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Overview

A general description of the game…

Slide-A-Word is a word scramble game with a twist. The scrambled letters are printed on blocks in a sliding square puzzle. The player must form the correct words in the upper half of the game board sliding squares around the board. Each difficulty level (there are 3) provides a set of 50 words/phrases. When all 50 items have been solved, that difficulty level is complete. 

Difficulty Levels


There are 3 levels of difficulty in the game. The player will have the option to choose which difficulty level will be played before the game begins. The length of the words, number of words in a phrase, and size of the board are determined by the difficulty level chosen. The 3 levels are:

EASY – words of up to 4 characters; maximum of 2 words per phrase; 4x4 board.

MEDIUM – words of up to 6 characters; maximum of 3 words per phrase; 6x6 board.

HARD – words of up to 8 characters; maximum of 4 words per phrase; 8x8 board.

Game Play

The game board is filled with red and yellow squares and one empty space. Each square can be slid with the mouse. Since only one space is empty, there is only a maximum of 2 or 4 possible moves at any given time. 

When a new word/phrase puzzle is begun, the letters in the word are placed in random locations across the game board. The player must determine what word or phrase the letters spell, then must maneuver the letter squares to the top of the board to spell the word/phrase. The puzzle is complete when the correct word/phrase has been properly positioned and the player presses enter to check for a win.

Successfully solving a puzzle brings up a new word/phrase for the player to solve.

Specifics

Details about various aspects of the game from start to finish…

Graphics

The game will use DirectX 7 to render the graphics. DirectX 3 will not be supported due to the fact that my custom game programming library currently does not support DX 3. Therefore, the game will not be playable on Windows NT.

The game will run in 800x600x16 full screen mode. If this were a commercial game, I would add in windowed support as well, and may yet do so in the future. 

The game will be 2D and will use some tile-based techniques to handle the rendering of the game board.

Input

Input will be handled through DirectInput via my game programming library. Both a keyboard and a mouse will be required to play.

Sound

Sound will be handled by DirectSound via my game programming library. Only wave files will be used for sound effects.

Music

Music will be handled by DirectMusic via my game programming library. Only midi files will be used for music.

Logo Screen

The very fist thing the player will see is the Aldacron Games logo. It will be displayed centered on the screen for a short period of time. At any time while the logo screen is displayed, the player may press the <Esc> key to move on to the title screen.

Title Screen

The title screen will display a graphic centered in the display. After a few seconds, the title graphic will shift to the left and the menu buttons will appear.

At any time the player may press <Enter> to start a new game at the EASY level, or <Esc> to exit.

Menu Screen

There will be 3 buttons on the menu screen. They will be displayed to the right of the title graphic after it has shifted left. The 3 buttons and their functions are as follows:

New Game – starts a new game with the default difficulty level of EASY.

Options – displays a popup menu with 3 options

· Sound – toggle on or off

· Music – toggle on or off

· Difficulty – choose EASY, MEDIUM, or HARD

Credits – replaces the menu buttons with the game credits.

At any time the player may press <Enter> to start a new game at the EASY level.

Menu buttons may be selected by moving the mouse cursor over the desired button and left clicking. When the cursor is over a button, the button’s image will change to indicate that it is currently selected.

Credits Screen

The credits screen will list the names of everyone involved in the game, either directly or indirectly. The list will be displayed to the right of the title image in place of the menu buttons.

Pressing the <Esc> key will take the player back to the menu screen.

For now, my name is the only one to be listed. However, I know I will be using music from the net, and possibly sound effects as well. The authors of any resources I use will be listed as well.

Game Screen

The game screen will consist of three major components – background, game board, and game pieces.

The background will be an image of a wood texture tiled across the screen to look like a table.

The game board will actually be 7 or 8 gray-colored tiles that form a sizeable border for the pieces. The border should have a 3D appearance to give the illusion of edges. The goal is to simulate a hand-held, plastic, sliding squares board.

The game pieces will be red and yellow tiles with a ‘buttonized’ appearance. A flat, gray tile will represent an empty space. Yellow tiles will be faced with letters (one per letter or space in a word or phrase) and the red tiles will be bare.

The board will be centered on the ‘table’ no matter the current board size.

Game Play

The player will use the mouse to manipulate the squares on the game board. To select, the mouse cursor should be moved over the desired tile and the left button pressed. Only pieces adjacent to an empty space may be selected. If a piece is selectable, it will appear to pop out of the game board when the left mouse button is clicked. If it is not selectable, nothing will happen.

Once a piece is selected it will be able to be moved back and forth between its current location and the empty slot as long as the left mouse button is down. When the left mouse button is released, the piece will either drop back into its current slot or into the empty slot depending upon its current pixel position. If over half of the square is in the empty slot, then that’s where it will be dropped.

Each word needs to be spelled out at the top of the game board. Only one word can be put on each row and only half of the total number of rows may contain a word. So, if there is one word it should be spelled out on the top row. Two words should be spelled on the top two rows. The maximum number of words is described above in the Difficulty Level section.

The first letter of each word must be the first tile slot on the word’s row. If there is more than one word, a space tile will be present if a word in the phrase is not as long as the board is wide, unless the word is the last one in the phrase. For example, at the EASY level, the board is 4x4. The phrase “FAKE BUTT” will not contain a space tile because FAKE is 4 characters long. The word HOT DOG will contain one space tile because HOT is less in length than the board’s width. There is no space tile for DOG because it is the last word.

When the player is satisfied that the correct word(s) have been spelled out in the proper location(s), pressing the <Enter> key will verify a win. If the player has solved the puzzle, a congratulatory phrase will briefly be displayed across the screen and a new word will be placed on the board. If the solved word was the last in the list for the difficulty level, then the level will increase unless the level is HARD. In that case, the player will be asked if he/she would like to start over at the EASY level. Choosing not to will display the GAME OVER screen.

If the puzzle was not solved correctly, a sound will play to indicate so and game play will continue in the current state.

At any time during the game, pressing the <Esc> key will take the player back to the menu screen.

 Game Over Screen

This screen will display a “Thank you for playing” message. 

Resources

The game will use a small number of resources, so it will not require any compressed file archives. There will be a few bitmaps, waves, midis, and 3 text files containing the words for each difficulty level.



















