Run Buck Run!
What is it?
A side-scrolling platform game. You control a character named buck by making him jump from platform-to-platform to avoid falling off the screen.

How is it played?

In-game, your only control over the character is to perform a jump. The character runs right automatically until either the level ends, or the player falls off the screen.

Core Components:

Buck - The player-controlled character. He is a simple component who's only behaviors are to move right, and jump.

Level - The level component is made of up a background, and platforms. The frequency and speed of the platforms will be dictated by the current level the player is on.

Platform - The player jumps from platform to platform to keep from falling off the level. These will be created on the fly, and at different heights. The number per-level, and speed at which they travel will depend on the current level the player is on.

Title Screen - The title screen will present the player with options for Starting the game, getting Help for the game, viewing Credits for the game, as well as Exiting the game. When the player has run out of "lives", they will automatically be returned to the title screen.

Development Road Map:

Sunday 9/9:


•
Hammer out design and core component details.


•
Research requirements for the various components.


•
Start work on art for character, and level background.


•
Lay down code framework.

Monday 9/10:


•
Have working prototype of Buck running across a scrolling background.


•
Start work on randomly generated platforms.

Tuesday 9/11:


•
Have Buck and platforms generally working and interacting, including working collision.


•
Start work on heads-up-display:


⁃
Determine what needs to be shown to the player.


⁃
Determine how this data is handed in the code.

Wednesday 9/12:


•
Start implementing logic of game conditions:


⁃
When does the player "die"


⁃
When does a level "end"


•
Begin construction of Title Screen.


⁃
This should only take about a day.

Thursday 9/13:


•
Day dedicated to squashing bugs. No more features should be added.
Friday 9/14:


•
Polish!
Saturday 9/15:


•
Packaging and distribution.
