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I.
Executive Summary

I. Abstract of game story

Five years ago the world as we know would be ravaged by an ultimate weapon.  This weapon would send the world back to an age far worse than the1st medieval area.  This weapon would rid the world of all technology, and bring forth the deadly disease that would claim thousands of lives in an instant.

Today a scientist by the name of Nami Rochester, found an ancient data crystal that contain information on how to get rid of the disease.  Sadly the crystal contained very little data.  Nami would than suggest that the crystals came in a set.  That’s where you comes in.  It’s your duty to find the data crystals around the kingdom, and face any adversity that may come your way.  Are you up to the task.  Can you find the secret of the data crystals of past.

II. Game play and appearance

The game is an action rpg, where the player moves around freely on a tile based world.  

The goal of the game is to collect all three data crystals, and to progress farther into the story.  The game also features a final boss which will have more actions than typical enemies.

All input is through the keyboard the player will use the direction keys to move around.  The enter key to attack.  The player will also be able to save their game in case they are unable to complete the game.

III. Development specification

The game is developed for the Microsoft Windows. Environment.  It uses the Allegro SDK.  All code was compiled in Microsoft Visual Studio.  Other programs used is Gimp 2.0, Paint.net  Mappy, Audacity, and Blaze Media Pro.

Graphics was pulled from reinerstileset

 http://www.reinerstileset.4players.de:1059/englisch.htm.

Music was ripped from Soul Caliber 3, and Zone of the Enders 2 (PS2).

II.
Product Specification

I. Production team description

The team for this game consisted of two people, Joseph Brogowski, Aaron Stokes.  Work was divided evenly between the both of us.  

Joseph Brogowski

· Character Design

· Character Animation

· Game Mechanics

Aaron Stokes

· World Design

· Bitmap creation

· Sound implementation

· Collision Detection

II. Target audience

As for the audience the target audience is die hard rpg fans of all ages.  It was designed with a simple storyline that any one could understand, simple gameplay, and easy controls that any one can use.  There is minor animated violence and mild language, but isn’t enough violence to have the game rated above E.  

III. Game play

Overview

The game is a 2D action RPG.  Monsters are random place on the bitmap.  When the player successful lands an attack to a normal monster that monster will be killed.  Experience is based on the monster itself.  The player will be free to move around the map with no restrictions. 

Camera Position

The Camera is centered on the player as the player moves the camera moves.
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User Interface Design

The user starts with the main menu.  The player can load their games by pressing F1.  During game play a health bar and magic bar is displayed in the upper right hand corner.  Also any crystals collected will be displayed under the bars (See the above screenshot).

Replaying and Saving

During game play the user will be able to save their game.  This is done by pressing the F2 key.  At the main menu the player can load the game by pressing F1.

Control Summary

F1 Load (Main menu only)

F2  Save (Game play only)

Enter Attack

Right Shift Magic

Esc Quit Game

Arrow keys map movement. 

Cut-Scenes

Cut scene are in the beginning of the game.  They are used to inform the player about the storyline.
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Game Play Details

As for game play the player the player attacks enemies by pressing the enter key.  When the player’s energy gauge reaches 0 the game will be over 

Player strength and power is based on the following attributes.

Experience Level

The player will level up when he/she gains experience points.  The amount of points needed at each level is ½ the player level times 10.  This is done by defeating enemies or completing certain tasks

· Life Points

Life points are automatically increased by 20% when the player levels up.  Higher the life points, the more damage a player can take.  The player starts with 25 Life points

· Magic Points

Magic points are automatically increased by 20% when the player levels up.  Higher the magic points, the more magic the player can use. The player starts with 20 Magic points

IV. Production tools

· Game implementation

· Microsoft Visual Studio C++

· Allegro SDK

· Graphics

· GIMP 2.0

· Paint .NET

· Mappy

· Internet

· Sound

· Audacity

· Blaze Media Pro

· Soul Caliber 3

· Zone of The Enders 2

III.
Game Specification

I. What is it like to play the game?

Opponent AI 

Opponents move randomly across the board the player receive damage if he touches an enemy and does not attack.

Player Detection

While design the world using the Mappy map editor, the program gave us an array of objects which is used for collision detection.  This stops the player from walking to walls, bush etc.  As for collision with enemies, when a player collides with an enemy and does not attack the player takes damage while the enemy moves to the right to avoid multiple damage.

Motion

The enemy moves based on randomly generated numbers between 0-3.  Each number represent a direction and the enemy moves towards that direction if there is no obstacle in its way.

Path Finding

There is no path finding since the monsters move randomly across the board.  

Special Actions

The player can execute two actions attack (Enter) and Heal (Shift).

Combat

Normal monsters are killed with just one hit.  However the main boss has hp points as well.  By killing monsters you gain experience points.  You will gain two points for killing a lizard, and 4 points for killing an ogre.  Damage to the boss is based on your overall level.  The damage ratio is ½ your current level times 2.

Lizards will inflict one point of damage, Ogres will inflict three points of damage, and the boss can inflict 5 points of damage.   It is very important for a player to know when to use their magic spells.

Non-Player Characters

For more information about the non-player characters see the storyboard.  There are two types of characters monsters, and villagers.  Villagers does nothing, they give information on how to advance in the story.  Monsters in the game are Vain, Ogres, and Lizards.

Puzzles and Traps

There are no Traps in the game, how ever there is a maze where the player has to navigate through it to find the exit and data crystal.
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II. Storyboards

First you go to the opening screen. Press F1 to load your game, press enter to start a new game.  The load game will take you to a menu to select your game. Then the main interface will load and the game will begin. You will get the beginning sequence which is a series of bitmaps explaining the story, afterwards you will be able to explore the world.  The player can interact with people in the village, but no more story is added until after the final boss battle.

III. Character bibles

A. Hero

1. Age Unknown

2. Gender Unknown

3. Birthplace Unknown

Simply put he/she is you.  You were hired by Nami Rochester to search for the data crystal.  You were there five years ago when your best friend Vain died trying to stop the ultimate weapon.

B. Mr. Cantell

1. Age 48

2. Gender Male

3. Birthplace Ranya Village

Vain’s father, took you in when you came to the village

C. Mrs. Cantell

1. Age 46

2. Gender Female

3. Birthplace Ranya Village

Vain’s mother, took you in when you came to the village

D. Vain Cantell (non sprite)

1. Age 24

2. Gender Male

3. Birthplace Ranya Village

He was your best friend.  His family took you in when you wandered into his village one day.  He died trying to stop the ultimate weapon.  When a search party came back for him, his body was never found.

E. Vain Cantell 

1. Age 27

2. Gender Male

3. Birthplace Ranya Village

Is said to wield and activated the ultimate weapon.  He summoned monsters to stop you from obtaining your mission.  He is said to be the strongest in the kingdom even without the ultimate weapon, and you must be your best friend.

F. Nami Rochester

1. Age 43

2. Gender Female

3. Birthplace Ranya Village

A great scientist, perhaps the greatest left after the disaster. Came into possession of an ancient data crystal that may contain information on how to get rid of the great disease that plagues the world.

G. Ranya Elder

1. Age 71

2. Gender Male

3. Birthplace Ranya Village

The eldest member of the village, his daughter, and two grandsons died in the great plague just leaving him his great-grandson.

H. From Jision

1. Age 15

2. Gender Male

3. Birthplace Ranya Village

Grandson of the elder and his only surviving relative.

I. Lizards

1. Age varies

2. Gender varies

3. Player Experience increase by 2 when defeated

J. Ogre

1. Age varies

2. Gender varies

3. Player Experience increase by 4 when defeated

Setting

The setting is in a planet far away, a planet that was without war. Till one day a madman activated the ultimate weapon and the world was ravaged. Today you live in one of the few remaining villages that survived and are trying to find the data crystals that have the information to help heal some of the destruction.

IV. Flowcharting

This shows the main interactions between the user and the game. You start and choose between Starting an new game, continue a game, and quit. The game then begins and it checks to see whether you have quit, if so it checks whether you want to save. If you don't quit it checks to see if you won or lost and plays the appropriate sequence or continues normally if nether.
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V. Level or scene outlines

Level 1 – The forest.

Collision detection is needed to avoid collisions with trees the front gate etc.   There are monsters in this area.
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Level 2 – The Beach

The First data crystal is located here.  Collision detection stop the player from entering the water and lava areas.  
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Level 3 – Temple/Graveyard

The second data crystal is located here.  From here you can return back to the village or continue on to the final area.
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Level 4 – Maze

There is only one exit to the north east.  Collision is very important here.  Also the last data crystal is in this area.  
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Level 5 – Snow land ruins

The last area before the final battle.  
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Level 6 – Battle Ground

This is the last area, not only do you have to fight the final boss but you must also fight any monsters that may be in the area.
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Lessons Learned

· Learned about the gameloop and how it functions

· Learned about loading and displaying bitmaps

· Learned about collisions

· Learned about collaborating with another programmer

· Learned about the making tough feature decisions because of limited time

· Learned about animation
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