Burrows, Terrence

CIS 587, Spring 2000

6/28/00

Assignment 4 – Game Design Document

Executive Summary

Game Title

Eggbert

Game Genre

Top-down view action shooter.  The scrolling scenery is a fake 3-D isometric view reminiscent of the early 1980’s arcade game “Xevious”.

Abstract of Game Story

The player is playing the role of “Eggbert” the egg.  Eggbert was warm and cozy in his nest in the hen house when all of the sudden someone grabs Eggbert and takes him away.  Eggbert winds up at a top-secret government radiation research laboratory.  Eggbert is bombarded with many strange forms of radiation.  After a few hours Eggbert grows larger than the lab building and busts though the roof.  Eggbert discovers that he can “fly” and shoot deadly radiation bolts out of his shell.  The player’s goal is to get Eggbert safely to his nest at the hen house. 

Abstract of Game Play and Appearance

This game is a lot like an old (early 80’s) game called “Xevious”.  It is a “fake” 3-D isometric view game.  The terrain and all of the objects in the game are modeled from a top-down view that is skewed by 45 degrees.  The terrain moves from the top of the display to the bottom at a set pace, given the illusion of travel.  Eggbert can fly anywhere on the portion of the terrain map that is currently visible.  Enemies can be ground or air based.  Ground based enemies come into view when the terrain scrolls to uncover them.  The air-based enemies can appear anywhere along the top edge of the display and they will travel to the bottom edge of the display and disappear unless they have been destroyed.  Most but not all of the enemies will fire some form of weapon at Eggbert.  Each level of play will have some type of end level “boss” that will be significantly harder to destroy then the normal game enemies.  Of course there will be “power-ups” for Eggbert to use at different stages in the game. 

Product Specification

Production Team Specification

I developed this entire project on my own.

Target Audience

Anyone ages 5 and up.

Game Play Time

The initial cutscenes take about 30 seconds to display.  I was only able to implement three complete game levels because of the limited amount of time I could spend actually implementing the game code.  I have timed how long it takes to go through each level and it is approximately six minutes a game level.  The minimum time it will take to complete the game is approximately 19 minutes.

Production Tools

All graphics are 8-bit bitmaps.  I was originally going to use both Microsoft’s Paintbrush accessory and Corel’s Photo House to edit bitmap files but they did not have adequate palette editing capability.  I ended up using Paint Shop Pro 5 that was included on LaMothe's CD to edit bitmap files.  Since I am NOT a graphic artist, I stole most of the terrain and game object bitmaps from the games “Heroes of Might and Magic III” and “SimCity 2000”.  I did not create my own sound effects so I didn’t use a sound editing system.  I used some of the wave files on LaMothe's CD for my sound effects.  

User Guide

How to install the game

The game was compressed and made into a self-extracting program using the “WinZip” utility.  There are a total of three 3 ¼” floppy disks for the installation.  Put the disk labeled “Eggbert 1” into your computers floppy drive and run the program “Eggbert.exe”.  The self-extract program will prompt you for the target directory and give you the rest of the installation instructions. 

How to play the game

When the installation is complete run the program “Eggbert.exe” from the installation directory.  The game will start with introduction cutscenes.  You can skip the cutscenes by hitting the “escape”’ key.  When the game is started you can hit the “escape” key to exit the game.  You can move your ship left, right, up, and down to the screen boundaries by using the “left arrow”, “right arrow”, “up arrow”, and “down arrow” keys respectively.  You can fire you ships weapon by hitting the “space bar”.  The “CTRL”” key speeds up the scrolling of the terrain and you can hit the “F2”” key to skip to game level two and you can hit the “F3” key to skip to game level three.

Game Specification

What is it like to play the game?

The game will play like any top-down view shooter game like Galaga or Space Invaders.  The extra kick will be from the Xevious style top-down 3D Isometric view and the scrolling terrain.  The scrolling terrain adds visual appeal as well a game play difficulty.

Interface Mockup

There really isn’t much of a user interface to mockup.  All of the user input will be via a keyboard.  The only information the user will actually see other than the actual gameplay will be his game score.  The game will automatically launch into a new game when the game is started.  The user always has the option to hit the “escape” to skip the introduction cutscenes or to exit the game.  The game will exit automatically when the player wins or loses.  I did not implement the winning cutscene at the end of the game because of time constraints

Summary of Story Line

Most of the summary of the game story line is given above in “Abstract of Game Story”.  The only thing really missing is the story ending.  If the player makes it back to the hen house then the egg shrinks back to normal size.  The egg cracks and out comes Eggbert.  It turns out Eggbert is really an alligator and so he shrugs and eats the mama hen.  How’s that for a twist!  Too bad I didn’t have time to implement the final cutscene.

StoryBoards

There are “cutscenes” at the beginning of the game and at the end of the game if the player has won.  The cutscenes must match the game story line.

Character Bibles

In this type of game there is no need for “character bibles”.

Level or Scene Outlines



Level 1 –Woods 1

Terrain includes snow, mountains, paths, trees, grass, and plain old dirt.    The majority of the terrain should appear “rugged” and “isolated”.  “Boss” enemy at the end of the level was not implemented.

Level 2 – City

Imagine flying through downtown  New York and you’ll get the idea. ”.  “Boss” enemy at the end of the level was not implemented.

Level 3 –Woods 2

Terrain includes snow, mountains, paths, trees, grass, and plain old dirt.    The terrain here gradually changes from “rugged” to “warm” and “:friendly”.  Should include farms and farming objects. ”.  “Boss” enemy at the end of the level was not implemented.

Design Specification

Implementation details

I used the “demo8_11.cpp” program that Lamothe includes in his game programming book as the basis of my 2-D game engine.  I used his DirectDraw and DirectSound library extensions “T3dlib1.cpp” and “T3dlib3.cpp” to implement the game graphics and sound.   I also used some of LaMothe's functions and game logic from his game “Outpost”, although I ended up heavily modifying anything I used.

Data structures and interface definitions

The most complicated data structure used in this program is static arrays.  For a definition of the graphic and sound interface see LaMothe's game programming book.

Pseudocode for algorithms

The only real interesting algorithms used in the game were collision detection and the enemy movement based on the players ships position.  These algorithms are not very difficult so look at the game source code.

Development Environment

I used Microsoft’s Visual C++  6.0 and Microsoft’s DirectX 6.1.  The computer I developed the game on is a Pentium 133 with 48 MB RAM, 15” monitor, a Nvidia TNT Video board, and a SoundBlaster compatible sound card.  




Intro Cut-Scenes








Level 1- Woods 1








Level 2- City








Level 3- Woods 2








Winning Cut-Scenes








