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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 has missed this year’s puddle jump event, due to issues of intoxication. The character must now make a solo puddle jump run, finding all the fountains on the five colleges. 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 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. Time permitting, there will be another button (spacebar) to make noise. 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.

Game Elements

Other elements of the game include beer, water, and puddles. Beer and water 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), water will detract from it, hence “Save water, drink beer.” 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. Time permitting; there will be some secret puddles and power-ups (hidden puddles and health-maximizing kegs).

Game Play

There are four levels to complete in the game, one for each of the 5 colleges. 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 each of the levels. 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.
Optional Features

As mentioned, some optional features of the game implemented after the prototype are a noise button, a sixth level, and secret puddles and power-ups. The noise button can be used to make a ruckus, contributing to the player’s points, but also making the CS carts slightly faster. With this option, the player can choose his own level of difficulty during the game, while being rewarded by points. The sixth level involves a race back to the Harvey Mudd campus against super-fast CS carts. Secret puddles and power-ups can be used as bonus features for the player. It is not required that they are exploited in order to complete the game, but they add an interesting twist to the game play.

Another possible feature of the game is the ability for the player to steal CS carts. Occasionally, there will be an empty CS cart lying around, similar to the power-ups, which the player can steal and move as fast as the other CS carts for a period of time, as they will eventually run out of power. Controlling the CS cart will be exactly the same as controlling the character alone. The only game differences will be the look and top speed of the character.

Drunkenness could also be implemented to make the game more challenging and realistic. Drunkenness can be shown as a random uncontrollable swerving in the character’s movement, a decrease in the character’s top speed, or a decrease in maneuverability. In any case, this state can be increased with either the increase in drunkenness from beer, or discretely with successive levels. If time permits the consideration of this feature, the ideal implementation will be chosen at that time, given the state of the game.

