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Final Programming Project – Proposal [Flash]
Project outline:

Programming language:

· Flash Actionscript [Flash MX 2004]

Project type:

· Flash animation-based arcade game

Description:

· A stick-fighting-based arcade game featuring full graphics and physics. The rules of this game is the same as any other Player versus Player game – knock out your opponent while trying to reduce the amount of damage you receive yourself.

Short term goal:

· Create a single or two-player fighting game with full, non-stick graphics and a focus on combos and some strategy rather than button bashing.

Long term goal:

· Allowing online game-play with others and multiple levels of customizable controls and characters. Improved physics would be included.

Input type:

· Keyboard key presses

Output type:

· Flash animation, fictional combat simulation against an opponent

The Problem:


Right now, there are a lot of Flash combat-stimulation games available to play on the Internet. The problem with most of these is either their graphics or their game-play. Most Flash fighting games has only a few graphics per player or so – a punch and a kick. There is not a wide variety of different animations that would cause the player to want to explore much. Even worse, many of these games are simple and blatant line drawings that can easily become boring to the user. In addition, the game play is often lacking. Linked to the limited number of animations is the limited amount of moves and possibilities. Players often only have a few buttons to press, often with one being more useful than the other. The result would usually be the player bashing that one key on the keyboard until all targets are eliminated. In that case, the game would be merely a test of how fast once can press a button. Another lacking aspect of game-play for most games is the physics part. Often, a weak jab and a strong punch cause the same reaction in the same amount of time, with the only difference being the amount of damage recorded. This often causes the sense of strategy to be generally lost, often resulting in the above-described “button-bashing”.

The Game Features:

Customization [if have time]

Characters will be able to be customized at the start of the game in terms of accessories, etc. Certain appearance combinations may yield unlocked combat combinations and such. Also, keys can be configured as well as level of difficulty, in which different and more key configurations are used but have more potential. These features may be added if time allows.

Graphics

By creating a variety of complete graphics based on hand-drawn samples, characters will appear less bland and have a more appealing look compared to stick figures. Stick figures will still be used at the initial stage for choreographing purposes, but will be replaced in the final stage. Numerous animation combos can be easily created through object manipulation and swapping of graphics, which are created in MSWord and traced in Flash, giving each line a unique, ink-line effect that is far more interesting than normal flat lines.
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on (keyPress "<Lefe>") {
Chi.gotokndPlay(12) //Play the moving aniation
Chl._x+=dX //Change the x-value of the character by dX ()

)
on (keyPress "<Spaces”)(
Chi.gotoAndPlay (20) //Block animation

Options
[Chi.frame 20-30] //Character 1 Blocking
= 2 //Constant movement by pixels

if ((Chz.fist.hitTest(Chl))(
Chi._x-= dX //Character slides backvards from impact

Dmg_var=+0.2 //Reduces damage taken to one Fifth
Punch_var=false //Stops opponent from continuing combo
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Rough Combat Mapping: 



Combat Mapping and Physics

Each time a certain key is pressed, that character goes to a certain frame. In that certain frame, however, instead of just having the character do the animation, more options (key-presses) will become available. If the player also presses those keys within a certain time period (number of frames), instead, the animation skips to another frame, which has a different animation, and so on. This allows for the user to have a wide range of possible combinations to use, and all can be programmed to act differently depending on the variable activated, each with different results. In the end, just bashing a single key will not do as much damage as doing a timed combination; however, certain combinations can be adjusted so that their time period is longer. In addition, there will be numerous hit test areas, with smaller but more valuable hit areas within bigger one. This allows for damage to be calculated also based on accuracy. The result would be that the player would have to decide on which moves or combos to use while considering their consequences, thus adding an aspect of strategy to the game. 


Character 1





Character 1





Punch & activate “sticky key”





on (keyPress "d")





on (keyPress "e")





Kick





gotoAndPlay(15)





Punch_var = true





Punch animation





if ((fist.hitTest(Ch2.head1))){


     Ch2.gotoAndPlay (50)


     Ch2_health._width - = 30


}


if ((fist.hitTest(Ch2.head2))){


     Ch2.gotoAndPlay (90)


     Ch2health._width - = 50


}





[10 frames]





on (keyPress "e"){


    if (Punch_var){


    gotoAndPlay (60);


    }


}





Punch Kick combo





Outline paired with actual shape. For the initial choreography, the outlined version will be used for simplicity with the graphic underneath. During testing, outlines will be turned off, and removed in the final product.





Pressing certain keys moves the character (which is a button) to a certain frame, from which other key presses or coding can be activated. Once an animation is complete, the resultant damage variable is calculated and the health bar is adjusted accordingly. A health bar of width 0 pixels causes the game to be over.
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