, including Goombas, Koopa Troops and Mushroom Citizens.  Being that it will have the exact same layout as its copy from Super Mario Brothers 3, all we will be doing is copying the background of that stage and using it as the background image for ours.  At the end of the level, after fighting through all of the monsters, the player will be confronted with the first boss, Bowser.

1.9.2 Level Two 

The second level will be the first stage of Sonic the Hedgehog, copied in the same manner that the first level was from Super Mario Brothers 3.  The monsters will consist of various varieties of robots taken from the game.  At the end of the level, the player will be confronted with a boss fight with Robotnik.

1.9.3 Level Three 

After completing those two levels, the player will then be confronted with a third, original stage, where he will battle Sonic and Mario.  If the player defeats them, he wins the game.

Artificial Intelligence

1.10 Opponent AI 

The opponent AI is primarily dependent on the opponent.  Most simple mobs will path towards the player and some will fire at the player.  Each detailed MOB behavior is described in their character bibles.

1.11 Player Detection

If the player is on the screen and the MOBs are visible, the MOBs will know the player is there.  Some MOBs do not acknowledge the player’s existence in their behavior.

1.12 Motion

The player controls Koff’s motion using left/right/jump commands, and the MOBs control their own motion using their AI behavior.

1.13 Path Finding

There are no real paths in the game.

1.14 Special Actions

All actions are described in the MOB’s character bible.  Bosses are the only MOBs with special actions.

1.15 Combat (attack, evasion, damage)

Combat is performed by the player shooting fireballs, frostbolts and lightning bolts at enemies.  If the player wishes to avoid damage he must jump or move out of the way of enemies and projectiles.  The player can not mitigate damage.  Health is reduced when the player is hit.

1.16 Non-player Characters

There are no NPCs in the game that are non-combat, everything that moves can and should be killed.  The combat NPCs are detailed in their character bibles.

1.17 Puzzles and Traps

The puzzles show themselves as secret areas in the game, where the reward for finding them is given in the form of extra spells (Frostbolt and lightning bolt).

Game Elements

1.18 Items (e.g. data dictionary)

There are two items in the game, which give the player two extra spells, frostbolt and lightning bolt.  These items are awarded when the player finds the secret areas.

1.19 Character Bibles

1.19.1 Mario

Mario the plumber has been the starring character of many video games, and as such has rightfully earned himself the title of Nintendo mascot.  He’s always willing to defend the mushroom kingdom from any sort of danger, whether it be from Bowser or the likes of an invading scourge mage.  His trademark jumping attack packs a lot more punch than it would seem (probably due in part to his girth) and the supplement of racoon leaf and fire flowers give this plumber powers that aren’t to be scoffed at.

1.19.2 Bowser

The terror of the mushroom kingdom, Bowser has repeatedly tried to take over the kingdom (by way of princess kidnapping) time and time again, only to be foiled by Mario and Co.  Despite this, his perseverance is quite admirable, and he always seems to bounce back from defeat more sinister than ever.  His jealous eye on the mushroom kingdom leaves no room for competition, and as such, he’s thrown aside the rivalry he has with Mario temporarily to join forces and stop the invading interloper.  His main attacks are his fireball breath and jumping attacks.

1.19.3 Koopa Troops

The turtle foot-soldiers of Bowser’s army.  They come in two varieties: Winged and Non-Winged.  The winged Koopa Troops attack from the sky, while the Ground variety march steadily on the ground to meet a foe head-on.

1.19.4 Goombas

The goombas are mushroom-like creatures that make up the analogous pawns of Bowser’s army.  Their fungus bodies are coated in a potent poison that spreads on contact, making the job of this soldier nothing more than to march steadily towards contact with the enemy.

1.19.5 Sonic the Hedgehog

This fast-paced hedgehog takes crap from nobody, and is constantly the defender of peace and freedom on his home planet of Mobius, despite his rash attitude and impatient personality.  He doesn’t like the idea of the invading undead mage taking over his planet, for fear of losing his freedom, and his running space.

1.19.6 Dr. Robotnik

This technologically-gifted genius is constantly a thorn in Sonic’s side, and vice versa.  His aspirations for world domination have constantly been thwarted by the blue hedgehog and his friends.  While the thought of allowing Sonic to perish at the hands of the invading newcomer is tempting, his surveillance cameras have indicated that he just doesn’t have the necessary force to deal with the power of the mage.  Reluctantly, he’s aiding Sonic in the attempt to stave off the invader.  After that, however, all bets are off…

1.19.7 Robots

The Robotnik Robots are actually peaceful inhabitants of the planet turned to Dr. Robotnik’s cause by encasing them in a robot shell and drawing upon their body’s energy for power.  They mindlessly do whatever their directives tell them to, which in this case, is to stop the scourge invader at all costs.  There are 3 types of robots: a Beetlebot, which will attempt to speed towards koff at high velocity, a bumblebee bot, which will fly mindlessly across the screen, and a spikey bot, which tries to collide its floating, spikey body into koff.

1.19.8 Koff

Koff is an ambitious Scourge Mage who has grown bored of his undeath in his home world.  By manipulating his poor warlock friend Nerlocke, Koff has managed to gain access to a dark portal that leads to other worlds.  His thirst for power unquenchable, Koff embarks, seeking new challenges to blow to pieces.

1.19.8.1 Fireball

Standard damage spell that travels across the screen.

1.19.8.2 Frostbolt

Damage spell travels across the screen that freezes the victim on impact.

1.19.8.3 Lightning

Damage spell that instantly affects the victim.  It cannot be aimed, shooting only in the direction koff is facing.

1.19.8.4 Miscellaneous

Koff can run and jump in the game world.

Story Overview

1.20 Storyboard
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Game Progression

1.21 Setting

The setting of the game is in an 8bit gameworld of Sonic the Hedgehog and Super Mario Brothers.

1.22 Introduction

The player is introduced to the game by a title screen and a screen with text that introduces the story, if the player chooses to read it.  There is also an option to read the instructions, and to start the game.

1.23 Flowchart 
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1.24 Level and Scene Details

1.24.1 Level One

The first level of The Final Game will be in the Mario universe, copied directly from Super Mario Brothers 3, World 1, Stage 1.  It will consist of monsters from the Mario universe, including Goombas, Koopa Troops and Mushroom Citizens.  Being that it will have the exact same layout as its copy from Super Mario Brothers 3, all we will be doing is copying the background of that stage and using it as the background image for ours.  At the end of the level, after fighting through all of the monsters, the player will be confronted with the first boss, Bowser.

1.24.2 Level Two 

The second level will be the first stage of Sonic the Hedgehog, copied in the same manner that the first level was from Super Mario Brothers 3.  The monsters will consist of various varieties of robots taken from the game.  At the end of the level, the player will be confronted with a boss fight with Robotnik.

1.24.3 Level Three 

After completing those two levels, the player will then be confronted with a third, original stage, where he will battle Sonic and Mario.  If the player defeats them, he wins the game.

Lessons Learned

The primary learning was the utilization of DirectX programming as well as LaMothe’s code.  Also learned was how to use Photoshop and MSPaint to create sprites for the game.

Beyond that, it was learned that it takes more coding than originally thought to create even as simple of a game as this borrowing as many tools as this.  Implementation of games is more time consuming than.
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