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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 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 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 right in the level, the camera keeps the view centered on the player for maximum visual context of the level.  As in Mario Bros, the player cannot cause the screen to scroll back to left by moving left, so any items or enemies passed by the player cannot be returned to.  This adds a strategic element to play requiring the player to make choices about items to go for and routes to take.

Desired Features: Time permitting, we would like to add a few interface elements to indicate Fun Meter (explained later) and possibly a score display.  The Fun Meter is the more pressing of the two.  Pop already supports text display for these items, but we would like to have a visual representation of the Fun Meter.
Controls

The controls for Procrastination Adventure are very simple.  The LEFT and RIGHT ARROWS move the player in the desired direction (with the caveat above that the screen will not scroll back to the left).  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, which is Fun.

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 and avoid the enemies.  The platforms will represent different architectural features of the levels as well as providing more complicated gameplay.

Fun Zones

Desired Features: We would like certain platforms or areas of ground to be 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 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.  Automatically destroying assignments is much more fun than doing them and thus receives a Fun Meter bonus.
Types
Enemies will come in a variety of types and sizes.  They will differ in how dangerous or aggressive they are.  We still need to tweak these to provide optimal challenge and interest.  We will specify the specific types and their properties here.  Current types are homework, quiz, test, 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 video games, sports equipment, beer, and magazines.  We will specify their values here when we have finished tweaking them.

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 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).

Desired Feature: When the game is completed or the player dies, we would like to be able to update and display a High Score Table.  This is fairly low-priority feature.

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.  The more Fun Meter the player has at the end of the level, the greater the score bonus.
Points can also be acquired by destroying assignments with the Nerd Gun.  The tougher the assignment is, the more points are granted for destroying it.

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.  The High Score Table will give the player a goal to play for.

Schedule
Prototype
The prototype is due 10 February 2004.  For the prototype we want to have the player movement and physics done.  We also need the platforms in working order, even though we won’t have all the level designs done.  We also need background art for the first level.  We need to integrate shooting into the Ballworld framework.  We need two different critter types, one for the enemies and one for the fun items.
Final Version
The code freeze for the final version is 17 February 2004.  We need to have our levels completed by then and the rest of the game needs to be tweaked appropriately.
