Backstory:
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!

Objective:
The objective is fairly simple; you must avoid or kill homework assignments, quizzes, projects, and exams while picking up as many fun items as you can and staying in specific fun zones for as long as possible.  You must have a high enough fun to exit each level and ultimately finish the game with a high score.  

Game Mechanics:
Procrastination Adventure is a traditional 2D side scrolling game in the style of Mario Bros.  Thus, the game opens on the first level with the camera squarely focused on the player’s character on screen.  The player begins on the far left side of the first level and on the ground. Using the arrow keys, the player is able to move left, move right, and jump.  

Platforms: Part of the strategy and challenge of the levels comes from the pattern of platforms.  Both the player and enemies can move on the platforms, just as if it were the ground.  The player must navigate the platforms in order to get to certain Fun Zones and avoid enemies.  
Fun Zones: Certain platforms are Fun Zones.  While the player is in the Fun Zone, the player’s Fun Meter and Score increase with each tick of the game clock.  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.  Enemies will tend to swarm the area as long as the player remains stationary in the zone.
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 is 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.

The nerd gun can be used to kill assignments, as long as the player has ammo. Since destroying assignments is much more fun than doing them this receives a Fun Meter bonus.

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 much.  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.

Difference: We had originally thought we would prevent the camera from scrolling left so that the player could not pick up any missed items or fun zones.  This proved more difficult than we thought, so we abandoned the idea.
Progression:
Procrastination Adventure will have several levels.  A level is completed when the player reaches the far right end of the level and enters a special area.  At this time, the player must have a minimum level of Fun left in the Fun Meter.  If the player has enough Fun left, the next level is loaded and the player is moved the far left end of the new level.  If the player does not have enough Fun, the player is transported back to beginning of level to try to have more fun.

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:
There are three basic ways to add to your total score: killing enemies, standing in fun zones, and completing levels.  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.

Difference: We had thought that picking up fun items would also add to your score, not just your fun level, but we ended up not implementing this.  
