Water Commando: the Scripps Run

Official Design Document
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1. Overview


Water Commando: the Scripps run is a fast paced arcade game that is easy to learn, but difficult to master, with a progression of difficulty. As the water commando, you wield a squirt gun. Scrippsies run from one side of Harvey mudd college campus to the other, trying to get to safety. You must soak more of them each round to continue, and they will get harder to catch. The view is overhead and follows the commando, who is controlled by the mouse. The game is implemented within the POP game framework, and as such, is in some way shaped by what POP does well. This document will describe our prototype, what we will have by the deadline, and what we might have if we finish early, as well as who will do each task.

2. Scoring / Rounds


The player has an overall score that is the number of Scrippsies he has soaked. Each round, the Scrippsies run from the left side of the campus to a goal on the right side of the campus. If the Scrippsies reach their goal, they are safe and cannot be soaked. The player must soak a certain number of Scrippsies each round to advance to the next round. Each round requires more soaking than the last, and the girls may get more difficult to catch (more on this in the Scrippsie AI section).


Status: In the prototype, the overall score of how many Scrippsies have been soaked is kept. They start at one end and then run to a goal where they disappear. We need to count how many have gotten to the goal and detect when either all have gotten there or have been squirted. When this happens, check if the player met the requirements to advance to the next round and if so, start over, otherwise, game over. 

2.1 Score Displays


The player must be informed of how many Scrippsies he has gotten and how many gave gotten away in each round. We can either do this with text at the bottom of the screen or with a gauge at the top or bottom. The gauge would show one icon for each Scrippsie that starts in the level. There would a different icon for girls who are still running, safe, or soaked.


Status: Not started.

3. View / Control


The view is centered on the commando. We are zoomed in as much as the POP framework allows, so the entire map is not visible at all times (see Fig. 1). The commando always points towards, and runs towards the mouse, unless he is standing on it. Left Clicking shoots in the direction he points.


Status: Implemented in prototype.

3.1 Map


The map is of Harvey mudd college. We use a 890x198 16bit bitmap image created in Photoshop. Here is what we have in the prototype:
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Figure 1. Our prototype map and a box showing how much is viewed at once.

We may use this image in the final product, or if time permits, a more detailed one.

As of now, we plan for the walls to completely cover the beige buildings, because otherwise there are collision problems.

3.2 Weapons


The primary weapon is the squirt gun. It shoots a stream of water a constant maximum distance. When water hits the wall or an edge, it disappears. When water hits a Scrippsie, she disappears. If we have time, we will add water balloons. The player will switch between the gun and balloons with the right mouse button. A balloon will land where the mouse is clicked if this is in range and explode in a ring of water. We would also like to add limited resources, so that the player must take time to refill the gun and collect balloons from buckets.


Status: The squirt gun with infinite ammo is implemented in the prototype. If we have time, we will add more spiffy weapons.

4. Obstacles / Collisions


The obstacles in the game are the buildings and the edges of the map.  POP handles the edge boundaries automatically. Due to bugs in POP’s wall collision code, we have to make walls that cover the entirety of the buildings. When a bullet hits a wall, it disappears. When the player and Scrippsies collide, they bounce. 


Status: Walls and edges are working in the prototype. Walls have only been placed for a couple buildings, but need to be placed for all buildings. The player and the Scrippsies need to bounce off each other.

5. Scrippsies / AI


The Scrippsies start on the left side of the campus and flock toward the goal. They avoid the player and water from the squirt gun, each other and walls. They seek their goal. This is realized by making each Scrippsie feel attractive forces to the goal and repulsive force walls or danger. They should get faster each round, and also avoid the player more. 


Status: Everything but wall avoidance is working in the prototype. Wall avoidance cannot be implemented until the walls have been placed. Changing behavior parameters with round needs to be done.  Constants that determine behavior need to be adjusted.

6. Graphics


The in addition to the background graphic, the commando, Scrippsies and water will each have their own sprite bitmap.


Status: We have a background bitmap that is adequate, but will probably be enhanced. We need to make bitmaps for the commando and Scrippsies and make them render as sprites instead of polygons.


7. Sound


There is a sound for squirting and a scream for when a girl gets soaked. There could be other sounds, such as when the player collides with a wall or when a new round starts.


Status: Not started. If we have time, we will do this.

8. Jobs

Jobs are ordered by priority. We definitely intend to finish items 1-5 by the deadline and may do more we have time.

1. Finish round mechanic and add score display.

2. Place walls for all buildings.

3. Make player and Scrippsies bounce off each other.

4. Add wall avoidance, fine tune AI parameters, add difficulty progression.

5. Add sprite graphics for player and Scrippsies.

6. Add sound.

7. Add water balloons and/or limited resources.

8. Redo background graphics to look cooler.
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