Game Overview

ITR Games is set on the campus of Harvey Mudd College. It centers on a hallowed tradition in which Mudders craft duck tape sticks, and roam the hall so the Libra Complex late at night, in what appear to be complicated versions of tag. In this tradition, ITR Games places the player in the shoes of an ITR warrior who is running a little late. He must try to make it from Linde, where he lives, through campus, and to the Libra Complex before ITR games begins. Using the plentiful rolls of duct tapes to protect him from his duct tape rivals, he must jump and dodge his way to the end, whatever it may be.

…

Risk Analysis


As mentioned earlier, the game includes some fairly advanced gameplay elements that may end up being infeasible within the POP framework. We’ve identified three such features that we believe to be the riskiest: the wall hanging feature, the crouching feature and the item spawning feature.

The wall hanging feature is the ability for the player’s character to jump onto and attach to vertical surfaces. While this gameplay element is featured prominently in many other side-scrollers, it may end up being too difficult to implement withing POP’s framework. While it would create a fun element of play to the game, it is, in the end, a non-essential part. It can be discarded and levels can be designed around the fact that players will not have this ability without any real loss in gameplay value. The major difficulty in implementing this would be tracking collision between the player’s character and a vertical surface, dynamically determining the orientation of the surface, and keeping the character from moving normally while attached to such a surface. 


The crouching feature is an often overlooked element in games such as these and can add a subtle degree of control mastery to the game. Again, this is an element that isn’t completely necessary and shouldn’t be treated as such. If the feature becomes too difficult within the context of POP, it can be removed with little harm to the core playing elements of the game. It is perceived that the difficulty in this feature comes from the change required in the bounding box and sprite of the player’s character.


Lastly, the original design of the game calls for items that spawn into the game world where enemies are killed. Of course, the alternative to this would be to have preset locations for items, and while this would add an element of randomness and replayability, it can easily be done without and replaced with an equally acceptable style of rewarding the player. The major difficulty would probably not be in swapping the sprite of the dead character and the item, or even spawning an item where an enemy died, but with insuring that items are obtainable, preventing them from spawning in unreachable places such as inside walls or the sort.

Priorities


As a result of this risk analysis, these three features are considered secondary to the importance of getting the more attenable features into place. The secondary priorities can be ordered from highest to lowest priority: item spawning, crouching and wall hanging. 

The more primary priorities, in high to low priority order, include enemy spawning and types, player projectile launching, the inclusion of walls and platforms, proper management of various game states (including winning and losing), fine-tuning and adjusting the controls, implementing the timing and scoring backend and finally, freshening the UI.

Schedule


The first milestone, the prototype of the game, should be ready by 2/10/2004. We plan to have extendible samples of all major gameplay elements in this version. Development will continue until 2/17/2004, when the code will be frozen. Smaller, lower priority items will be included during this period, and time permitting, some of the risker features may or may not be added. Game documentation will occur after this point.

Budget


The budget will require mostly man-hours, and little money, with the exception of individual costs regarding late-night snackery and beverages, none of which will fall on the customer. 
