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Executive Summary

DUI is a computer game written in C++ using Microsoft Windows and DirectDraw.  The game uses a bitmap background of a game world and an animated sprite to represent a car. The player controls the car and the viewing window follows the car over the game world. The car is represented by 16 different sprites depending on the direction the car is facing. Collision is determined by using a pixel plot filled with data from a bitmap image. A color is flagged as collide-able, and the data is read into a boolean array. Points on the bumper of the car are checked to determine if they match the collide-able pixels on the map. 

Product Specification

The product is developed by Roger Khalaileh using DirectDraw. It had been tested on Windows XP. It is designed for one player and requires at least 16mb of video memory to run smoothly at 30fps.

Game Specification

The object of the game is to visit drive-thru liquor stores in order to gain points. If the player stops moving, points will start decreasing at a rate of 30 per second. 200 points are gained for each successful visit to an open liquor store. There are 5 liquor stores in the game, only one store at a time will be open. The store that is open is indicated by a yellow dot on the mini-map located at the top of the screen. The mini-map also indicates the location of the closed liquor stores(black), and the car(blue). Colliding with any object in the game will bring down the damage meter. The game is over when the damage meter reaches zero. Visiting the liquor stores will cause “drunken effects” to occur in the game. Among the drunken effects are:

veering

random acceleration

“loss of focus”

loss of camera tracking

The player must learn to cope with these difficult handicaps in order to attain the highest score!

