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Executive Summary

Abstract of Game Story:


Based off of the TI-83 calculator game, Pimp quest has been remade into a 2D Role Playing Game.  The player takes control of Teddy-G, an entrepreneur low on the food chain attempting to climb the ranks and attain the “Pimp Crown”.  To progress through the game the player must manage workers, fight enemies and sell crack-rocks to attain money.  The player can use that money to increase the worth of his workers by upgrading them so that they in turn bring in more money for him to use, or the player can try to gamble that money away by fighting for high rewards and additional drugs.

Game Play Look and Feel

Appearance:


Pimp Quest is a top-down, 2D game.  The environment is inside of “Teddy-G's” houseboat.  Graphics are of 8Bit quality:


The player moves the sprite around the map, going to different locations to either sell drugs, buy workers, upgrade workers, or fight with people.  The player can also navigate to where the workers are positioned on the houseboat to see their upgrades, as well as send them out to work.  In the lower right hand corner of the screen, there is window dedicated to the pimp's status.  The name of the pimp, the amount of money the pimp has, and the hoe count.  To the left of that window is the window used for upgrading the workers, and seeing the statistics of the workers when you interact with them.  Above both of those windows is a constant status bar that allows the player to know how much money their workers are bringing in, along with any other updates. In the screen shot given, “Snookie” appears to have attracted Herpes, which decreased her money income.  The status bar also lets the player know how much money they win, or lose, in fighting, and how much they sell their crack-rocks for.[image: image2.jpg]



Player Roles and Actions:


The player assumes the role of Teddy-G, and interacts with the sprite's surroundings.  There are ten different “workers” that Teddy-G can interact with.  The workers appear on the map individually when the player purchases them.  The player interacts with the workers by simply walking up to them on the screen, and a menu shows up in the lower left hand corner of the playing screen.


Teddy-G starts off with one worker at the beginning of the game in order to make some income.  If the player goes to any of the specified places on the map, the player will trigger another menu. Depending on the location of the player, the window will be either one to sell drugs, one to fight enemies, one to purchase more workers, or one to upgrade your works and cure STDs.  


Spend money to upgrade the workers to the max so that they bring in even more income for Teddy-G, and allows the player to acquire the “Pimp Crown” that much faster.

Strategies and Motivations:


The motivation for playing this game comes with the fact that there is no way to play this game the same way twice.  When a player sends their workers out to get money, there is a chance that the worker could come back with an STD which would cut their money income drastically.  The player can  cure the worker, or let them continue to work. The player can choose to upgrade their workers as well, thus increasing the income that they bring in.  A player can never play the game the same way twice due to the random variables associated with fighting and acquiring crack-rocks, the STD chances when sending out the player's workers, and even the amount of money the player's workers brings in


When a player starts the game, they are already presented with plenty of choices on which route they want to take to get money.  The player is given three thousand dollars and a few crack-rocks to start off with.  The player can either sell the crack at the start, or wait until the worth is increased.  It gives the player a choice of quick cash now, or hold on for an increase value.  The player can try to gamble their money away with fighting or use it to upgrade their first worker, or the player can even use the starting money to buy a second worker.  The possibilities, and combinations on what a player can do with their money is endless.


The player will find that their greatest money maker is reliance in their workers. Upgrading the workers and making sure they stay STD free will allow a player to make money very quickly.  The faster that a player is able to upgrade their workers and send them out to bring back more money, the faster the player will be able to obtain the “Pimp Crown”.  


The game allows a player to try and test themselves to see how fast they can attain the “Pimp Crown” and get ultimate pimp status.  Once a player has played the game a few times, they'll realize that there is some ways to attain money quickly in the start of the game to make the quest for the “Pimp Crown” that much faster.  Different combinations of strategies will come into play on how quickly, or slowly, one can get to that goal.

Level Summary / Story Progression:


In Pimp Quest, there isn't a level system, it is  just as a single environment. “Teddy-G's” houseboat.  The player takes control of “Teddy-G” and attempts to bring him up from the bottom of the food chain up to become the ultimate pimp.  The game is open after the initial menus, and allows the player free reign to acquire as much money as possible, as quickly as they want, in order to attain the “Pimp Crown”.  The player will acquire all ten workers to work for him and acquire enough money to purchase the “Pimp Crown”

Development Specification

Hardware:


To play Pimp Quest, you will need:

· A monitor that can support at least a 800 by 600 resolution screen

· The ability to compile Visual Studio 2008 Code

· A functioning keyboard

· At least  512MB Ram

· At least a 1.x GHz Processor

· At least an on board graphics card

· At least an on board sound card..

· A set of speakers and/or headphones.

Software:


The software requirements for Pimp Quest include: 

· Installation of the DirectX SDK 7 or higher

· Visual studio 2008, or higher

· Windows Operating System (Win95 or higher).

· Necessary drivers for the computer's graphics cards and sound cards.

Algorithm Style:


The algorithms for the fighting, the workers, and the drugs are all dynamic.  The algorithms were designed in a way that allowed the user to not be able to play the game more than twice the same way. 


The income for when the player sends their workers out is: 



Income = (minGone*rate)2  * Loyalty * STD.  


MinGone is an upgradeable value that increases the amount of time the worker is out for. Rate is an upgradeable value that allows the worker to acquire more money when they are sent out.  Loyalty is an upgradeable percentage value that lets the player get more of the money that the worker obtains instead of the worker keeping the money for themselves. STD is the value of which STD the worker has. If a worker has no STD, then the value is 1, thus not changing the function.  If a worker gets an STD then the multiplier is a decimal and decreases the amount of money that the worker brings in drastically.  


The amount of money the player gets from fighting, either winning or losing, is based on a random number between the minimum amount of money and the maximum amount of money allowed for that challenge.  If a player tries to risk a high risk challenge, the rewards are great, but the chances of winning aren't in their favor.  If a player decides to fight a low risk opponent then the player will find themselves winning more often than losing, but not getting very much money for doing so.  If a player loses a fight, the player loses half of what they could have won.


The amount that crack-rocks are worth are based on the number of workers the player has.  The higher the number of workers the player obtains, the more the crack-rocks are worth.  Also, during a fight, a player has a chance to “score” a crack-rock and then sell it later for money.

