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Game Concept (Brief):
‘r0x’ is a simple, arcade style avoid-em-up in which the ultimate goal is to score as many points as possible.  There are two main game modes; ‘arcade’ and ‘r0xx0r’, the latter being the main game and consisting of ten progressively harder levels, whereas ‘arcade’ is an endless score-attack game where the goal is to survive as long as possible.
Below I will try to explain the game-play and rules for each mode.
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‘r0xx0r’ Mode Game-play/Rules:

First, let’s discuss the basics.

Level Layout:
(The image to the right illustrates the layout of a simplified level, starting at the bottom and progressing to the top.  The rocks will increase in maximum speed as the player progresses through the level, giving the illusion of the ship accelerating). 

The levels in the game follow some simple rules and variables. They have a density (maximum number of asteroids on screen at once), size (the distance the player must travel to complete the stage) and velocity (maximum speed of y and x axis movement for each rock).

The rocks are selected at random from a collection of different sized sprites, and kill the player on contact.

The rocks start by moving slowly and are spaced out, then slowly become faster and more densely packed as the level progresses.  At the end of the level, the rocks thin out again, and finally stop when the required distance is met.  In other words, the rocks are most closely packed in the middle section of the level, but they increase in speed throughout.
Player Objective/Rules:
The player’s objective is to pilot their craft (on the x axis only) through the level without hitting too many rocks.  Every time the player hits a rock, they lose a life (the player starts with three but can earn more).  They can destroy rocks by using a bomb (bonus collectable), but we’ll discuss them later.
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 (The player’s ship has a small hit box, as illustrated to the left in red.  This has been decided on so as to give the game a more new-school feel, and also to make calculating collisions easier.  If this is more difficult to code, then just forget it and use the whole sprite instead).
As the ship can only move on the x axis (the bottom of the ship sprite is 16 pixels from the bottom of the screen), the game only needs to test for collisions within a small horizontal section of the play area.

If the ship is hit, the explosion animation is triggered, as shown below.  A life is deducted.  After a slight pause, a new ship appears in the same location - flashing to indicate invulnerability for a second or two.  These effects are illustrated below.
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 (Explosion animation)
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 (Invulnerability animation)
When the total level distance is reached (the distance counts down from the level preset to zero, and is measured in seconds), the player is awarded bonus points based on their performance.

Rock/Asteroid Rules:

The asteroids are selected at random from the series of 12 different sprites, as seen below.  They fall at random speeds, can overlap each other and have some x movement as well as y (the maximum of each depends on the rate set for each level).
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Following the above Level Layout rules, let’s assume a level has a size, density and velocity of 100.  The level would run something like this:


0 Distance – Level starts, maximum Velocity of rocks is at 0, Density is at 0

25 Distance – maximum Velocity of rocks is at 25, Density is at 50

50 Distance – maximum Velocity of rocks is at 50%, Density is at 100

75 Distance – maximum Velocity of rocks is at 75%, Density is at 75

100 Distance – Level ends, maximum Velocity of rocks is at 100%, Density is at 0
Bonus/Trap Drops:
During play, bonus and trap items are dropped amongst the rocks at random.  They are collected by flying into them, but apart from that they behave in the same way (random x/y movement, etc.)  These are as follows, and come in two varieties:
Points: 
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100, 1000 or 10,000 points are added to the player’s score when these are collected.

Pickups:
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E, X, T, R, A – When an entire set is collected, the player gains an extra life.  If the player already has a letter and collects it again, they earn 1000 points instead.
Bomb – these can be used (via the fire button) to clear the screen of asteroids.  They are to be used as an emergency option, as doing so effects your level complete bonus.

Ship – An extra ship is awarded if you pick this icon up.

Skull – The ultimate nasty pickup!  The skull kills you on contact.

! – Reverses controls for 20 seconds!

When a sprite is created off-screen, it has a 10% chance of being a point rock, E-X-T-R-A character, bomb or reverse control collectable, and a 5% chance of being a skull or extra ship.  This might sound high, but then when you add the chance of the player actually seeing/collecting them, it’s a bit more reasonable.

Scoring / End Of Level Bonuses:

At the end of each level (in ‘r0xx0r’ mode), the player is awarded for their performance.  But first let’s discuss the in-game scoring/awards (other than mentioned above).

Points For Distance Travelled - Distance in the game is measured in seconds of travel.  For every second of travel, the player is awarded 10 points.  Therefore, a level that has a distance of 240 would last 240 seconds and award the player with 2400 points.
Points For Bonuses – Point asteroids award the player with 100, 1000 or 10,000 points when collected.  If the player collects an E-X-T-R-A character they already have (e.g. two ‘E’s) then they are awarded with 1000 points instead.
Extra Life Award - An extra life is awarded for every 500,000 points.

In addition to this, the end of level awards are:

None! – Player receives no award if they die more than once AND use more than one bomb.
!Skilled Pilot! - Player is awarded the Skilled Pilot bonus of 25,000 points for completing the level and only losing one life.

!Passive! - Player is awarded the Passive bonus of 25,000 points for completing the level and only using one bomb.
!Ace Pilot! – Player is awarded the Ace Pilot bonus of 50,000 points for completing the level without dying.

!Peacekeeper! – Player is awarded the Peacekeeper bonus of 50,000 points for completing the level without using any bombs

-OR-

!Perfect! – Player is awarded the Perfect bonus of 100,000 points and an extra ship for completing the level without dying and without using any bombs.
More awards may be added to this list in future.  I’m tempted to add joke awards for playing badly (e.g. a ‘Trigger Happy’ negative award for using more than two bombs, ‘Suicidal’ for crashing more than twice and ‘Unlucky’ for collecting more than two bad bonuses, etc.)
The bonus award sequence at the end of the level is described in further detail later.
In-depth Detail: Level Start Sequence (‘r0xx0r’ mode):
After selecting ‘Play r0x’ from the level information screen, the screen fades to black.  The screen fades back in showing a vertical downwards moving starfield and the status/score HUD at the top of the screen – showing (in order) the score achieved so far, the number of lives left, the number of bombs left, any E-X-T-R-A characters collected, and the distance (i.e. number of seconds) to travel.  
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(The ‘!’ is only displayed when a reverse-controls power-down is collected)
The computer-controlled player ship then flies in from off the bottom centre of the screen, engine animation running, and pausing when the bottom of the ship is 32 pixels from the bottom.  The large engine animation then changes to the medium one, and the ship sinks 16 pixels down the screen.  Finally, the small engine animation is used for a few frames, then cuts out.
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 (The large engine animation.  Note the missing frame to give the impression of flashing).
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(The medium engine animation).
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(The small engine animation).

The player is then given control of the ship.

Next, the following message is displayed in the centre of the screen for three seconds.  Possibly displayed line-by-line or typed character-by-character old-school computer style.
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After this, the distance counter starts to count down (one point every second) and the level starts (the first few rocks begin to fall).

In-depth Detail: Level Start Sequence (‘Arcade’ mode):
The same as ‘r0xx0r’ mode, but the distance meter is set at 999 and does not count down.
In-depth Detail: Level Complete Sequence (‘r0xx0r’ mode):
The level is complete when the distance counter reaches zero.  At this stage ‘reverse controls’ is automatically turned off (regardless of whether or not the 20 seconds is up).  Before the level complete message is shown and bonuses awarded, the following victory sequence of our pilot meeting a command ship on the edge of the star system is played through.
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(Three ships enter the screen and advance toward the player.  Note that the engine animation for the craft has three states over four frames like the player’s – one frame active and the next one off to give the impression of flashing/flaring).
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(The two escort craft wait at the top, and the command ship continues to advance).
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(The command ship docks with the player, and the level complete message is displayed and bonuses are awarded).

Following this sequence, the screen fades to black and the next level information screen is displayed.
