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Executive Summary

Game Genre

This game is of Arcade Games kind.  It is mainly a fighting game with 3D Graphics where the Player main role is to shoot. 

Abstract of Game Story

The Game story start with a lovely man called “The Man” who loves his wife and kids so much.  However, after so much time spent at his job as a “computer consultant at PricewaterhouseCoopers”, his wife started to have an attitude towards his absence.  So he decided to make it up for his family.  So, he took couple weeks vacation from work to take his wife and kids for a long trip and discover some wild places in Africa.

All said and done, while they were enjoying their trip in one of the jungles in Africa, it got darker and darker, so “The Man” decided to go look for some light for his family.

Lost in the Jungle, “The Man” (the Player) gets terrified when he faces a monster.  So, he tries to kill him by shooting at him.  Missing the bullet going to the monster direction, the monster comes towards the Player trying to kill him by reducing his health.

As the monster get close to the Player and touches him, the Player becomes more terrified when he sees the original monster disappearing and three new monsters are born (3 for the first level of the game)

His journey becomes more challenging as he learns about the nature of these dangerous creatures.  Eager to go back to his family who has been waiting for him to enjoy the rest of the trip, he faces a bigger challenge when he finds out that he has to kill more monsters when he originally started with ONE.

Nevertheless, his life becomes more challenging as he learns about the behavior of such dangerous creatures, and that is to avoid touching them if he couldn’t manage to kill them.
The game takes place in the Jungle, a world made up entirely of green, most of which can be made to go up in a satisfying explosion. It also contains evolving, self-organizing entities (henceforth referred to as monsters), whose disposition towards you is less than friendly. When the game is started, they immediately begin moving around, assembling themselves into groups hunting for you. They act in a lifelike fashion. They have no knowledge of your whereabouts unless they see you, and they cannot see what is behind them - in other words, if you see the backside of a monster, that monster cannot touch you, and therefore, cannot decrease your health.  It is, however, constantly communicating with its fellow monsters, and will gain indirect information about you if other monsters see you or you kill a monster or attack a boss.  A good player of this game will have to observe how the monsters react to his doings and learn how to avoid them and kill as many of them as possible.

I have not tried to compete with the current crop of first-person shooters by creating a world that looks very much like the real world, but have focused on creating a game world where everything you see is significant and might have an influence on what you do next. Fighting in one level typically lasts 5 to 10 minutes, and during this time your attention is fully engaged.  However, having played other shooter games does not prepare you for these monsters, who don't look like much but whose behavior is more lifelike than anything seen in other games. If you want to get good at fighting them, you will have to observe their behavior until you understand what makes reproduce. This is a unique challenge, and you can look forward to some engaging gaming. Have Fun !

While I pursue a grand vision, I have started small:  My arena will be populated with monsters that you have to shoot.  I wanted to have the monsters be able to shoot as well, but I guess I’ll have that in a later version because of the limited time I have to implement (2 weeks). The setting for this is a 3D-world rendered with Microsoft's DirectX technology. 

Game Play and Appearance

The aim of the game is to kill all the monsters in all three levels of the game and still maintain the health and taking as much energy as possible.  The efficient use of energy is that you can transfer it to health to stay longer in the game and that is by pressing F8 during game play.

The game tests the player’s ability to work his way through the keys specified and his eye and finger (using the arrow keys) co-ordinations.  As the level increases the game becomes more difficult such as the number of monsters increases and many more as described below in more detail

In level 1, there are 20 alive monsters.  The screen will show a maximum of 8 monsters coming at the same time.  The user has to try to kill all the 20 monsters without being touched by them.  Once a monster touches the Skeleton (or Player), the monster disappears after giving birth to three new monsters making the game more difficult.  In addition, touching the monster causes a decrease in the player’s health by 10 points.  Once the health indicated in the top left corner of the screen reaches 0, the player looses the game with a message returned to him “You’re Gone!!!”.

However, this should not worry you, as there are energy supplies in the form of Power Ups.  These objects appear with a red colored “+” sign in them.  Once these Power Ups come in contact with the Player, he gets energy of 25 additional points.  This energy can be transferred to Health at any time during game play by simply pressing “F8”, and with 50 increment for each key.  When the number of monsters (shown in the bottom right hand side of the screen) reaches 0, the Player moves to the next level without a warning.

In Level2, the Player plays against 40 monsters, whereas 20 maximum show on the screen.  On contact with them, they increase by 5, and Player health decreases by 25 points.  On contact with Power Up, energy increases by 15 points.  Once a monster touches the Skeleton (or Player), the monster disappears after giving birth to seven new monsters making the game more difficult.  Remember, this energy can be transferred to health by simply clicking “F8”.

Similarly, when the number of monsters reaches 0, the Player moves to Level 3.

In level 3, the Player plays against 60 monsters.  On contact, the number of monsters increases by 10 and health decreases by 50 points.  Once a monster touches the Skeleton (or Player), the monster disappears after giving birth to ten new monsters making the game more difficult As in previous levels, energy can be transferred to health.

If you manage to get through this “G R E A TTTTTTTTTTTTTTTTTTT!!!”, but I doubt it…as it sure requires some practice to cross this level.  When you get through this level, a message appears saying “You’re the Man”.

Product Specification

Production team Description

· A team of one person was used to design and implement Genetic Monsters. 

· Starting with the implementation, the one person team spent quite some time in the configuration of DirectX with Visual C++.

· The one person team put a big effort in developing the characters and the screen graphics, in addition to using the ones from LaMothe CD.

· The one person team eventually spent a total development time of two weeks.  She 

also learned what is the strategy followed in writing a game and what are the best approaches or similar approaches used in the Samples provided by Lamothe in order to implement the game using DirectX with Visual C++. 

Target Audience

This game covers a wide range of ages.  Basically, anybody can play it.  However, it might be easier for adults to play and, in particular, win because they can understand more the rules and act faster to save the game.  Kids can shoot as adults, but they might loose faster because they might not be able to recognize their health is decreasing when the monsters touch their player and, therefore, cannot hit F8 fast enough while playing to transfer Energy to Health and save the game.

Game Play Time

The total Game time is the addition of the time spent in each of three levels:

· The first level is the easiest to play and the average time can stay up to about 2 minutes.

· The second level becomes harder and the average time can stay up to 4 minutes.

· The third level is the hardest to play.  It ends the game and the average time can stay up to 7 minutes.

Production Tools

· Visual C++ 

· DirectX

· Paint Shop Pro 5.0
User Guide

Installation

· Create the directory:  "C:\GeneticMonsters"

· Copy "GeneticMonsters.zip" to the above directory

· Unzip all the files into the same directory

Play the Game

· Run "GeneticMonsters.exe"

· The goal is to kill all the monsters at all levels (Level1, Level2, and Level3)

· Use the arrow keys on the keyboard to direct the Player

· Use the <spacebar> to fire the Bullets

· Avoid hitting the monsters because they reproduce at different rates at different levels.  They actually reproduce at higher rates for higher levels.
Game Specification

What is it Like to Play the Game?

Despite the fact Genetic Monsters looks like just a shoot-em-up game, it was meant to include some fun and at the same time some strategy.

The Player will have fun trying to kill all monsters.  He will feel a sense of accomplishment by automatically moving from one level to another.  However, he has to think strategically on how to position himself in the play arena during the whole shooting time.  Reason for this needed strategy is due to the several challenges the Player faces while shooting.  

For instance, the fact that monsters reproduce when the Player touches them should drive the Player not to move a lot in the area, especially in the third level.  At this point, he should focus on shooting the biggest number of monsters and avoid being touched by any.  Touching any at the third level causes the Player to loose significantly because 10 new monsters will be created for each touch.  Eventually, if he doesn’t cure that condition, the number of monsters increment significantly that it becomes very hard to win.  In other words, the number becomes so huge that transferring energy to health to save the game or trying to catch as many power ups as possible to gain more energy becomes insignificant.

The Monsters characters are meant to display some fear in the heart of the Player in two ways during game play:

· When Monster move along the screen trying to hunt the Player by decreasing his health points.

· The rate at which monsters reproduce is supposed to give the Player the illusion that he is fighting against dangerous creatures.  

In conclusion, despite the fear that was meant to occur to the Player, he will find the game so much fun when he tries to move at full speed to kill as many monsters as he possibly could. 
Interface Mockup

100% of the screen shows the actual game play. 

· The user will use the arrow keys to move the Player around the screen.  He can use the Up and the Right arrows at the same time to move diagonally in the North East Direction.  Similarly, he can use the Up and the Left arrow keys to move North West, the Down and the Left arrow keys to move South West, and the Right and Down arrow keys to move South East.

· The <spacebar> will be used to fire bullets.  The bullets will be fired in the direction of the Player.  However, if the Player moves diagonally and fires, the bullet will go diagonally.

· The Player can hit F8 while playing to transfer Energy to Health.

Summary of Story Line

Lost in the Jungle, the “Man” (the Player) will be terrified by facing a monster.  So, he tries to kill him by shooting at him.  Missing the bullet going to the monster direction, the monster comes towards the Player trying to kill him by reducing his health.

As the monster get close to the Player and touches him, the Player becomes more terrified when he sees the original monster disappearing and three new monsters are born.

His journey becomes more challenging as he learns about the nature of these dangerous creatures.  Eager to go back to his family who have been waiting for him to enjoy the rest of the trip, he faces a bigger challenge when he finds out that he has to kill more monsters when he started with ONE.

Nevertheless, his life becomes more challenging as he learns about the behavior of such dangerous creatures, and that is to avoid touching them if he couldn’t manage to kill them.

Storyboards

When the game is first started, a screen will fade in and fade out with the words 

“El-Assaad Entertainment Products present…”.  Next, a screen comes up introducing the game.  After about 2 seconds comes a help screen with a brief description of the game story, game rules, and levels.  

After about 15 seconds, the screen will go into screen play.  If the Player killed all the monsters in the first level and the second level and the third level without loosing his health, then he will hear an applause sound with a screen showing the words “You’re the Man”.  If the Player looses all his health points at any level during the game play, then a screen displays with the words “You’re Gone” and a “Game Over” sound.
Character Bibles

There are 2 main characters in this game, and there is an other that come into play

· The first character is the set of  monsters which tries to kill the player by reducing 
his health.  
· The second character is the Player whose goal is to kill all the monsters at all levels
· Other elements come into play while fighting the monsters and those are the Power Ups.  These asteroids give energy to the Player when he touches them.
Level of Scene Outlines

There are three levels for this Game.  

The first level is the easiest to play.  The  player can easily move to the next level (Level2), and the average  time for the first level is about 2 minutes.

If the player does not loose his health in the first level, the game will automatically switch to the second level.

The second level is harder to play.  The player faces more challenges in killing all the monsters which reproduce at a rate of 7 monsters per Player Hit.  Depending on how fast the player can take advantage of transferring Energy to Health and escaping from the monsters to avoid the increase in the number of monsters, he can stay longer in the second level.  On the average, the second level can stay up to 4 minutes.

Again if the player does not loose his health in the second level, the game will automatically switch to the third level.

In the third level, the Player has many more challenges to face.  The monsters are reproducing at a much higher rate (10 additional monsters) per touch.  In addition, there are more monsters showing on the screen, which makes it harder to avoid touching the monsters.  In addition, the Energy and the Health numbers are at a slower rate.  For instance, the Energy increase by less when the Player touches the Power Up via the touch in Level 2, and the Health decrease by more when the Player touches the Monsters via the touch in Level 2.  Therefore, the Game can finish quicker or even can stay much longer depending on how fast the Player is.  But on the average, the third level can stay up to 7 minutes.
Design Specification

Implementation Details

The game has been designed for home PC use and an Arcade style game.  The implementation will best be done for the home PC using Visual C++ and DirectX. 

The characters and enemies will be created as separate objects.  The Character objects have set values for the number of monsters to kill, number of monsters appearing on the screen, and number of power ups appearing on the screen.

The Game Engine “Game Forge" was used to create this game.  Game Forge needed DirectX 7.0 installed.  

I used Code from 12_3.cpp which is the Vector Tracking Demo.

I also used Code from canman.cpp which is a project developed by a previous student and posted on the CIS 587 Web Site.  

Many existing functions were modified for use in this game and some more were created.

Data Structures and Interface Definitions

· Objects were created for Monsters, the Player, and the Power Ups using “BOB” Structure defined in Gpdumb1.h  

· All the functions that defines the behavior of BOB are defined in Gpdumb1.h and the corresponding implementations in Gpdumb1.cpp

· I tried to implement a main menu with simply a Game New submenu and Game Exit submenu.  I created resource.h file accordingly with the “IDR_MENU1” menu, and I put the code for it, but it didn’t work

Pseudo-Code for Algorithms

Start Game

In Level 1

Player Health 500, Player Energy 500, Alive Monsters 20

While (Health not ZERO)

{


Kill Monsters


If Alive Monsters Equal ZERO



Switch to Level 2


If Touch Monster



Alive Monsters += 3



Player Health -= 10


If Touch Power Up



Energy += 25



If Press F8 and Energy >= 50



Player Energy -= 50



Player Health
+= 50

}


If Health ZERO


Display screen “You’re Gone” //Player looses the game

In Level 2

Player Health 500, Player Energy 500, Alive Monsters 40

While (Health not ZERO)

{


Kill Monsters


If Alive Monsters Equal ZERO



Switch to Level 3


If Touch Monster



Alive Monsters += 7



Player Health -= 25


If Touch Power Up



Energy += 15



If Press F8 and Energy >= 50



Player Energy -= 50



Player Health
+= 50


}


If Health ZERO


Display screen “You’re Gone” //Player looses the game

In Level 3

Player Health 500, Player Energy 500, Alive Monsters 60

While (Health not ZERO)

{


Kill Monsters


If Alive Monsters Equal ZERO



Display Screen “Your’re the Man” //Player wins the game


If Touch Monster



Alive Monsters += 10



Player Health -= 50


If Touch Power Up



Energy += 10


If Press F8 and Energy >= 50



Player Energy -= 50



Player Health
+= 50


}

If Health ZERO


Display screen “You’re Gone” //Player looses the game

Development Environment

· Windows’98
· DirectX 6.1
· Visual C++ 6.0
· Paint Shop Pro 5.0 or simply Paint
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