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Overview

Puddle Jump is a simple arcade-style game in which the player controls a single character, running around the Claremont Colleges, evading enemies and completing objectives. The story behind Puddle Jump is based on a Harvey Mudd College tradition. This tradition involves a mob of students running around the five colleges and jumping in every fountain or pond they can find. While running, the students shout phrases like “Save water, drink beer,” among other things, and in general make quite a ruckus. Campus Security usually decides to join the festivities by sending a few carts along to make sure things don’t get out of hand.

In this game, the main character wakes up after having passed out from the pre puddle jump party and realizes that he has missed this year’s puddle jump event. The character must now make a solo puddle jump run; finding all the fountains on Harvey Mudd, Scripps, and Claremont McKenna. In this case, Campus Security is out to get the main character, as they have already respected Mudd’s tradition and will not tolerate another night of unsolicited ruckus around the five colleges. In addition to the primary objectives of finding every fountain, the player must avoid Campus Security carts, and maintain an acceptable level of drunkenness.

Player Mechanics

The game is played from a top-down view. The player is a red triangle whose point points in the direction which he faces.  We wished to make a sprite for the character however the framework in which Puddle Jump was built didn’t allow for bitmap rotation and the steps necessary to animate it would require time that we believed would be best spent elsewhere.  The player controls movement of the character around a level with obstacles (buildings), power-ups (beer), enemies (Campus Security), and target locations (puddles).

The character is controlled with the four arrow keys. The up arrow moves the character forward, the down arrow backwards. The left arrow turns the character left and the right arrow turns it right.  There are no buttons for shooting, and no shots are fired by any of the game’s characters.  We plan to make the game-play simple but extremely difficult so that it cannot simply be beaten.  This we believe enhances the games “addictiveness” in that it poses a significant challenge to any gamer who believes that he or she has skills.
Enemies

The enemies of the game are Campus Security carts, which have similar behavior to the main character. They are slightly faster than the character, but not as maneuverable. They are constantly attracted to the character, and the player will lose if a collision occurs with a CS cart. If CS carts collide with each other, the vehicles involved in the collision explode, die and re-spawn at designated spawn points. Points are awarded to the player when this occurs.

The player’s strategy for avoiding the CS carts should be to cause them to collide with each other. The player cannot simply run away from them because they are faster than the player. The player can also exploit the CS carts’ lack of maneuverability. Frequent turning and changing direction are effective means of avoiding enemies.  Also, CS carts are not able to enter ‘puddles’ so a player may use them as a safe haven.
Game Elements

Other elements of the game include beer, puddles, and empty CS carts. Beer will behave like power-ups lying around on the ground for the player to pick up. Beer will contribute to drunkenness (equivalent to health in most games).  As time goes on, the drunkenness will gradually decrease. Thus, the player must continually pick up beer power-ups to maintain the drunkenness level.

The puddles are the player’s ultimate objectives. In order to complete a level, the player must visit every puddle in the level. When the character touches or runs over a puddle, it will change color to show that it has been visited. The puddle will turn from blue to a brown beer color.  
Empty CS carts are distributed around the levels.  They greatly enhance the player’s ability to move around the level.  Once the character touches an empty CS cart the player will enter it and be able to drive it around, however the player’s control style will change so that it moves more like the other CS carts.  Hence, it now has momentum and greater speed.  Now, when the character collides with a ‘real’ CS cart the character will not die but instead just lose the cart and the control style and speed will return to normal.  Empty CS carts do not re-spawn like normal CS carts.  When obtaining the empty CS cart the bitmap changes so one cannot tell which direction the character is facing.

Game Play

There are four levels to complete in the game, one for Scripps, Claremont McKenna, and two for Harvey Mudd, since it will be both the first level and the triumphant last. In order to complete any given level, the player must visit every puddle in that level. To win the game, the player must complete the HMC, Scripps, and CMC levels before returning to Harvey Mudd for the final level. The player begins the game with only one life, and losing occurs when a collision with a campus security cart occurs or when drunkenness reaches zero. When the player is killed the game begins all over.
Differences from Design

Originally, the design included a noise button (AKA the space bar) that would let the character shout and enable him gain more points per puddle and beer for a short while.  However, at the same time the CS carts would become faster.  As the game play evolved, the decision to eliminate the shouting feature was made because the game-play, without shouting, was challenging enough without making the CS carts even faster.  

Also, in the original design were 6 levels.  The finalized game play was believed much too hard to increase over 6 levels.  However, the game is not too challenging to increase difficulty over 4 with Harvey Mudd (level 4) being nearly impossible.  This trait is believed to be a good characteristic of a boss level.

Secret puddles and power-ups were not included because the framework POP doesn’t allow for ‘critters’ to be present without at least showing a grey circle the size of the ‘critter.’  Because of this it was impossible to hide any elements of the game and so secrets were just not possible.
Drunkenness, a feature that would cause the character to sway back and forth randomly, with increased magnitude as drunkenness increased was not included because the design team believed that the current game play was very fun and ‘Drunkenness’ didn’t enhance the fun but made it frustrating because it cannot be controlled.

Bugs

The POP framework’s wall class is fundamentally flawed.  It can be seen in Puddle Jump and many other games built using POP that objects may collide with each other through walls.  Meaning that one object on the north side of a wall can collide with an object on the south side if the wall is too thin and the objects both hit the wall at the same time.  Another problem with walls are that if a character is too small and moving too fast it is possible to go through walls by pointing to a corner.  For some reason the wall class misses objects when moving too fast.  The last complaint about POP classes is that if the game gets too many objects moving and too many things for it to handle then all collision detection goes out the window.  No collisions will be detected and so all of the game’s functionality will be gone.
