Game Play:
The game goal is simple:  Proceed by destroying all of the asteroids in each level.  There are about 20 different boards, so 20 individual levels, but you can go farther if you want.  The goal is to get the highest score (which we track for you). 

Control:

Your player is the spaceship.  Thrust its engines by pressing the space bar.  Break by holding down the B key.  Turning is accomplished by using the arrow keys.  You also have the ability to turn tightly by holding the left ctrl key and pressing the arrow keys. 

Press N to fire, or hold it for automatic firing.  You might be able to mash the keyboard and fire faster than the automatic rate, your choice.

Press J to drop a black-hole if you are carrying them.  

Press W to enter the wire-frame mode.

Press Esc to quit.

Scoring:
You score in one of two ways: either by picking up power-ups or by destroying asteroids.  Points gained by destroying asteroids are relative to the size of the asteroid.

Destroying Asteroids:

Asteroids can be destroyed by blasting them with the blaster.  It takes one shot to destroy an asteroid.  When destroyed, medium asteroids split into 2 asteroids, and larger asteroids split into 4 smaller asteroids.  Small asteroids disappear after being fired upon.  This is how to destroy them then: break bigger asteroids into smaller ones, destroy the smaller-ones
Getting Destroyed:
Getting hit by an asteroid causes you to take 10 pts of damage, when your energy hits 0, you are destroyed.  You will also be destroyed if you are sucked into a black hole.

Gravity:
Most entities in the environment react to gravity, getting pulled to one another.  This includes the asteroids and spaceship.  Entities of larger mass are pulled more quickly to each other than those of smaller mass.  Also, at large distances gravity is very week, but does exist.  When two asteroids hit one another, they combine to form an asteroid of size and mass of each asteroid that is hit.  This increase occurs until hitting the mass limit.
Gravity is also used, inversely for explosions.  As a technical note: an explosion is just a point of extremely negative mass that forces things away from it.  Pretty cool we think.

PowerUps:

In addition to being a source of points, powerups can be a help or hindrance to the player.  There are quit a few powerups available, some more extreme than others.  To pick up a powerup simply run your ship into it.  The powerups will also try to hit you, but hurry, for they will fade from the world quickly.  The effect of most powerups is only temporary.

Types of Powerups:


Health UP:


This one’s easy; it simply restores the player’s health.


Mass Up:

Watch out!  This increases the ships mass by about 750 times!  The asteroids will all come flying!

MassDown:

Relax.  Your mass it 1/1000 of what it was before, so those pesky asteroids will probably ignore you.  Or at least be less affectionate…

FlipSide:

Now your mass is negative, massively negative.  Not only will the asteroids not fly at you, but now there going to run away.

PinBall:
Think your ship’s to slow?  Try this powerup for size.  Now your ship is twice as fast!  Warning: Hazardous to the player’s health.

Comet:

Think the asteroids are to slow?  You won’t now.  Blast one and watch them fly!

BlackHole:

The black hole goes through a few different states.  When you first pick one up, you’re holding it and can drop it with the J key.  If you don’t drop it fast enough, it will drop itself.  From there it explodes, temporarily throwing yourself and other entities out of the way.  But then it collapses, and starts to suck you in.  I wouldn’t let it suck you in if I were you…

FlameThrower:

Want to fire faster?  I mean a lot faster?  Try to get this powerup…

The Camera:
One thing we implemented, but didn’t talk about in our final presentation, was the camera following system we designed.  The camera only follows the ship if it gets to close to the edge of the screen.  This makes the world seem much less jerky, and allows the player to actually see the ship move around instead of the camera just move with him.
Game Intro
The game intro first shows a bouncing logo with sound effects. This is achieved by calculating the position of the logo in advance. Then move the camera toward the spaceship, space-station. When the camera stops, high score will be read from a disk file and showed on the screen. The highest scores are sorted with the highest score showed first. The color of the scores changes from red to green as the score decreased.
The user can exit the game by pressing ESCAPE, view the controls by pressing F2 and play the game by pressing F1. When the user press F2, all the controls are showed on the screen. Press ESCAPE to return to the high score page. 

Player Panel

The player panel is designed to be informative and simple. It consists of elements such as a 2D radar map, meters, health bar, lives counter, score and level.

2D Radar Map

This map is located on the left top corner of the screen. The 2D radar map shows the positions of the player (the green dot) and all the asteroids (the red dots). The map is calculated and showed dynamically. This map is drawn on the texture of a sprite to make it stereo. 
Meters

The player panel has two meters: mass meter and speed meter. They are located at the right bottom corner of the screen. Mass meter gives the current mass of the spaceship. Speed meter gives the current speed of the spaceship. When the player power up or mass up, the pointer will rotate to the right angle. This is achieved by creating two sprites for each meter. One is the meter base and one the pointer. The angle of the pointer is calculated dynamically according to the player’s state.

Health bar

Health bar is located in the left bottom corner of the screen. It shows the health status of the player. It begins with a full-length bar in blue. As the player collides with the asteroid, its health status degrades. This is showed by a shrunk health bar with a white background. When the player’s health status become worse, the health bar change it color from green to yellow and red. 

Lives Counter

Lives counter shows how many lives left for the player. The lives are represented with a number of small icons on the left bottom corner.
Level and Score
Level and Score are showed on the top of the screen.

Inter-Level screen

Inter-level screen begins with a closing door. After the door is closed, the level is showed on the door.

Game Outro

Game outro begins with a game over screen similar to inter-level screen. Game outro will then compare the score of the current player with the high scores read from the disk file. If the current player has a score higher then the some score in the file, the player will be asked to input his name. The high score file is updated, sorted and showed again. The trick to ask for player’s name is to wait for key input and display the partial input from the player after reading each key. All these are done by writing on the texture of a sprite.

