


 
Saving Game State 
If players decide to close the game, they can start from the level they just completed. After finishing a level, generate 
a code that players can input to get unlock and start from that level again  

- impact: players will be annoyed if they reboot the game and have to start all over  
- alternative: players must start from the beginning of the game  

 
Physics to calculate whether a character can keep walking up a platform that is rotated or if it will slide down 

- impact: excluding this from the game will not impact gameplay by much, but will simply make character 
movement less realistic and will make different platform surfaces not possible to implement. 

- alternative: a threshold will be hardcoded so that characters can only walk up platforms that are slanted 
less than a specific degree 

 
Power-ups / Rotation Energy Gauge (Lowest priority)  
Examples of power-ups: invincibility, ability to freeze enemies  
Rotation Energy Gauge: based on how many points collected = how many times you can rotate  

- impact: less gameplay mechanics  
       -      alternative: do not implement  
 
Devices: 
Keyboard controls player movement and menu selection. 
left arrow = move left 
right arrow = move right 
spacebar = jump 
z = rotate clockwise 
x = counterclockwise 
h = open and close help/instructions menu 
esc = pause game (with option to go back to main menu screen) 
 
  



Concepts: 

 



Tools: 
We plan on using a Pixel art editor and colour palette tool for generating art assets. 

Also, to maintain a consistent aesthetic to the game, we plan on using a colour scheme chooser (such as 
https://color.adobe.com/​) 
We might use Audacity if needed to mix sound clips (if we need to do anything too complex to handle in code). 

 

Development Plan: 
Week: February 1 - ​Skeletal Game  

- Layout basic class hierarchy/structure 
- First level of game (maze design)  
- Player controls  
- Basic collision detection  
- base sprite assets 

Week: February 8  

- Add simple ‘ghost-type’ enemy AI (not individually controlled, can go through walls) 

- State diagrams for enemy AIs 

- Basic physics  (gravity)  

- One advanced maze designed and coded (basic platforms) 

Week: February 15 

- Implement rotation controls 

- Background music 
Whispers say it’s reading week... 

Week: February 22 - ​Minimal Playability 

- Basic enemy AI (following the exact path as the hero or, alternatively, going on a fixed path) 

- Tutorial (press H for instructions)  

- At least two levels of the game designed (difficult enough to sustain at least 2 min of game play) 

- Sprite animation 

Week: March 1 

- Textures applied to most maze components 

- Add rolling boulders (geometry) 

- Basic main menu screen 

- Plan for various platform surfaces + character’s reactions to surfaces 

Week: March 8 – ​Playability 

- Platform surfaces (spikes)  

- More sophisticated collision detection (against geometry) 

- 3-4 playable levels (enough to sustain at least 4 min of game play) 

- Background physics (exploding gore when player lands on spikes or collides with enemies), may push to 

following week if needed 

 

https://color.adobe.com/


Week: March 15 

- Implement search algorithm for enemy AI 

- Refactor if needed 

- One more playable level 

Week: March 22 

- Physics to calculate if player can continue walking up a platform  

- Vary efficiency of enemy AI between levels (make them faster/smarter) 

- One more playable level 

- Improve calculation efficiency if needed (for lag-free gameplay) 

- Testing and bug fixing 

Week: March 29 – ​Robust Game 

- Tutorial level design  

- 5-6 playable levels (enough to sustain at least 6 min of game play) 

- Saving game state  

- Menu screen that allows starting at any unlocked levels 

- Sound effects for most interactions 

- Check for and fix memory leaks 

Week: April 5 

- Dust effects  

- Energy gauge for limiting rotation ability 

- One more playable level 

- Advanced moving and disappearing/fading platforms 

Week: April 12 

- Implement Power-ups such as invincibility and/or temporarily freezing enemies 

- Potentially add lighting effects (from torch sprites in background) 

- One more playable level 

- Additional elements to platforms such as rolling boulders 

Week: April 19 – ​Grand Finale  

- Sound effects for all interactions 

- Potentially different background music for different levels 

- Potentially add prologue scene before first level and epilogue screen after game is beaten 

- 7-10 playable levels (enough to sustain at least 10 min of game play) 

- Intuitive “tutorial” level progression, levels should be designed so that the player gradually learns and 

masters their movement, rotation skill, and use of environment as he/she plays through each level. 

 


