Labyrinth Video Game (Final Release)
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Concept:
Welcome to the user guide for the Labyrinth video game by Craig Clark, Cherry Yang, and Jason Peng.  This user’s guide is meant as an introduction to how to play this game. The Labyrinth game is based on a very classic game that involves a wooden box and a marble.  The object of the game is maneuver the marble through a maze from it’s starting point to it’s ending point while at the same time avoiding obstacles such as dead ends and holes on the board.

As you can see in the picture below there are two knobs that are used to control the tilt of the board.  By tilting the board, you can control the direction and speed of the ball.
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Actual Features:

-Labyrinth Menus and Options
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Getting Started

-Load Game

Choose “Gamestub” under “Game” drop down menu.  Once the game screen loads, press “Enter” to start game.
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-Game Settings

The game can be viewed with the background or without the background.  This can be adjusted in the “View” drop down menu.
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Game Views

For a more interesting view you can toggle between “Playercam” to view a closeup of the map while traversing through the maze or you can use the default “Mapview” to view the entire maze at once.

Playercam View
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Mapview
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Game Objective

The idea of the game is the maneuver the ball around the maze and drop the ball in the blue hole at the end.
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-Moving Around

By adjusting the tilt of the board through the use of the directional arrow keys, you can control the speed and the direction of the ball. 
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Controls: 

UpArrow/DownArrow : Tilt board up/down

LeftArrow /Right Arrow : Tilt board left/right
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-Tilt Status

You can move the ball by adjusting the horizontal and vertical tilt angles.
-Updates Per second

This shows you the games performance on your computer. 

-Game Time and Score

Your final score is based on how far you get in the maze and how long you took.
-End of Game

The game ends when you fall into the hole or reach the final blue hole. 

Or to quit, press “Control + C”.
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UML Diagram
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Credits:

Associate Game developers:

Craig Clark  :   craigclark@hotmail.com

Cherry Yang :   cherryyang@yahoo.com

Jason Peng :     jpeng74@yahoo.com

With special thanks to:

Professor Rudy Rucker:   rucker@mathcs.sjsu.edu
This Game is shareware and may be freely distributed and reused.  Any commercial use must be approved in writing.

This program is for use with the textbook

“Videogame Projects With Windows MFC”, by Rudy Rucker

Full source code and electronic form of the book is available at:

www.mathcs.sjsu.edu/faculty/rucker/videogameprojects.htm
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