Android Role Playing Game

Overview
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Executive Summary

Background




Criteria

Operational

Android game shall have a menu screen Demo

Android game shall have a player character that has attributes Demo

Android game shall have a save / load system for the player character's Analyze

attributes

Android game should have multiple enemy types Demo

Android game should have multiple player characters, with differing attributes Demo

to choose from
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Performance

Android game shall have at least 10 levels

Android game shall load the menu screen on initial start up, on a Samsung Galaxy
S3 running Android 4.1.*, in less than 5 seconds

Player characters shall have at least 6 attributes that are tracked by the game Analyze

Player characters shall increase attributes as they gain experience points from Analyze
defeating enemies in the game

Physical Characteristics

Android game shall be less than 50 MB in size Inspect

Android game shall create files on the flash memory of the phone for the purpose of Analyze
tracking a player's attributes

Android game should be uploaded to the Google Play store

Android game should comply with Google Play store specifications Analyze
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Environment & Functional

Android game shall run on an emulated environment of Android 4.1.* Analyze

Android game shall run a Samsung Galaxy S3, running Android 4.1.* Analyze

Android game shall utilize a text file to save player attributes
Android game shall have enemies that move towards the player every movement of

the game

Android game shall contain a system that measures player's and an enemy's attributes ~ Analyze
against each other and determines the winner of the struggle.

Why Jelly Bean?

Distribution
16 01%
21 i 1.7%
2.2 . . 4.0%

23~ Gingerbread 0.1%
232

233- 39.7%
237

g Honeycomb 13 0.2%

403- Ice Cream 15 29.3%
404 Sandwich

41x Jelly Bean 16 23.0%
42x 1 2.0%

Data collected during @ 14-day period ending on April 2, 2013.
Any versions with less than 0.1% distribution are not shown.




Item Name ~Individual Price

(USD)

- 2

Cyberpower Xplorer X6- 1100 1
9350

Total Cost:

Total (USD)

0.00
0.00
0.00

200.00
1200.00
1100.00

2500.00

Labor

Matt Andrews Game Programming

Josh Anthony Game Programming
Blake Genth Graphics

Prof. Paul Lin General Assistance

Total Time:

- o (hourS)

150

150

2

2

304
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Software Architecture

Scene

“M

Select New Game
Game File Wizard
Gameplay

Software Architecture

3 Gameplay




Initial Architecture

Initial Architecture

Splash

Activity

Main Menu
Activity

Load Game Help Credits New Game
Activity Activity Activity Activity
Name leaerI::::tter Level 1
Activity Activity Activity
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* Screen Resolution Issue

* AndEngine

 Built-in scaling screen resolution

« HUD Libraries

« Architecture Overhaul

* Behind Schedule
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Revised Architecture

Game
Activity

Main
Loading Main Menu Menu
Scene Scene Sub

scenes

Gameplay
Scene

Revised Architecture
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Resources Manager

-loadMenuGraphics()
lcadMenuaudiol)
-loadMenuFonts()
-loadGameGraphics()

a Gﬂ- assets
4 [= font
|a | font.tf
4 (= gfx
= game
& = menu
[M4] logo.png
Thumbs.db
4 (= level
1l
10kl
2.
3l
4.l
5.l
6.0l
Tl
8.l
9.l
4 = mfx
@ monkey.mp3
@ wakeup.mp3
b 2= bin
b & libs
I res
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Resources Manager Sample Code

public ITextureRegion menu_background_region;
public ITiledTextureRegion player_region;
public BuildableBitmapTextureAtlas gameTextureAtlas;

BitmapTextureAtlasTextureRegionFactory.setdssetBasePath("zfx/menu/");
menuTextureAtlas = new BuildableBitmapTextureAtlas(activity.getTextureManager(), 1024, 1024, TextureOptions.BILINEAR);

play_region = BitmapTextureAtlasTextureRegionFactory.createFromAsset(menuTextureAtlas, activity, "play.png");

Scene Manager

10/16/2016
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Scene Manager Sample Code

public void loadMenuScene(final Engine mEngine}{

setScene(loadingScene);

gameScene.disposeScene();

ResourcesManager.getInstance().unloadGameTextures();

mEngine.registerUpdateHandler(new TimerHandler(@.1f, new ITimerCallback() {

public woid onTimePassed(final TimerHandler pTimerHandler) {

mEngine.unregisterUpdateHandler({pTimerHandler);
ResourcesManager.getInstance().loadMenuTextures();
setScene(menuscens);

Base Scene

» Template for all scenes BaseScene

Hengine : Engine
Hactivity : Activity
frespurceshdanager : ResourcesManager

#vbom : Vertex ButferObjecthanager
L EXtendEd by a." scenes Weamera - BoundCamera

+BazeScene()
+ereateScene|)
+onBackKeyPressed|)

+EetscenaType(] : SceneType
» Abstract Methods +disposeScene()
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Base Scene

Base Scene

Main Menu Loading
Scene Scene

Game Activity
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Game Activity Sample Code

public Enginelpticns onCreateEngineOptions(){
camera = new BoundCamera(®, @, 868, 438);
Enginelptions engineOptions = new EngineOptions(true, ScreenOrientation.lANDSCAPE_FIXED,
new FillResolutionPolicy(), this.camera);
enginelptions.getAudioOptions().setNeedsMusic(true). setNeedsSound(true);
engineOptions.getRenderOptions().getConfigChooserdptions().setRequestediultiSampling(true);
engineOptions.setiWakelockOptions(WakelockOptions.SCREEN_ON) ;

return engineOptions;

Levels

final String TAG_ENTITY = “entity™;
final String
final string
final string
final oObject
final Object

final Object TAG ENTITY ATTRIBUTE_TYPE VALUE_LEVEL =
final Object TAG ENTITY ATTRIBUTE_TYPE VALUE_BADGUY1
final Object TAG_ENTITY ATTRIBUTE TYPE_VALUE_ZOMBIE = "
final Object TAG ENTITY_ATTRIBUTE TYPE_VALUE_POTION
final Object TAG ENTITY ATTRIBUTE TYPE_VALUE PLAYER
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Levels

[% Package Explorer 52
3 &g AndEngine
b 53 AndEnginePhysicsBox2DExtension e
N Sﬁ CodeMonkey <level width="136@" height="8@8">
a .
4 4= RpgProj centity x="68@" y="408" type="potion"/>
> = Android 4,03
b src <entity x="280" y="200" type="badguyl"/>

] gen [Generated Java Files] <entity x="248" y="208" type="zombie"/>
> = Android Dependencies

4 assets <ent::lty x="1288" y="728" type="save"/»
= <entity x="1288" y="80" type="level"/>
& [= font
b= gix

1<?xml version="1.8" encoding="utf-8"?>

<entity x="@" y="8" type="platform1™/>
="8a" type="platforml"/>
"16@8" type="platforml™/>

"55@"

648" platform1"/>
"728" platform1”/>
"gee” type="platforml™/>

<entity x="88" y="@" type="platforml"/>

Player Class

10/16/2016
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Attributes Class

int
—constitution - int

Collisions

else if (type.equals{TAG_ENTITY ATTRIBUTE TYPE VALUE_ZOMBIE)) {
zombieStats = new EntityStats(5e, 16, 25, 11, 24, 15, 25, 18, 1);
zombie = new Zombie(x, y, vbom, camera, physicsWorld, zombieStats) {
@0verride
protected void ocnManagedUpdate(float pSecondsElapsed) {
super.onManagedUpdate (pSecondsElapsed) ;

if (zombie.zombieStats.health <= @) {
if (zombieDead == false) {
zombieDead = truej
zombie.onDie();
addTolevel(l);
¥

¥
if (player.collidesWith(this)) {

if (zombieDead == false) {
change = zombieCombat(player.playerStats, zombie.zombieStats);
player.changeHealth({change.x);
playerHPText.setText("Health: " + player.playerStats.health);
zombie.changeHealth({change.y);
zombieHPText.setText("z Health: " + zombie.zombieStats.health);
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Combat

» Uses player attributes

public Point zombieCombat(EntityStats playerStats, EntityStats zombieStats) {
Point results = new Point(@®, @);

// change to herc's hp
results.x = zombie.getStr() - player.getCon();

// change to monster's hp
results.y = player.getStr() - zombie.getCon();

if (results.x < 8) {
results.x = 8;
}//End of if statement

if (results.y < @) {
results.y = @;
}//End of if statement

return results;
};//End of zombieCombat method

Phone Screen Dimensions Android CPU RAM Internal SD Card
Version Storage
(GHZ) (MB) (GB) (GB)

Samsung Galaxy 4.8" HD 720 (1280x720) 412 Cortex 8a @ 2048 16 =
S3 15GHz
Motorola Droid 4 4.0” DVGA (960x540) 4.12 Cortex9a @ 1.2 1024 8 16
GHz
Motorola Droid 4.3" DVGA (960x540) 4.0.1 Cortex9a @ 1.2 1024 16 16
Razr GHz
HTC DNA 5.0" HD 1080 (1920x1080) 411 Snapdragon S4 @ 2048 16 =
15GHz
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Conclusion

* Lessons Learned

» Time Management

 Documentation

* Perseverance
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Questions?
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