Pop N Locke Battle System

Design: 

Jukebox: stores and plays 8 measure looping mp3s in an array during battle. Main soundtrack begins, and enemy attacks change the current soundtrack to a different one in the array. Resets to Main Theme when the fight begins, and turns off when the room changes. 

Groove Scale: A scale that measures funk that begins at 5, and sways from 0 to 10. As the battle progresses in Locke's favor, funkier music plays, the scale goes up to 10 and the funk prevails. If the enemy's winning, the music sounds more stale, the scale goes down to 0 and you lose.  

Funk meter: measures the character's current usable funk. For Jam attacks.

Locke's Battle Menu: 


Jam: decreases your funk, but increases the groove, turns up the jukebox


Dance: regain funk


Groupies- open a menu


Outta Here- jump to lose screen

Enemy's Battle Menu:


Jam: decrease funk, increase groove, turns down the jukebox


Groupies- programmed groupie attack, no limits


Pausing action- ie. Tune up, look surprised, taunt, laugh (little/no effect on battle)

Programming: 

Jukebox:

***consult Captain Falcon game code for soundtrack controls

On the first frame, play the four second loop to the last frame of this series. That frame loops to the first frame, and the first frame checks what the 'current music' variable is. We change this variable throughout play (any of the frames), but the variable is called/played in the first frame only . Variables that point to different mp3s are stored in an array, and the current track variable points to a variable in the music array. Changing of the music happens when Locke or the enemy uses an attack; the groove meter's value is read by a function that calculates what music variable is called from the array by the current track variable. 

A bar appears on the bottom of the screen, filling up as each frame goes past. This is a visual aid for the player, letting them know when the four seconds is running up.

The Jukebox is created and plays music when the fight begins, and it stops playing music when the frame goes to the lose or end frame. 

Groove Scale object


var:num groove = 5;


update



box width = groove*40;


decrease(int value)



//box width decreases



groove -= value


increase(int value)



//box width increases



groove += value


win(int currentGroove)



if (currentFunk <= 0)




go to lose screen




stop any looping methods


lose(int currentGroove)



if (currentFunk >=10)




go to win screen




stop any looping methods

Funk meter:


var:num funk = 5;


var:num MAX=5;


var:num MIN=0;


update()



box width = funk;




check against max and min, if over either limit, make funk equal to that limit


decrease(int value)



//box width decreases



funk -= value



update()


increase(int value)



//box width increases



funk += value



update()

Locke's Battle Menu: 


Jam: decreases your funk value, increases the groove value, change on-screen animation, 


Dance: choose from different dances that regain your funk, decrease enemy funk, or both


Groupies- a once-per-match attack; select your groupies to increase your groove a little bit each turn, auto-regen funk before your turn, or auto-tick against the enemy's funk that turn. Uses lots of funk for a big hit.


Outta Here- jump to lose screen

Enemy's Battle Menu:


Jam: decrease gunk, increase groove


Groupies- pre-programmed groupie attack that hits hard. Only one per match.


Pausing action- ie. Tune up, look surprised, taunt, laugh (little/no effect on battle)


Enemy AI: 


gunk = 5;


groupies= 1;


if gunk >=2, use gunk attack
(subtract groove and gunk values for groove scale and gunk meter)



else if groove>=3, use groupies attack (if groupies = 1, call out groupies to be stoned)




else if gunk <=2, display pausing action text (“Jazz man tunes his instrument.”)

