Water Commando: the Scripps Run

Final Report
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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 describes our final game, and compares it to the game we described in the design document.

2. Scoring / Rounds


The player has an overall score that is the number of Scrippsies he has soaked across all rounds. Each round, the Scrippsies run from the left side of the campus to a goal (red bullsey,) 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. After play testing and balancing the game, we decided that each round there should initially be 20 Scrippsies, and you need to get 

min(9 + round/2, 20) to advance. Each round, the girl’s maximum speed increases by a constant amount.


We display a total score counter, a round score counter that shows how many Scrippsies have been soaked within the round, how many have gotten away and how many need to be soaked to advance to the next round. This is in the text bar at the bottom of the screen. We did not have time to try any graphical gauges or counters. 


At the end of each round, a graphic zooms in that says “Next Round,” and provides a brief pause to let the player know that the next round is about to start. If the player did not get enough Scrippsies wet, a game over dialog box reports the player’s final score. The score displays at the bottom retain their values until the player clicks ok.

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. The commando always points towards, and runs towards the mouse, unless he is standing on it. Left clicking shoots in the direction he points. The commando cannot run through walls or off the edge of the map, and bounces off of Scrippsies. 

3.1 Map


The map is of Harvey Mudd college. We use a 896x198 16bit bitmap image created in Photoshop. Ultimately, we did not draw the buildings in the bitmap because the walls cannot be made transparent or thin. Here is our final image:


[image: image1.png]



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, they both disappear. We did not have time to implement water balloons, but did implement limited water. The gun starts with 250 units of water and decreases when shot. It can be refilled by standing on a faucet. How much water you have is displayed in the bottom text bar. We would like to add water balloons in the future if we had more time.

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. Our prototype only showed walls for the quad dorms, but of course our final program has all of the buildings.  

5. Scrippsies / AI


The Scrippsies start in a random position within a rectangle 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 from walls or danger. Their maximum running speed increases each round. Wall avoidance is adequate, but proved to be very difficult and could be better. The most difficult part about making the AI work right is coming up with just the right constants to balance the strength of all of the attractive and repulsive forces acting on the Scrippsies. If they are not balanced, the Scrippsies behavior is dominated by one force, and they act stupidly.

6. Graphics


In addition to the background graphic, the commando, Scrippsies and water each have their own sprite bitmap(s). We originally planned to just use a single fixed sprite for the commando and the Scrippsies, but we eventually implemented a 3 frame running animation for the Scrippsies and 8 different sprites for different directions that the commando can point in. 

7. Sound


There are sounds for when the gun squirts, a Scrippsies gets wet and when a Scrippsie gets away.

8. Conclusion


We implemented every thing we guaranteed we would in the design document, in addition to limited water, cool sprite graphics for the commando and Scrippsies, and the next round graphic. The background image also went through several revisions. Regrettably, we did not get to water balloons. Although functional, the AI could be much better about avoiding walls. A different level design might have given them more paths to follow to the goal and resulted in more interesting game play and less getting stuck. One known bug that in no way influences game play or stability is that in between rounds while the “Next Round” graphic is covering the player, the player can still shoot. 
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