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The Stars or Bullets is a shoot game in which the player will experience to be and play unexpected, different roles of a game. The decision of which to play is based on a lot that one must take before the game starts. The concept of this new invention comes from the unpredictable life, where no one can really choose the part they wanted to be. Either good or bad, each is different and attractive in its game play. The Stars or Bullets is basically created to learn through practices the roles from different sides. 

This game takes place in a starry night where three principal elements can be found: The Brightest Star, The 5 Small Stars and a Gun With Bullets. Each one is a possible role that the player may play. The main goal of the game is to move, push, avoid in order to protect The Brightest Star or to move and shoot to kill The Brightest Star. Even every role has different mission to achieve, but all follow the same game rules. Those are, when The Bullet shot The Brightest Star, the game ends and The 5 Small Stars are being there to protect The Brightest Star. These Small Stars have the power to destroy the bullets by colliding with them, but that will also cause them to death. Every role gives importance to the existence of The Brightest Star because she is the main key that indicates whether to win or to loose.

The game starts with 4 stars-like buttons in a dark, starry sky as the background. Each represents a different role in the play. All buttons have the same size and look. When the mouse goes over, the star of selection will became brighter, and the user must click one to play. It works like the lot, one never knows which he or she will play, it is all about luck. The stars in the intro window will change their location randomly, that way the user will not be able to know which role is each star.  Here are the four possible options:

1. The brightest star

2. The 5 small stars

3. The gun with bullets

4. The lucky star: Allows the player to choose the one he or she desires to be.

Once the star is clicked, a window will jump out and tell the user about the mission of this specific role. Followings are some details of each play:

1. The Brightest Star: She is the key of the game and her goal is to hide herself and avoid any collision with the bullets. The player can move it by clicking the arrow keys. Every time when the brightest star gets close to any of the small stars (a limited distance), it will force the smaller stars to move (the 5 small stars always move together). The Brightest Star can avoid the bullets by moving around or hide behind a smaller star. But, if The Bullet and The Small Star touch each other, they both will disappear. The death of The Small Stars will not cause the game to end, but while The Small Stars becomes fewer, the protection will also get lower.

2. The 5 Small Stars: They are the protectors of The Brightest Star. The 5 small stars play an important role in the game because they are the only ones that can destroy the bullets and protect The Brightest Star. All 5 stars always maintain certain distance and they must move together. The player interacts by clicking the arrow keys. And when one of the stars gets close to The Brightest Star, it will cause The Brightest Star to move. This is the only way to change the place of The Brightest Star in this play. The 5 Small Stars can protect The Brightest Stars by changing its location (pushing it) or moving to its front to obstruct the bullet. But the player must be careful enough, because each collision makes both the bullet and the small star to destroy.

3. The Gun with Bullets: He is the villain of the game. The Gun With Bullets is also an indispensable role because he is the one who creates the conflicts, and the game play. Its mission is to destroy The Brightest Star by shooting it. The Gun can only move horizontally by pressing the right and left arrow keys, and the up or down keys are used to shoot. There are a total of 5 bullets in the gun. The player can shoot continually, but the number of bullets in the screen cannot exceed 5. When the bullet reaches the highest point in the screen, it will automatically come back again to the gun so the player can reuse over and over again. Once the bullet collides with any of The Small Star, it destroys and reduces the number of bullets that player can reuse.

A timer will be set at the right corner of the game. A limited 100 seconds will be counting back in each game. If the player cannot achieve his or her mission before the time ends, he or she will also lose the game.

Implementation:


The Stars or Bullets game will be build using simple, flat graphic images. It is a non-level basis game, the result will simply be lose or win. The game will divide and created into 4 different parts.


Intro: The Starry night with 4 stars-look buttons. While clicking the button brings the user to the right game window with the instruction of the role on it (after reading, one must click “ok” button to start the game). In this part I would need to know how to make all stars buttons to appear randomly each time I play the intro window.


Being The Brightest Star: In this game I will be using keyboard input codes and Hit Test to move and detect when The Brightest Star collides with The Small Stars (makes The Small Stars to move toward the direction of the push). There will be another Hit Test applied to The Brightest Star and The Bullets (takes the user to game over window when hit). And last one to The Bullets and The Small Stars (makes both destroy and the reduces the number of bullets when hit).


Being The Five Small Stars: This one will also be using keyboard input and Hit test as the one above. The challenge in this case is to try to make all 5 Star to move together pressing the arrow keys.


Being The Gun: This is the hardest part of the entire project. I would like to know how to count the numbers of The Bullets and how to reduce one bullet each time it collides with The Small Star.


A Count Down Timer: In the case of both The Star roles, it will bring the player to The Win Window when the time finishes. And for The Gun, it loses when the time reaches 0. I need to know how to make a timer that will accomplish my needs.

