StarEater:

Christopher Enderle

Goal: 

Touch dots to achieve a High Score.

Purpose: 

To challenge the player into making strategic and split seconds decisions in their goal of maximizing their score during a limited amount of time. Pros and Cons of each Dot must be weighed and Turbo Mode judiciously used. Obstacles must be avoided.

Story:

You are a space monster eating stars.

Mechanics:

The player starts with 120 Seconds, 0 Points, 100 Life, and 50 Power. Default state is Green with Speed = 10.

Use the arrow keys to move up/down/left/right.

Dots must be touched to score points. When a dot is touched it will respawn at a random location.

Green Dot: +2 Life, +10 Points, Speed = 10, Random chance to turn into a Yellow Dot, Turns Player Green

Red Dot: -10 Life, +20 Points, Speed = 20, Random chance to turn into a Yellow Dot, Turns Player Red

Yellow Dot: -1 Life/Sec, -5 Points, Speed = 5, Low random chance to turn into a Super Dot, Turns Player Sick

Super Dot: -1 Life/Sec, +100 Points, Speed = 40, High random chance to turn into a Yellow Dot, Turns Player Yellow

Power/Turbo Mode: (Hit Space Bar) Player moves at 2x their current speed, -10 Power, Can not be engaged when Player is out of Power. 

Game Over: The game ends when the player’s Life or Time reaches 0. 

Projected Intentions:

Katamari type game. Going from small scale to large scale. At first a single cell eating other single cells and molecules, mainly a quest for survival. Then as you become too large you must split apart to stave off growing so large that you explode. You must then compete against your splits for resources.

If you get near a dot it starts moving toward you (gravity effect). You can use a special ability to move quickly away in a burst.

Enemies that chase you.

