ArrivoGolf Instructions

Thank you for choosing ArrivoGolf. You will find that ArrivoGolf, unlike other golf games, provides a balance of an interesting theme, a medieval castle with a moat, and challenging game play. The starting screen should look like the following:
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The black-grey checkered wall is the castle. The blue strip is the moat. If your ball accidentally falls into the moat, you will restart in the starting position as show above. The brown ramp is a slightly raised drawbridge. Finally, the mound middle of the top section of the screen is the hole.

Camera


While the golf ball is stationary, the camera will be positioned above it at a 45angle (or something close to it).  The user has the ability to rotate the camera and to zoom in or out, but the ball always remains in the center of the window.  When the player swings, the camera remains stationary, showing the club’s movement, until it makes contact with the golf ball.  The camera will then return to viewing the stationary ball from some arbitrary angle and distance, and the user will again be able to rotate and zoom.

Control Summary


For moving the club, the user has two modes.  Left arrow key movement rotates clockwise and right movement rotates counterclockwise.  There are no limits on rotation, so the club can circle all the way around the golf ball.  By clicking the left button, the user can swing the club.  Downward movement draws the club back, and upward movement swings it forward.


To zoom in or out, the player uses the up and down arrow keys.  There are no limits to how close to and how far away from the golf ball the camera can get.

Troubleshooting


If you get a message about OpenGL Error, “invalid value”, please try to find the club.bmp file that came with the ArrivoGolf binary and copy it into the same directory as your ArrivoGolf binary.
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