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Life Cycle Objectives

Online MUD

Our idea for the group project was a multi-user dungeon (MUD) roleplaying game (RPG).  A role-playing game is one in which you take on the identity of a character, usually a hero, and solve problems, defeat enemies and save the day, world, princess, etc. Not all RPG’s have a happy ending, or come to a conclusion, leaving the possibility for sequels or expansions.  A MUD is usually described as a text-based RPG in which multiple users participate in a fantasy world, usually trying to compete for certain goals, fight each other, or just hang out and chat. 

We chose this project because games are a huge industry and RPG’s are no exception. There are not many in circulation, so we saw this as an opportunity. Our game will be a single-player game, with the chance to be a multiplayer world, depending on time constraints.  The game would be broken into several different modules. The first being a free roaming module that would allow a character to move around throughout the world we would design.  Another would be for the battle sequences, allowing the user a wide variety of options, as easy as attack or run away. There would also be one for cut scenes or town interfaces.  

The system must be able to support J2ME midlets and servlets, or it will not function.  The game might be condensable to a midlet, but it would cutdown on the content of the game.  To offset this, the phone need enough memory to hold the entire midlet. However, if we went with midlet-servlet connection, phones with less memory would be able to download the game.  The connection would allow the more memory intensive items to be stored elsewhere (i.e. a server) and then accessed as needed. Much of how the two items interact and the level they will be used are described in the architecture that follows.

On the architecture level, the game would be using a midlet-servlet-server connection.  The midlet would store personal date relevant to the character, (i.e. name, health, money, items, etc.).  The servlet would be used to bring up the relevant module needed depending on where the character is.  For example, while the character is in the outside world, a canvas is being repainted showing the characters location depending on how they move. A random battle occurs, and the servlet grabs a monster form from the server and sends it back to the midlet to display rather than the world view. The character sees the monster and has a series of options to either attack, use an item, defend or flee. Once the battle is over, the midlet would destroy the monster form and return to the canvas it had previously.  Entering a town would have much the same scenario with a different list of options for the user to choose from.  If condensed to a midlet, all the architecture would be localized. 

You may be wondering, “Is this worth our time?” Well, it is.  Any RPG fan with a cell phone and time on his hands will want our game.  If you don’t think that the gaming industry is popular, look at all the attention that the new Gameboy Advance SP is getting.  Our game appeals to the game lover who doesn’t have the money to spend on a new, or old console, yet still wants to play his games.  The great thing about our architecture is that it can be applied to several different genres of RPGs, allowing us the ability to have multiple releases with very little extra work, and money.

Is all of this really possible? It can be, but it will take hard work, ingenuity and dedication to the project. The design of the game won’t be too hard, but the idea of a multi-user game would definitely be a challenge, especially with the free range movement we had planned for the outside world.  Keeping track of multiple users will slow the game down. Also, the one-on-one combat system with another user will be possible, but also creates a drag in the system.  Overall, we believe the game can be created and are eager to get started.

