Procrastination Adventure

Janna DeVries, Adam Kangas, Evan Parry

Premise

As an always busy Harvey Mudd student, you are constantly having to juggle the competing demands of school work and having fun.  As you scurry about the HMC campus, you must find as many fun things to do as possible while avoiding the difficult and boring assignments.  Have enough fun and you’ll make it through Mudd with your sanity intact!

Game Mechanics

User Interface

Procrastination Adventure is a traditional 2D side scrolling game, much like the style of Mario Bros.  Thus, the game opens on the first level with the camera clearly displaying the player’s character on screen.  The player has a distinct sprite clearly different from the other items and enemies in the world.  The player begins on the far left side of the first level and on the ground, which is the bottom of the frame.

As the player moves throughout the level, the camera keeps the view positioned around the player for maximum visual context of the level.  The player is free to move left and right (which cause scrolling in the corresponding direction), or jump up and down.  The player can also fire bullets in the direction he is facing. 
We added a noticeable interface element to indicate the player’s current fun:  a Fun Meter (described later). The Fun Meter, along with a text-based score/fun reading at the bottom of the screen, let the player know his/her current status.
Controls

The controls for Procrastination Adventure are very simple.  The LEFT and RIGHT ARROWS move the player in the desired direction (resulting in side-scrolling as necessary).  The UP ARROW causes the player to jump.  The jump and movement controls can be combined for jumps in a particular direction or trajectory.  It is not possible to repeatedly jump while already in the air, as in Ballworld.

The only other control is SPACE, which fires the Nerd Gun as long as the player has ammunition remaining.  The Nerd Gun can be used to destroy enemies.
Platforms

Part of the strategy and challenge of the levels will come from the pattern of platforms.  The player and enemies can move around on the platforms like they were the ground.  The player will need to navigate the platforms to get the best items, find the various Fun Zones, and avoid the enemies.  The platforms provide slightly more complicated gameplay than the same levels without a vertical component to explore. 
Fun Zones

Certain platforms in the game are called Fun Zones.  They are easily distinguished from normal platforms, as they are yellow instead of gray.  While the player is on the Fun Zone, the player’s Fun Meter and Score increase with every few game updates.  A Fun Zone has a limited amount of fun to impart and when it is exhausted no more fun can be had by just standing in the zone.  The Fun Zone turns red after all of its fun has been extracted.  Enemies will tend to swarm the area as long as the player remains stationary in the zone.
Fun Meter

The player is followed through the game’s levels by a meter which visually depicts his/her current Fun status.  This fun meter is always out of the player’s reach so that the two will never collide.  As the player has fun, the meter grows.  As the player takes damage from enemies, the meter shrinks.  

The meter is color-coded as to how the player is doing.  A red meter means that the player is doing rather poorly.  A yellow meter indicates that the player is doing a mediocre job, but must do better if they hope to exit the level.  A green meter indicates that the player is doing a great job, and they can exit the level at their discretion.

The meter always begins in the red zone, at the beginning of a new level.

Enemies

One of the main goals of Procrastination Adventure is to procrastinate.  Thus, it is important for the player’s well-being to avoid the enemies, homework assignments.  The assignments are able to move and will chase down the inattentive player.  They are randomly generated throughout the level.

Just like real assignments, the enemies vary in size and lethality, which will be indicated visually.  When the player collides with an enemy, the player’s Fun Meter is lowered.  When the Fun Meter is completely empty, the player is having no fun at all and the game is over.
If a Nerd Gun has been found and the player still has ammo remaining, the Nerd Gun can be used to destroy assignments by shooting as described above.  Often times destroying an enemy is the only way to reach an item or objective.
Types
Enemies come in a variety of types and sizes.  They differ in size, how dangerous and aggressive they are, and how many shots they take to kill.  Types, in order of toughness/health, are: homework, quiz, project, and exam.

Items
The converse to those dangerous homework assignments are the fun items.  Like enemies, the fun items are randomly generated throughout the level.  Unlike enemies, fun items do not move.  When the player collides with a fun item, the Fun Meter is increased by the value of item and the item is removed from the level.  Shooting a fun item with the Nerd Gun will destroy the item with no Fun benefit to the player.
Types

Items will come in a variety of types, indicated visually by size and sprite type.  Ideas for item types include sports equipment, beer, and magazines.  Each item type imparts a different amount of fun to the player upon collision.
A special type of item is the Nerd Gun.  When the player collides with a Nerd Gun item, the Fun Meter is not increased.  Instead, the players Nerd Gun ammo supply is increased (with an upper limit).

Progression
Procrastination Adventure has several levels.  A level is completed when the player reaches the far right end of the level and enters a special area.  The player must have a minimum level of Fun left in the Fun Meter, denoted by the meter being green.  If the player has enough Fun left, the next level is loaded and the player is moved the start end of the new level.  If the player does not have enough Fun, the player is transported back to beginning of the current level to try to have more fun.  

Note that if the player has done a poor job, there might not be enough fun to be had on the level for the player to progress.  At this point the player will eventually die and will have to try again.
The levels allow us to have clearly defined points of progress (reaching a new level) and an appropriate end point (finishing the last level).

Scoring
The main way to score is by collecting Fun Items and completing levels.  Each item has score bonus associated with collecting it.  The completion of each level will give the player a score bonus.  

Unlike the Fun Meter, the player’s score will only go up.  Colliding with an enemy causes a Fun Meter penalty, but the player’s score remains unchanged.

Scoring provides an objective measure for comparing games and players. 

Differences from Planned Game
Left-Scroll Lock
Our original idea for the game involved the player not being allowed to scroll the screen to the left.  This would make it so that if the player missed an item or fun platform, they couldn’t go back to get it.  This would presumably make the game more challenging.  However, we were unable to find a method of enforcing this left-scrolling lock within the Pop Framework.
High Score Table
We never had enough free time to make the effort to create a high score table.  
Scoring System
We had originally planned to give a bonus to the player’s score based on how full their fun meter was upon exiting a level.  While it would have been easy to do so, we were busy fixing other problems up until the code freeze.
Similarly, in the hours of work we put in immediately before the project was due, a score bonus was never added for destroying enemies, as had been planned.

Potential Future Enhancements
Scoring System
It would take some short planning and a little bit of work to get our scoring system working as we had originally planned.  It would be extremely reasonable to fix this problem in a short amount of time.

Additional Levels

Additional levels would make the game lengthier, and more interesting.  Level design is always a bit daunting, however it would be reasonable to add more if asked to.

