Morps

Mini Online Role Playing Strategy

By Feliciano Moody

Aim: Players will control characters that move around blocks where the aim is to eliminate the opposing characters. Each character will have a build specified by the player which affects the way they will play the game in order to win.
Genre: Strategy turn-based.

Gameplay

Mode: Multiplayer Only
No. of Players: 2

No. of Characters for each player: 5

Timelimit: No overall time limit. Game ends when all of one side's characters have been eliminated or one player exit/disconnects.

Controls:

W - Move character up.

S - Move character down.

A - Move character left.

D - Move character right.

Space - Press once (target mode) to show character's weapon range. Character can also change direction in this mode.


 Press again (attack mode) to attack towards the character's direction.

Backspace (while in target mode) to cancel target mode.

U - Use character's special move.

F - Finish turn for character.

Shift - Toggle on/off character HP bars.

F1 - Display game information.

F4 - Toggle on/off fullscreen mode.

+ key - Increase background music volume.

- key - Decrease background music volume.
Character Builds
The player specifies which build he wants a character to have by spending upto 5 points on any of the build described below. The player can choose certain builds for all his/her characters depending on the strategy they wish to play.

Total Points to Spend per character: 5 (New ranks cost 1 point)
Build:

Armour




The character's armour

Default: Rank 1

Levels:

0. Very Weak (No change)
1. Weak (-1/exp(1) to damage)
2. Average (-2/exp(1) to damage) 

3. Strong (-3/exp(1) to damage)

4. Heavy (-4/exp(1) to damage). Bonus: 30% chance to increase armour when attacked.

Penalty: -1 to Speed.

Build:

Power

The weapon's amount of damage dealt.

Default: Rank 1

Levels:

0. Very Weak (2 damage)

1. Weak (3 damage)
2. Average (4 damage)

3. Strong (5 damage)

4. Deadly (6 damage). Bonus: 30% chance to deal more damage. 
Penalty: -1 to Range.
Build:

Range

The weapon's range of attack.

Default: Rank 1

Levels:

0. Very Short (1 block)

1. Short(2 blocks)
2. Medium (3 blocks)

3. Far (4 blocks)

4. Farthest (5 blocks). Bonus: 30% chance to heal character by 50% of damage caused.

Penalty: -1 to Power.
Build:

Speed

The maximum distance a character can move in one turn.

Default: Rank 1

Levels:

0. Very Slow (1 block)

1. Slow (2 blocks)
2. Average (3 blocks)

3. Fast (4 blocks)

4. Fastest (5 blocks). Bonus: 30% chance to dodge an attack.

Penalty: -1 to Armour.

Special Moves
On top of a build, the player also chooses a special move he/she wants the character to obtain. The special move the player chooses may or may not compliment the build he chose for the specific character or they may choose the special move for strategic reasons.

Special Move:

Land Mine
Description: This special move allows the character to set up a mine in any empty block adjacent to the character which will be visible to the player but hidden to the opponent. Land mines will not distinguish between allies and foes and will inflict damage immediately unto anyone that stands in the same block it is planted. Beware.

A character can set only one mine in any given game.
Special Move:

Scan
Description: This special move allows the character to effectively scan the entire playing field for any mines that were planted and any reflect shields active prior to the use of this move. Any mines or reflect shields detected will become visible to the player. However, any mines or reflect shield occurring after this move has been used will not become visible to the player unless they effectively use another scan move from one of their other characters.

A character can scan only once in any given game.
Special Move:

Reflect Shield
Description: This special move allows the character to be safe from any type of damage until they are damaged. This shield will reflect a normal attack back to the attacker, inflicting damage on the attacker instead. This shield will also reflect damage done by a land mine, reflecting it back to the character that planted it.

A character can shield itself once in a given game. A shield will protect you throughout the whole battle until you are damaged.
Special Move:

Steal
Description: This special move allows the character to steal an opponent's special move. The character can only steal from an opponent occupying an adjacent block, which means the character must be standing next to opponent they want to steal from. When a character activates this special move, they will gain the special move of the opponent and it will be activated immediately. There are special conditions when stealing certain special moves.

Shield: You may steal this from an opponent regardless if they have activated it or not. However, you cannot steal a shield from an opponent whose shield has already disappeared. Successfully stealing from this opponent prevents them from using this ability for the rest of the battle.

Scan: You may steal this move from an opponent to gain a scan of the battlefield. Successfully stealing from this opponent prevents them from using this ability for the rest of the battle.

Mine: If the opponent has a land mine special move, then it will inflict the mine's damage on you. Be aware, you cannot steal a land mine. You also cannot steal a land mine that is already planted. Successfully stealing from this opponent prevents them from using this ability for the rest of the battle.

Steal: If you steal from an opponent who also has a steal move, you gain nothing simply because there is nothing to steal from an opponent who can only steal. Stealing from this opponent does not prevent them from using this ability.

If you attempt to steal from a character who has already used up their special move (except in the reflect shield case, read above) or your own character ally then the move is wasted and nothing happens.

A character can only steal once in any given game and must activate the special move they stole immediately. 

Arenas

There are currently two available arenas to battle in.

Arena 1: 11 x 11 grid with no obstacles

Arena 2: 11 x 11 grid with 6 obstacles that cannot be walked on or shot through and 1 hole that cannot be walked on but can be shot through.
Displays

The right side panel will show the player their character's health and builds. The characters that belong to the player are in the upper side of the panel. The characters that belong to the opponent are in the lower side of the panel.

Guessing Builds (Advanced Players)

The lower side of the information panel will consist of the five characters belonging to your opponent. You may build these characters up according to what you think your opponent's builds are. Click on the opponent's characters on the information panel to switch between different characters.

Chat

The game also has a chat feature which you can use to communicate with your opponent. You can chat by pressing 'Enter' to open up the typing box and pressing it again to send your message. The chat box will also display any special events that may have occured (e.g. a character stepping on a land mine).

*Tips & Strategies*

Builds
Armour

· Good source of defence. Try and place in front of your other characters.

· These characters are not affected as much by land mines.

· Can take a beating.
Power

· Good source of damage. Use these characters to kill other characters quickly.

· Use low power characters to get rid of shields.
Range

· Place behind everyone else and attack from a distance.

· Excellent for Scans or Shields.
Speed

· Bonus is good for wasting your opponent's attacks.

· Good for finishing blows because these characters can reach far distances and attack far away characters.

· Excellent for planting land mines, reflecting land mines with a shield and stealing!
Specials
Land Mine

· Place in front of low-speed characters to ensure that they step on it when they chase you on their next turn!

· Don't make it so obvious that you've planted a mine.

· Use mines to block your opponent and make them walk around!

· Don't place a land mine near an opponent that has a shield.
Scan

· Use near beginning if you think your opponent will use their mines and shields early. Or else save for later on.

· Can be used to ensure that you are stealing a shield!

· Scans are a must to prevent or avoid damage! It could be your winning move!
Reflect Shield

· Try and stand on land mines to reflect damage. Really effective with Speed characters as they can cover a wide area.

· Use at the beginning to get that advantage when your opponent doesn't suspect that you will use it!

· Use the shield against high-power characters to make them eat their own medicine!
Steal

· Use a scan to see who has a shield on then steal it!

· Avoid blind-stealing unless you have no choice or feel lucky.

· Stealing a Scan will give you a free scan and prevent the opponent from scanning! Then activate all your specials as your opponent won't have a clue!
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Version Summary

	v0.1
	· Created the menu rooms and some simple buttons.

	v0.2
	· Created the TCP/IP connection. Tested and works

	v0.3
	· Created the build room with buttons incrementing/decrementing build arrays.

	v0.4
	· Created or modified existing sprites for characters and battle field.

· Keyboard controls now work and move characters.

	v0.5
	· Implemented character objects as separate classes first, each with their own definition for each action. (No inheritance)

· Characters have limited movement depending on speed build using array information.

· Character weapons now have its range limit depending on range build using array information.

· Character hit points are calculated accordingly to their armour build upon collision with an enemy’s weapon.

· The object controller (handles all synchronisation code) is updated as needed so actions are also performed on the opponent’s screen.

· Implemented the land mine and scan special moves.

· Player’s character status is now displayed on the screen.

· Modified existing code to implement inheritance between characters i.e. there is one player 1 parent class and the five characters inherit from this parent. Similarly, this was implemented for player two.

· Implemented the reflect shield and steal special moves.

· The opponent’s character status is now displayed ready for the player to guess what their opponent’s builds are.

	v0.6
	· Implemented chat feature. Messages are now passed between players.

· Special messages also now display on screen to indicate if anything special happened e.g. a character steps on a land mine or reflects an attack.

· The special move Scan now has an animation effect.

· Stepping on a land mine has an explosion effect.

· Setting a land mine, stepping on a land mine, activating a reflect shield, reflecting an attack, scanning the battlefield and stealing from an opponent now plays sound. 

· Pressing F1 opens up ‘How to Play’ (Game Information).

	v0.7
	· Implemented Armour bonus.

· Implemented Power bonus.

· Implemented Range bonus.

· Implemented Speed bonus.

· Game Information includes Credits section, but not yet finished.

	v0.8
	· Balancing and tweaking of bonuses.

· During character building, information will now be displayed on screen.

· Keyboard controls changed to allow a character to cancel an attack.

· F1 can only be viewed if it’s your turn.

· Random button functioning.

· Countdown timer starts when both players are ready.

· Hovering and clicking buttons now have sound.

· Player is notified when they are waiting for the other player to finish building.

· Player is notified when the opponent leaves or disconnects from battle.

· ‘F’ key is a shortcut for Finish Turn button.

· ‘X’ key is a shortcut for x button.

· At the end of the battle, players will be given an option if they would like to play again.

· Sprites are now manipulated through image index instead of sprite index for easier manipulation.

	v0.9
	· All mplay_message_send commands are now mplay_message_send_guaranteed.

· Amount of damage a character deals is now displayed on chat.

· A stolen shield can also be stolen.

· Player’s name is limited to between 3 and 10 characters.

· Character’s turn is indicated by an arrow above their heads.

· A character that gets attacked has an animation.

· Players can scroll up and down through chat history.

· Weapon has new graphic.

· Characters have new graphics.

· Connection messages are updated.

· Chat text now wraps on the display chat and gets cut into multi-lines for long text.

· Build screen now has character graphics.

· Title graphic/picture created.

· Tested for any other bugs and/or minor tweaking. 

· Music created for game.

	v1.0
	· Ready for first release and Nullarbor game competition


