CS 151, Fall 2010, ISU

Final Project Proposal


Name: Jeff Kinne

Working with a partner?  No.
If yes, with who?
Grade I would give myself and my partner, why?

I am not working with a partner.  I would give myself a B+ for this part of the assignment.  I have been behind schedule and have not spent as much time or gotten done as much as I would have liked, but I have learned all the new things I need, and I think I can still finish the project.
[If grading a partner, then you can say roughly how much time you think both people have contributed so far, and say anything else that might be relevant.]
Title of project: 

Mission Enceladus, a learning and adventure game for children

Overview and description: 

I plan to make a game for my son Andrew.  He loves science, so I will make him an “astronomy/rocket” game.  The basic game play will be that the player starts on earth, and flies their rocket first to the moon, then to Mars, and then to a few other places in the solar system, finally ending on Enceladus (a moon of Saturn).  For each flight/stage/level, the player would use the arrow keys to direct the rocket to the destination.  They only have a certain amount of fuel, and they will lose if they run out of fuel.  When they finish a level (getting to the moon is the end of the first level), the player is asked a few questions about where they are.  If they answer correctly, they get more fuel for the next level.  If they get to Enceladus, then there is a surprise waiting there for them…

Update on description:

Now I know it will be pretty easy to add asteroids and other obstacles, so I am planning to do that rather than keeping it as an “extra”.  I will also look into trying to make it so the game can be run without JES, so I could put it on a website or something like that.  I will spend a few hours trying to figure this out once the game is finished.
Programming environment you will use: JES
Software can be downloaded from: (put a link here if not using JES)

Summary of things I have learned and still need to learn to do this:

· I am using the java libraries that are built into JES to display to the screen and get user input.  The JES functions just do not do what I want, so I had to use some other library.  

· I also am doing my game as a “class”, which is “object-oriented”.  I do not expect this of you guys, but it is something I have learned for my project.

· There will be some more Java things that I need to learn, but I understand how it works now and how to find new information.  I think most of the “learning curve” is done, and now it is just putting in the time to do the coding.

Checklist of programming concepts that will be used:

a. Multiple loops: Right now, I have a loop that I use to put the images on the screen initially.  This way, I can put lots and lots of images on the screen, and it won’t take much code.  For example, I could put dozens of asteroids.  I will also have a loop to ask trivia questions once I get that part done.  

b. Multiple functions: Right now, I have functions for: loading a level, putting an image on the screen, dealing with a key press, and a few others.  I will have plenty more functions by the time I am done.
c. Multiple if statements: Right now I have if statements to check what to do with the key presses (if up arrow, then move up, etc.).  I will also have if statements to check correct answers for the trivia questions.
d. User input: Right now, the game takes user input on the keyboard to steer the ship.  I will also take user input when I get the trivia questions working.
Timeline and Goals 

(note Nov 19 is project midpoint, Dec 6 project complete

 note Exam2 is Oct 29, Exam3 is Dec 3):
	Goal Description
	Date

Est.
	Date Actual
	Hours Est.
	Hours

Actual

	Find a picture to use for the background, with the Earth in one corner and the Moon in another corner.
	10/29
	11/5
	
	0

	Make a picture of a rocket to use.
	10/29
	11/5
	
	.5

	Learn how to have the rocket move across the screen.
	10/29
	11/11
	
	4

	Complete function: moveRocket, that moves the rocket from where it is to a different location on the sceen.

Note: this works differently in the code than what I had originally thought.
	11/5
	11/11
	
	4

	Learn how to take input from the user off of the keyboard while the rocket is moving across the screen.
	11/5
	11/11
	
	4

	Complete function: flyRocket, that does a loop of updating the screen with the moving rocket and moves it based off of what the player is typing.

Note: this works differently than I had originally planned.
	11/12
	11/11
	
	4

	Complete function: playLevel1, that enhances the flyRocket function by keeping track of the amount of fuel used, and stopping once the rocket reaches the moon (or ending the level if the rocket runs into anything else).
	11/19
	
	3
	

	Complete function: bonusFuel1, that asks the user questions about the Moon and increases the amount of fuel they have if they answer correctly.
	11/19
	
	4
	

	Adding asteroids as obstacles
	
	
	3
	

	First level of game complete
	11/19
	
	-
	

	Complete function: playLevel2, that takes the player from the moon to Mars.
	11/26
	
	1
	

	Complete function: playLevel2, that takes the player from the moon to Mars.
	11/26
	
	1
	

	Complete function: playLevel4, that takes the player form Europa to Enceladus.
	12/3
	
	1
	

	Complete function: finale, that displays whatever the ending scene of the game is.
	12/3
	
	2
	

	Investigate having the game run without JES.
	
	
	3
	

	Game complete
	12/3
	
	-
	

	Presentation complete
	12/6
	
	4
	

	Total number of hours still estimating to work on the project (note – the actual amount to finish a project is often at least double your original estimate):
	
	
	22
	

	That works out to ___ hours per week
	
	
	7
	


· Presentation and document.

a. Keep document and code updated on a weekly basis so they are in good shape.

b. Devote last week of time on the calendar to preparing a presentation for the class.

· Extra things I’d love to do but won’t have time to do them all, but things I’ll add if I get done with the above stuff ahead of schedule.

c. Take gravity into account when flying the rocket.

d. Have asteroids and other spaceships/satellites that have to be avoided.

e. Make it so the rocket has to have a “soft landing” or else it will be wrecked.

f. More levels.

g. Have sound effects – rocket blastoff, crash if crash, background music, etc.
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