Team Mediocre comments on Arrivo Design Document:  Strong presentation overall and you encapsulate the general concept / design of the game very well.  Although we know it is difficult now, you may want to focus in more on some of the explicit elements / implementation of the game.  Depending on your interpretation of “design document,” if we are supposed to implement more of a player manual or a technical manual of detailed specs on the game will determine exactly what direction you take it.  Assuming the latter, you already know from Pop that the sprites etc will most likely be implemented using Critters with sprite overlays etc.

Arrivo
George Kuan Daniel Marley Alex Popkin

I. Overview
Fruit Wars is an arcade-style strategy game where two players each control a fruit cannon located in different dorms. There are a number of students standing in various locations around each dorm. A student is eliminated when they are hit by fruit. The object of them game is to hit all of the students in the opposite dorm with the cannon before all of your dorm’s students are eliminated. Play is turn-based;  One player fires his cannon, then the other player fires his.. They may also choose to move the cannon before firing. When firing, the player selects the fruit's launch angle and the initial velocity.

Move below to another section – Possible improvements / future features / .plan

There are several possible improvements under consideration for after this initial setup is completed. First, there may be a computer vs. human mode in addition to the two human players mode. If implemented, the computer player would need to use artificial intelligence to determine what actions to take, and there would need to be some method for keeping the game competitive. There may also be other characters, such as professors and campus security officers, moving between the two dorms, who could be hit for additional bonuses and / or punishments. We may allow the users to select from several different types of fruit, each of which would have different properties. Finally, we may take wind physics and other factors into account when determining the trajectory of the fruit projectiles.
II. Game Mechanics
Interface
The game screen is a constantly bitmapped image. It will contain the depiction of both dorms and all other relevant game elements at all times. This includes all the students, both cannons, and any obstacles located between the two dorms, and possibly also other characters. When fruit is launched or the cannons move, the movement will appear as continuous as possible.

The GUI has a box in the upper left corner of the screen with the two labels 'player 1' and 'player 2', or 'player' and 'computer' for a one-person game. The side whose turn it is has its label highlighted. In the upper right corner is a box containing two values: the current launch velocity and the current launch angle. If the feature that allows for different types of fruit is implemented, a third field will show what type of fruit is currently selected.  Another indicator will show the direction and intensity of wind if implemented
Control Summary
The player uses the left / right arrow keys to control the launch angle (left to aim more to left, right to aim more to right) and the up / down arrow keys to control the launch velocity. (up to increase velocity, down to decrease velocity). The launch angle will be expressed on the screen as an integer number of degrees with limits of 0 and 90, because there is no need to allow a backwards or downwards shot. The initial velocity will be expressed in meters per second, as will be shown to a convenient number of decimal places (possibly 2), with limits of 0m/s and some reasonable upper bound. If the player is allowed to select a type of fruit, they will make that selection with some of the alphabetical keys: 'a' for apple, 'w' for watermelon, etc Or cycle through available fruit using the ‘[‘ and ‘]’ keys... If a computer player is firing, the AI's choices for launch angle and velocity will appear on screen and remain their until the projectile hits something. If a player decides to move their cannon before firing, they press the 'm' key and enter a special movement mode, where they can use the left / right arrow keys to move their cannon. When finished, they hit Enter, at which point their turn goes normally.

III. Artificial Intelligence
If an AI element is used, it will be fairly simple. On each turn, it would first choose which of the remaining students in the opposite dorm to aim at, presumably by random selection. It would then determine the ideal angle and velocity at which to hit the player.  

Difficulty settings: the opponent then uses a random number generator multiplied by a factor to determine the amount of 'error' in the calculation. The factor starts high and decreases with subsequent turns. This makes the opponent less accurate at first and more accurate over subsequent turns. The rate of factor change could be selectable as a difficulty level setting.
IV. Game Elements
Items included the fruit cannons and the fruit. The cannons are based loosely on West Dorm's 'Pink Monster'. It may be possible to show the arm moving as the player changes the launch angle; otherwise, the cannons will just be represented by icons, as will the various types of fruit. The game screen shows both dorms and various obstacles located between them, such as bushes, trees, and bicycle racks, all of which will be constant and stationary.

The students in the dorms are also represented by icons. They can't move. There will be some characteristic, probably color, that will distinguish between the students belonging to the different dorms. If other characters are implemented, they should appear on the screen at a randomly chosen fixed location for a few turns, then disappear. If either side hits them, they vanish immediately and the appropriate bonus / punishment is added to the player's score. The color for each type of character fill be fixed to avoid confusion. One possible assignment would be: dorm 1 students = red, dorm 2 students = black, professors = grey, Campus Security officers = yellow. We need to choose colors that make all the characters clearly visible against the background, which will probably include blue for the sky, tan for the dorms, and green for trees and bushes.

V. Game Progression
There is a single possible game screen, although we may add more if time permits. If a human vs. computer mode is included, then the game begins with the player choosing which mode to play in. The computer then draws the dorms and other objects on the screen, and then adds the students at randomly chosen locations. Five students per dorm is a good estimate. The computer randomly chooses which player will go first. During one turn, the computer may make a new character appear somewhere. Then the player has a chance to move their cannon, after which they fire. If they hit a character, that character disappears. Then the other player's turn begins. When all the students on one side have been hit with fruit, the game ends. After the conclusion, the scores from both sides are displayed, and the user(s) may choose whether or not to play again.

