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Overview

Mudd Runs is a side-scroller arcade game with the player as a student at HMC.  The objective of the game is to get from one destination to another, usually from the dorm room to another part of campus.  There are five levels to the game and the difficulty of each level is based on the distance between the destinations and the number of obstacles the player encounters during the path.  Distance and the number of obstacles increases as level difficulty increases.  Score is calculated based on the time taken to complete each level and best scores for each level (? or entire game) will be recorded.

Game Mechanics
Overview

Mudd Runs is an adventure side-scroller game that looks at daily life of a HMC student with common activities such as going to class, visiting a friend, or dining at Platt.  The player can use the keyboard to navigate his way through campus as he avoids the obstacles that block his way.    These obstacles include stairs, fellow students, teachers, jumping skateboarders, unicyclists, gardeners, and lawnmowers.  

In Game GUI

The background consists of varying scenic views of HMC and obstacles as the player progresses through campus.  The current level and player’s score or time elapsed since start of level is displayed at the lower right corner of the screen.  (Should we also display number of obstacles left?)

Control Summary

The player will use the keyboard to control his position on the screen.  The forward and backwards option (right and left arrow keys) can be used to walk through campus and the jump (enter??), duck (down arrow key), and climb (up arrow key) options can be used to avoid the obstacles.  A help option (F2??) will also be available to explain the game and display the keyboard options.

Moving Forward

    The player moves the character forward by pressing the right arrow key. As the character moves forward, the terrain scrolls to the left as the character stays the same position on the screen. There are moving obstacles that start moving when certain parts of the terrain are reached so some obstacles would start moving as the terrain scrolls.

Moving Backward

    The player moves the character backward by pressing the left arrow key. In moving backwards, the terrain scrolls to the right as the character stays in the same position on the screen. 

Jump

    The player makes the character jump by pressing the ‘a’ key. When the character jumps, the character itself moves directly upward while the terrain holds still. They are also skateboarders (obstacles) jumping in this game. Their jump is more of a projectile motion and which is determined by the computer. 

Duck
    The player makes the character duck by pressing the down key. When the character ducks, it becomes smaller.

Climb

    The player makes the character climb by pressing the up key. The character would have to climb obstacles like stairs or ladders. If the character is climbing a flight of stairs, then the character would appear on each step of stairs in succession. If the character is climbing a ladder then the character would appear on each ladder of the ring in succession. 

Flying

    The obstacles fly dependent on when and how the computer tells them to. The obstacles that fly follow a projectile motion. 

Falling to the Ground

    The character falls to the ground when an obstacle is hit. When the character falls to the ground, the body is shown lying on the ground. The body stays there for a few seconds as there is a time penalty associated with hitting an obstacle. 

Scoring

Scoring is time based.  Each level has a specific time level, and as the game runs the time runs backwards.  If the player does not complete the level within this time allotment, the game is over.  If the player does complete the level, the excess time in seconds is added to the current score of previous excess time.  If applicable, the player will be asked to enter his name for a high score record.  At the end of each game the current high scores achieved on a particular machine are displayed.

Collision detection

The collision detection used in Mudd Runs is the detection implementation supported by the POP game framework.  In terms of POP framework objects called critters, the collision event is triggered when one critter bumps into another critter.  

Game Elements

Items

In general, the only type of item in Mudd Runs is the moving obstacle. These take several forms, including walking students and professors, skateboarders, rollerbladers, unicyclists, groundskeeping vehicles, and flying Frisbees. Each of these obstacles has different qualities:

Students

Walk at a constant speed either left to right or right to left. 

Professors

Similar to students, except with different sprites.

Skateboarders 

Move at a constant speed (greater than that of students) across the screen, and jump periodically. 

Unicyclists

Move erratically across the screen, though generally in one direction. Taller than students.

Groundskeeping vehicles

Large obstacles that move across the screen at a medium speed.

Frisbees

Small flying obstacles that move quickly across the screen. 

Characters

The only character is that of the player. The character is a student at Harvey Mudd college. There is no explicit character development, and the only behaviors of the character are those described in the movement section.

Game Progression

Description of levels

Mudd Runs has a total of 5 levels, each whose starting point is a Harvey Mudd College campus dorm and destination is an academic building.  Subsequent levels are more and more difficult, where the difficulty is manifested as longer distance coverage and more, trickier obstacles.  The purposes of easing implementation, each level will build upon previous levels, despite the fact that in real life a student might not necessarily take that route.  For example, to get from Atwood Dorm to a building on the academic side, one might not go directly past north dorm, but this game will.  

Level 1) South Dorm to Platt Campus Center 

This level is designed to be simple and easy to complete, to get the player familiar with controls and game objective.  The player will start at a South Dorm Room on the first floor, walk to the dorm quad and encounter unicyclist obstacles.  The player will then walk out of the dorm grounds and onto the sidewalk where a vehicular lawnmower is coming his way.  After getting past the lawnmower, the player walks to Platt Campus center, up a couple stairs, and into the building where the level ends.

Level 2) North Dorm to Thomas Garrett Hall

The player will start from a second floor North Dorm room, climb down the stairs, past some students into the dorm courtyard where some students are BBQ-ing.  Next the player walks along the sidewalk where  some students are playing ultimate Frisbee.  Then obstacles and scenery from level 1 are incorporated.  Past the Platt campus center the player encounters a vehicular leaf sweeper, which looks just like the lawnmower.  Near Thomas Garrett Hall there are dense groups of students.  The player may choose to dodge these students or climb up the warts of the building onto the roof, and then back down again to arrive at the Thomas Garrett room destination. 

Level 3) Atwood Dorm to Galileo Hall

The player will start from a third floor Atwood Dorm room, and must climb down 3 flights of stairs to the ground floor.  On his way out towards North dorm the player encounters several students and jumping skateboarders coming towards him at varying speeds.  Then obstacles and scenery from Level 1 are incorporated.  Past Thomas Garrett Hall, the student must climb down the stairs towards Galileo, and dodge more students on the way.  

Level 4) Case Dorm to Sprague Memorial Library

The player will start from a second story Case Dorm room, climb down the stairs and walk towards Atwood dorm, and on the way encounter some skateboarders.  Then obstacles from Level 3 are incorporated, with the addition of a construction site between Atwood dorm and north dorm.  The player must work through the construction site like a side-view maze.  After Thomas Garrett Hall, the student will walk down the first set of stairs toward Galileo.  He will then pass Galileo on towards Sprague Library and encounter more students, some on skateboards, and some taller people representing professors.    

Level 5) Linde Dorm to Olin Science Center

The player will start from a second story Linde dorm room, climb down the stairs  and encounter some students in the courtyard.  On the sidewalk the player will dodge more skateboarders and students on his way to Case dorm.  Then obstacles and scenery from Level 4 will be incorporated.  Past Sprague memorial library, the player encounters some unicyclists and professors before reaching the final destination of the Olin Science Center.  
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