Abstract of Game Story 

    Ukulele Hero(™) takes place on a small tropical island, where our "Hero" is trying to make it in the cut-throat business of ukulele entertainment. The main character's goal is to break into ukulele soloist stardom on his island - and eventually the world. He will gradually gain a fame by successfully completing shows, first in his local town and eventually in a world tour. Our hero will work until he achieves worldwide fame like no ukulele soloist has ever experienced before. 

    Hero starts off as an entertainer for birthday parties in his town. He decides that he no longer wants to live a life of howling children who don't appreciate his craft, and he tries to take his act to the stage, performing at open-mic nights at the Margarita Huts around his town. Hero will be put to the challenge of impressing the locals (and tourists) during the night, and making a living during the day doing paid jobs, subjected to the demands of his clients. After Hero gains enough popularity he can move on to larger towns and paid gigs where he can try out some new songs and finally drop his day job. After playing some sold-out crowds time after time, Hero can really take the show on the road and play internationally. Of course, if Hero spends too much time sipping Margaritas on the beach and not enough time practicing, his act will never take off and here will be doomed to a life of being booed off the stage by five-year-olds. 

Game Play Look and Feel 

Appearance 

· The game will mainly take place on a single screen, although there will also be an introduction screen, transitional screens and information screens. The background of this main screen will be a static image that indicates the current "venue" being played in. The venue is determined by the progress of the player and will follow the storyline described, above. This can be one of the following:  

· Children's birthday party scene 

· Bar scene 

· Large crowd scene 

· On top of the static image there will be a scrolling image that will represent the required input of the user. This image is meant to vaguely resemble the fret board of a ukulele, with four lines stretching horizontally across it to imitate the strings of the ukulele. Each of the "strings" will also be associated with a key on the keyboard that the user will need to press when required. The image scrolls horizontally across the screen from right to left during a level (song). When a key will soon need to be pressed, a small colored "button" will scroll across the screen, and when the "button" reaches an area on the left-hand side of the screen, indicated by a line drawn, the user is expected to press the key indicated by the colored "button". When no notes are to be played, there will be no "buttons" displayed scrolling, and instead the user will see a blank "board" scrolling across the screen. 

· The main screen will contain an information bar along the right-hand side of the screen to display pertinent information about the level to the user. The information to be displayed will be: 

· Player Name 

· Player Current Score 

· Top score for this level by all players 

· Current bonus Multiplier 

· The main screen will contain the name of the currently playing song and the original artist of the currently playing song at the top as well. 

· The introduction screen to the game will have simply five buttons to allow the user to select which function to do first. The user can choose to 

· Play the game 

· View High Scores 

· View an About screen 

· Change game options 

· Exit the game 

· The "About" screen will display information about the game designers, songs used in the game, game version and date of game creation. 

· The High Score screen will show the aggregate high scores of all users that have played the game - not a per-level high score, but an overall game high 
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User Actions 

     During game play, the user will be able to select a song to play from a list of available songs. This list will start with only 1 song and new songs will be added as milestones in the user's score are reached and/or when specific tasks are completed successfully. Once the user selects a song to play, the main game-play screen will open and the song will begin to play after a brief load time and few second pause (to allow the game player to get "ready").  

    While a song is playing, the user will wait for the game to indicate that input is required, which is indicated by the "buttons" scrolling over a line drawn on the left-hand side of the board. When a button is over the line, the user should be pressing down the key that is associated with this button and hit the "strum" key on the keyboard. If multiple buttons are over the line at the same time, the user should press all the indicated keys at the same time and strum. The buttons are color coded, and represent the keys as follows: 

    -Red: A

    -Yellow: S

    -Green: D

    -Blue: F

Each string is associated with only one button color, so we can also think of it as each string representing a specific key, as follows: 

    -First (Top): A

    -Second: S

    -Third: D

    -Fourth (Bottom): F 
Once a song is completed, the user's total score for this l song will be displayed, as well as the percentage amount of the user for the current level, which is computed by determining how many sets of input the user successfully completed divided by the total possible opportunities for input. The user will then be taken back to the list of songs where he/she can play any item on the list. 

Strategies/Motivations
When a new user is created in Ukulele Hero(™), they'll start with a limited number of songs and will have to gain points to unlock the harder, more fun songs.  In addition, the game will automatically maintain a list of high scores for each song and an overall high score which is the sum of each song's high score.  This way, users on the same computer can complete against one another to see who the true Ukulele Hero(™) is by seeing who can get the highest score in the game.

Level Summary/Story Progression 

In Ukulele Hero(™), traditional levels are replaced by songs; each song can be thought of as a single level.  In the beginning, only a limited number of songs are available, and harder songs will not be playable until a certain number of points are obtained by the user.  When this number is obtained, the user will get a pop up saying something to the extent of, "You have become popular enough to be booked at the local bar" and the user will be able to play some new songs at the new venue.  There won't be any official way of beating the game, as that doesn't translate so well to a music game.  Once all the songs are unlocked, the player can replay old songs to try to beat their high score or another player's high score.

Development Specification 

Hardware 

The game will be playable only on a PC running Microsoft Windows XP or later, and cannot be played on a Mac. To install the game, a total of 40MB** of hard drive space should be sufficient. Only a keyboard and mouse will be required for input.  While a ukulele controller may be in the works, it is unlikely at this time that it will be completed before the project is done. A monitor that supports a resolution of at least 800x600 pixels is required. The game requires a graphics driver that will support 16-bit color. For decent game performance, the user should have at least 256 MB of memory. The user is recommended to have speakers and an audio driver that will play music at a low-medium quality, however the game will run without an audio device detected.  Programming will be done on computers running Windows XP.

Software 

Ukulele Hero will be developed in Visual C++ 2008 using the DirectX 9 SDK.  To run the game, the user will need a computer running Windows XP or Windows Vista with DirectX 9 installed.
 

Algorithm Style 

The primary game play will be programmed more as an "engine".  That is to say, none of the songs will be hard-coded into Ukulele Hero, but the structure of the songs will reside in tab-delimited text files in the Ukulele Hero directory which the engine will read to put the song together to play.  This also implies that songs can be added later on relatively easily without recompiling Ukulele Hero's source code.

When a song is selected from the menu, Ukulele Hero(™) will find and load the song file into memory.  A "board" with the notes, represented by colored buttons, will be constructed by placing buttons at coordinates that represent the location in the song that will require user input. Most of the board will remain off-screen, and as the board moves horizontally across the screen at a constant rate, the next portion of the board will be revealed. The revealed portion of the board will represent the current portion of the song being played as well as what is soon to come. To achieve the smooth scrolling that is necessary to move the board across the screen, we will utilize a blitter.

Other information that will be used in Ukulele Hero(™), such as a high score list and player list, will be stored in tab deliminated text files and read into the program at run-time.


Fuck tiling, i say. goodness! so harsh. i kid. <3

** = I totally made this number up.  I doubled your made up number.  Beat that.  (I assume we'll need mp3/wav files, these take space)

