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Assignment 1

Brickout game

Marks: 30 (35 with plussage*)
Weighting:15%

Due: 5pm on Friday the 11th of January 2008

Instructions.

It is advised that you read the entire assignment before starting. The process of completing this assignment may not be presented in chronological order.
To get the starting code from the SVN server:

· Create a new local directory called “BrickoutJoeBlogs” (replacing JoeBlogs with your first and last name)
· Right-click inside the directory and choose TortoiseSVN->Export…

· In the “URL of repository” field, enter https://groke.otago.ac.nz/360/360pickup/Assignment1Start
· Enter your username and password
· Click OK to exit SVN, and double click on the file named BrickoutGame.sln
Implement the following:

1) (2 marks) Modify the game to use GameTime so that each update loop accounts for the amount of time passed since the last update loop, and objects move according to real time, rather than how many updates get processed.
2) (4 marks) Replace the current graphics for the Ball, Paddle and Bricks with your own. Graphics should give a visual representation of the current state of the object that they are displaying.
3) (2 marks) Add a scoring system that starts with the player having zero points, and adds points for hitting bricks. Display the score on screen when the game is being played.

4) (2 marks) Add an exploding brick that damages (ie invokes their wasHit method) all bricks around it (ie bricks whose centres are less than the 1.5 times the width of the exploding brick away from the centre of the exploding brick).
5) (8 marks) Add a ‘Power-up’ object. This will be a type of brick that releases a power-up object that is activated if the player’s paddle collides with it. All power-ups must have a visual representation showing that they are active. Add the following types of power-ups:

a) Large Paddle. Increases the paddle size to 1.5 times its original size.

b) Multiball. Adds three more balls to the level. Player will only lose a ‘life’ (number of balls remaining) when the last onscreen ball is lost.
c) Ghost Walls. Turns on Ghost walls (ie the ball(s) will pass through one side of the level, and wrap to the other side).

d) Reset all Power-ups. Removes the effect of any currently active power-ups.

6) (6 marks) Implement a state tracking system which will transition between the following game states:
a) SplashScreen state. Allows for input to start the game by transitioning to the Playing state, or exiting the program.
b) Playing state. Player is playing the game. Needs to track number of balls left. Allows for input to transition to the SplashScreen state. Will transition to the GameOver state when the player looses their last ball. Will transition to the Victory state when all destroyable bricks are destroyed.

c) GameOver state. Displays a message that the player has lost and allows input to transition back to the SplashScreen state.
d) Victory state. Displays a message that the player has completed the level and allows input to either continue to the next level, or transition back to the SplashScreen state if on the last level.
7) (3 marks) There is a bug in the collision detection. The ball sometimes does not bounce correctly when hitting objects. Fix it.
8) (3 marks) Ensure that your code is structured in a sensible way that will allow for revision and extension.

Extras (for plussage*):

9) (3 marks) Add the following power-ups:
a) Repelling power-up. Repels the ball from the paddle in the y axis only. The magnitude of the repulsion must be inversely proportional to the distance from the paddle. Must also include a visual representation of the effect.
b) Missile power-up. Allows the paddle to fire a projectile that can hit the bricks, but will not hit the ball.

c) Sticky paddle. When the paddle hits the ball, instead of bouncing, it will stick to the paddle until either the player clicks the mouse or 5 seconds has passed. When it is released, it will travel with the same vector it would have had if it had just bounced.

10) (2 marks) Option 1 Sounds. Add sounds to give an audio cue when certain things happen including: 
a) Balls hitting the paddle

b) Balls hitting bricks

c) Balls hitting the walls

d) Ball is lost

e) Game is lost

f) Level is completed.
10) (2 marks) Option 2 Multiple Levels using file input. Add the ability to load levels from file. Include a standardised level format that stores data for all aspects specific to the level. Create at least two levels using this.
* The plussage will work like this. If you do the extras then your total out of 35 will be compared to your total out of 30 without the extras.  Whichever percentage is higher will be used as your percentage out of 30.Thus if you have 20/30 (66%) and 25/35 (71%) your grade will be 71% of 30 ie 21.4 instead of 20
Documentation
Please submit a written report on what you have done for each section (sections 9 and 10 being optional). In the report, note your thoughts on possible approaches to each section, and issues that may arise.
While there are no explicit marks for commenting code, copious amounts of comments will be expected. The existing code is commented in the way you are expected to comment your own code.
You will not only be marked on how you implement solutions for the required features and their associated issues, but also based on how well you solve those issues. If you don’t communicate your solution effectively (ie with comments), we can’t give you marks for it.

Hand-in
Submissions must be made by 5pm on Friday the 11th of January 2008. Late submissions will not be marked unless by prior arrangement. So, if it’s 4:55pm on the 11th and you’re not quite done, hand in what you’ve got.
To submit your assignment:
· Right-click on the BrickoutJoeBlogs directory (that you created at the start) and choose TortoiseSVN->Import…

· In the “URL of repository” field, enter https://groke.otago.ac.nz/360/360mark/BrickoutJoeBlogs/
· In the “Import message” field enter your student ID and click OK
· Enter your username and password and click OK
· Relax for the weekend with a good book (Adams and Rollings on Game Design is a good book…)
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