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Game Overview
Philosophy

Philosophical point #1

Spike Crossroads is a revolutionary game, which travels into uncharted waters with its attempt to satisfy ludologist and narratologists a like due its 3 game modes. (Modern) 
The first game mode is the modern mode which allows the player(s) to play the game as part of the story set out in the narrative section.

Game mode two is for the fans of retro graphics, by pressing the retro button at anytime in the game switches the graphics from the modern cartoon style to the (1980’s) old school Frogger style. (Retro Graphics)
The final game mode allows the player(s) to retro version of the game with no storyline players compete against each and the clock in the two-player mode and just against the clock in one player mode. This mode is for the ludologists. (Back To Basics) 
Philosophical point #2

The game runs over the internet in a web browser which has a Flash plug-in. It is thought that by using the internet as the main distribution method the game has the potential to be a worldwide success.
Common Questions

What is the game?

In the modern and retro graphic modes, which has a story it is a vertical scrolling adventure platform game.

In the back to basics mode it is a multi-level platform game.  
Why create this game?

Spikey Crossroads was created to merge the two main gaming markets together, some gamming theorists believe that modern games are all about graphics and lack the game play of the classic retro games. Other theorists believe that the story is a fundamental part of a game and without a story the game will lack game play.
Where does the game take place?

There are four different levels each level has a different earthly location:

Level 1 – The Garden

Level 2 – The Street

Level 3 – The Motorway (at night)

Level 4 – The Desert (home of the main villain)

What do I control?

Player 1 controls Spikey via arrow keys on their keyboard (the left arrow moves Spikey left and up arrow moves Spikey left e.t.c). During periods of the Spikey eats power food such as a slug or a worm and this gives him the ability to roll in to a ball and damage objects that would normally hurt him, this is done by pressing the return key.
Player 2 controls Dante he has the same abilities and uses the same keyboard controls as Spikey.
What is the main focus?

The main focus of the game regardless of the mode is to get from one side of a location to another in this vertical scrolling game. There are numerous obstacles along the way which could cause the player controlled characters to loose as life such cars, trucks and humans. In the modern mode players must navigate all the terrains until they get to last level and then they must rescue Ms Spikey from the evil Doctor Fox.
What’s different?

Throughout the video gaming history there have been millions of adventure platform games created, but none of them have given players the option to get rid of the narrative and change the game to a retro classic at the click of a button.

Feature Set

General Features

4 Terrains
2 player controlled characters
2D graphics

32-bit color

Multiplayer Features

Up to 2 players

Easy to find a game

Game Play

1 Player Modern Mode:

The player must navigate Spikey past numerous obstacles from one side to the other before the time runs out.

2 Player Modern Mode:

The players must navigate their characters past numerous obstacles from one side to the other before the time runs out. The player who gets their character through the gateway to next level first gains extra points. The player who looses will lose a life.
Extras
Other side of the location regardless of mode contains gateways which randomly contain the following:
Booby traps – send the player’s character back to the start location of that level again of that game. 

Extra life

Extra time

The Game World

The Physical World

Key Locations

Key locations are the gateways located at the far end of each location.
Scale

The scales of the characters are different to the real world scales where a hedgehog would be smaller than a car tyre. In this world the hedgehogs and other characters are all the same size and just slightly smaller than a car.  The only characters that are smaller than hedgehog’s are their food such as snails and worms.
Objects

There are various power-ups scattered around the game landscape which enable a character to gain extra time, lives, strength and points.

Weather

The Weather in the game is mild and has no effect on any of the playable characters abilities, until the last level.  Where the setting is the desert and playable players move slower but the non playable characters move very fast.
Day and Night

Level 3 of the game is set at night time on a busy motorway; this was done to add an extra challenge to the game as all the other levels are set in the day time.
Time

Each level in the game is timed failure to complete the game within a certain time will cause players or a player to loose a life and to start again from the begging of the level.
Rendering System

2D Rendering

2D graphic rendering will be achieved using Macromedia Flash vector graphics.

Camera

Overview

During the main game sequences the camera is positioned above the game characters and scrolls vertically giving a detailed birds eye view of the game area.
Game Engine

The game engine will be created using Macromedia Flash 8 and it will use ActionScript to store all the game details such as the player’s score. A combination of the ActionScript’s XMLSocket and the Java servers TCP functions will be used to update playing information on the client’s browser.
Collision Detection

Collision detect is implemented using a combination of ActionScript IF statements and the hitTest functions on movie clips. 

For example:

 if (movieclipA, hitTest(movieclipB)) {
        actions
}
Game Characters

Overview

The four main characters


The controllable characters in the game are Spikey and his love rival Dante (a Mr T look a like) both characters are hedgehogs.

Dr Fox is the evil villain in the game he is paranoid science professor who has an obsession for the diamond in Spikey’s chain.

Ms Spikey is the damsel in distress and supposedly Spikey’s girlfriend, but she is happy to go off with the hedgehog that saves her from Dr Fox’s clutches.

Other Characters
The other characters in the game do not have any names and consist of the following:

Cars

Foxes

Badgers

People

Dogs 

Cat s

Owls

Mice

Crocodiles

Describe enemies or monsters in the world or whomever the player is trying to defeat.  Naturally this depends heavily on your game idea but generally games are about trying to kill something.

User Interface

Overview

The user interface contains the following information:

The players score.

The amount of time left in a level.

The amount of lives a player has left.

The user interface incorporates the layout of a classic arcade game with all the game information is located at the top. 

Provide some sort of an overview to your interface and same as all the previous sections, break down the components of the UI below.

Musical Scores and Sound Effects

Overview

Musical scores come from the dance group Faithless, their music is high octane and is used to get the player adrenalin pumping.


Sample Rate
Sample are sampled at 44100 Hz


Sound Design

Realistic sounds are used for all sound effects for car whizzing by on the road uses the noise from a real car speeding on the road.

Multiplayer Game

Overview


Describe how the multiplayer game will work in a few sentences and then go into details below.

Max Players


Describe how many players can play at once or whatever.

Servers


The game implements the client/Server architecture with TCP (Transmission Control Protocol)
Internet


In order to play the game over the internet a user must type the IP address of the game server once the home page has been found the game will start to load. A player will have a choice to start playing or to wait for another player to connect to the server.
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