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Game by:
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Abstract of Game Story

Distress signal from Williams Medical Research Station: Location:
Sector Beta 12, Date: 29/10/3049

“They're everywhere! We were performing a routine biopsy on the new alien species the biology team had discovered on Earth XI a few days ago. We figured the cells were inert. We were wrong. We were so wrong! The cells grew and mutated and....dear God, they're everywhere! Hurry! The emergency incineration has been engaged. Get out! Just grab your gun and get ....*static*”

Basically a bunch of genetically mutated cells have escaped and are going to destroy the Medical Research Station unless the player can defeat all of them.

Gameplay Look and Feel

Appearance

The enemy units come in the form of viruses.  There are three different colors, red, blue, yellow, and they are taken from the Super Nintendo game, Dr. Mario.  The background for the first 10 levels is a scrolling starfield.  After the player reaches the research station (at the end of level 10) the background switches to a Laboratory.  The cursor used for the game is a custom made image, using red and green colors in an attempt to make it easy to spot over the viruses in the lab.
Player Roles and Actions

The player assumes the hero role in this game.  They must kill the viruses to stop the space station from being destroyed.  The player uses the cursor to target the virus, when they left-click the virus is destroyed.  After 6 shots the player must right-click to reload his gun.
Controls:

Move mouse – move the cursor on the screen

Left click – shoot (can only shoot once every second)
Right click – reload (reloading reduces the timer by 50)
Strategies and Motivations

The player will need to have accurate aim and time their shots correctly.  Reloading costs 50 time units, and time is the biggest enemy here.  The enemies will begin moving faster as the levels progress (up until the lab where they slow down again) so aiming will become more difficult.  Since the gun has a recoil time after being shot, the player can not rapidly destroy many viruses.  The best thing to do is position the cursor so that it’s touching multiple viruses when they shoot, this will kill all the viruses that are touched.  At the end of each level the player gets a 500 point timer bonus, so completing the early levels as fast as possible (before the viruses start getting harder to hit) will help build up some reserve time that will be useful later on.

Level summary/story progression

The next level will be reached each time a player kills 25 viruses.  Each level increase all increases the speed at which the viruses move.  After going through 10 levels of space a quick storyline screen will popup to inform the player that they have reached the research lab.  The background will change and the viruses will slow.  The player must go through another 10 levels here to complete the game.  The difference in the lab is that even though the viruses slowed down at first, they’ll end up being faster by the 10th level than they were right before the lab.  Also the total amount of time to get through these 10 levels is lower than the previous 10 levels.  After these 10 levels are complete the player will see the end screen with a nice little victory message.  If they run out of time, they get a game over screen.
Development Specification


Hardware

AMD 64 X2 4200+

2GB RAM

GeForce 7950 GX2

Windows XP

AMD Athlon 64 FX 51

2 GB RAM

ATI Radeon X1600

Windows XP Professional

Required Hardware to Play

Standard USB or PS/2 mouse

8-bit colors

Microsoft Windows with DirectX 9

Standard .wav capable sound card


Software

Visual Studio 2005 Professional

Visual Studio 2003 .NET

Adobe Photoshop
Microsoft Paint

Algorithm Style

There are 4 main functions that control the game.  Game_Init(), Game_Shutdown(), Game_Init_Lab(), Game_Main().

Game_Init will set a lot of the variables for the space section.  This will load the title screen, the first storyline screen, and create all of the blitter objects used during the game.  Sounds and music are initialized here, sounds are from various sources, a few from Windows pinball.  The music is from a Metroid cover band, Stemage.  Background image and scroll is defined here.  All of the global variables that control timer, and ammo are also set here.
Game_Shutdown() takes over everything when the game is closed, DDraw is shut off, DSound is stopped and shudown, and DInput is shutdown.  This function does not control anything that happens in game.

Game_Init_Lab is the function that initializes settings when the player finishes Level 10.  The storyline screen that is displayed is setup here, all of the global variables are reset, timer is set lower, the background is stopped from scrolling.  The background is also switched to the lab.  None of the other objects need to be initialized as they are still in use from the first Init.
Game_Main controls all of the operations that occur while the game is in play.  The mouse movement is controlled here, bounds checking is done to make sure the mouse stays within the screen area.  When the left-mouse button is pressed an if statement will determine if the player can shoot, if the gun is still cooling down after another shot, or if the player is out of ammo.  If the player can shoot collision detection occurs to see if any viruses are nearby.  The ammo count is also reduced by one.  If the gun is still cooling down from a previous shot a sound is played.  If the player is out of ammo a sound is played.
If the right-mouse button is pressed the timer is decremented by 50 and ammo is set to 6.

Virus movement is defined with the main, along with coordinate changes for wrapping-around if a virus leaves the viewable area.

The text for the scoreboard and notification at the top are included here.  Ammo, timer, score, and level are the global variables referenced by the sprintf function.  These variables are the actual system variables used by the code.  Therefore each of these variables will always be in-sync with what is going on.  The game is synchronized to 30 frames per a second.

At the end of the function the timer is decremented and the recoil (how long before the gun is able to shoot is incremented.

Two if statements in this function check to see if the player is at level 11 or level 21.  At level 11 the second storyline segment is started, and the lab area begins.  At level 21 the player has successfully completed the game.  The level 11 if statement calls Game_Init_Lab() to setup the variables, while the level 21 if statement stops all the sounds and acts as if the game is shutting down, it displays the credits screen and unallocates the DirectX resources.

Lastly an if statement checks to see if the player is trying to quit the game.  If so the game starts the shutdown process.
