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MP5 – Process Documentation

Theme:  The player will take on the role of an evil warlock trying to summon monstrous demons from his unholy summoning circle.  To do this he must match stones of power to runes on the summoning circle that share common symbols.  The stones will have their corresponding rune’s symbol etched onto them.

Implementation:
· Start Screen – The start screen will display the name of the game, credits, and have two buttons to take you to an instructions screen and another to begin the game.  This screen should only require two buttons that take the player to a different screen.

· Instructions Screen – This screen should give a brief and accurate description of how to play including some form of visual aid.  The only dynamic elements should be two buttons that return you to the Start Screen or begin the game.

· Game Screen – There should be a summoning circle on the right two-thirds of the screen with a pentagram in the center and a total of five runes encircling the pentagram, one at each point, with small stones in between them.  Each rune will act as a bucket to catch the stones that the player matches.  The player will get a new stone by clicking on a satchel on the left-hand side of the screen.  Below the satchel will be game relevant information such as stones remaining, total elapsed time, and correct/incorrect matches.  When the player has used all of their stones a demon will appear in the center of the pentagram and its size and ferocity will be dependent on how well the player performed.

· End Screen – The end screen will show the demon that the player was able to successfully summon, their total elapsed time, their incorrect/correct matches, and a hint on how to summon bigger demons.  There will be one dynamic element which is a button to allow the player to return to the game screen and play again.

Tasks:

1.  Create all art assets:

· Start screen background

· Play button

· Instructions button

· Instructions screen background

· Back button

· Game screen background

· 5 Stones of Power

· Satchel

· 3 Demons

· End screen background

2. Implement screen navigation via buttons (include a placeholder button to go from the Game Screen to End Screen).  Play buttons also need to reset game information for multiple games.

3. Implement grabbing a random stone from the satchel when clicked.  Use the Math.random() function, multiply by 5, and then use the Math.floor() function to randomly generate one of the following 5 integer values: 0, 1, 2, 3, or 4.  Map these to a specific stone type for later use.

4. Set a bounding rectangle for each of the 5 runes on the circle.

5. Add an event listener for the depression of the mouse and check the location at that time against the 5 bounding boxes.  Increment correct or incorrect match counters accordingly.  Display these in dynamic textfields for the user.

6. Set a target number of match attempts.  Check against this number whenever a match attempt is made and when the final attempt is made proceed to the End Screen.

7. Implement a counter that keeps track of elapsed play time and display it in a dynamic textfield for the user.

8. Based on the time counter and the number of correct/incorrect matches make one of the three specific demons visible when you proceed to the End Screen.
