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Created by Thielens Tom

This program is the creation of a project for the class JAVA2 at the KHK Geel.

HelicopterRescue.V01

To play the game you have to rescue the 5 victims that are randomly put on the map with your helicopter. These Victims if you collected all 5 have to be returned to the base safely. In V01 you do not have many obstacles. You only can’t fly to low by the ground.

Explaining of the basics.

As you have a helicopter you can go up and down to pick up the victims and left and right. The program is created that you can only move in 1 DIRECTION at the time so you cannot move up while you fly to the right or to the left. The background moves around with you making you unable to find the base. The base itself is located at the same spot in the game. This makes it easy to return to it. When you picked up all the victims you end the game by putting your helicopter back on the base.

Explaining of the hud
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The yellow rectangle indicates the menu. (Details look at topic Menu)
The purple rectangle indicates the victim coordinates (topic Menu, Coords)

The green rectangle indicates the rescue victims. The icon of a victim is visible on the map

The cyan indicates the boost. There are 2 kinds of message (see topic boost)

The dark blue indicates the coordinates of your helicopters (topic coords)

The red rectangle indicates your life support (topic lives)

Topics: 

Menu
The Menu has 3 main menu’s. 

· Start

· New game

· Save Scores

· Exit

· Options

· Help (normally UNCHECKED)

· Help

· Help

· About

I think New game is easy to explain. It starts another game and sets new victims and resets the heli back to the base. (shortcut key bound)

Save Scores = saving the score you currently HAVE. So not more or less. There is no way to display it yet.

Exit means that you exit the game. (Logical)

In the options there is a help. The help shows the coordinates of the victims. This is to help you out to find them easier. (coord description explains how you’ll use them)

Help: Displays a small help

About: Shows the creator of this game (Me)

Keys

There are a few short cut keys and special keys to know of. They are listed here.
F1: Call the help function

F2: Shortcut key for a new game

F11: Save Scores

F12: When you crash you’ll reset your helicopter with F12 (minus 1 life)

Arrow keys: Used to move your helicopter (what else would they be for ?)

Control key: If you hold control key with the direction to left or right you’ll fly faster 火
Space bar: Key to exit help and about menu

Coords

Explaining of the coordinates is rather easy. The maximum amount of coordinates you’ll see is the 2 for your helicopter and 5 for the Victims…

Coordinates from the Helicopter

Heli
XXXX YYY

The X indicates your movement on the left and the right side. It flies on that area entirely. It’s going between 0 and 2920 with 0 being the entirely left and 2920 entirely right side.

The Y indicates the height of your helicopter. It’s between 0 and 210. 210 is the max height you can reach and 0 the ground. When your Y coord is 0 when you are near a victim that victim will be picked up. If you FLY BELOW the coordinate 50 you will crash your helicopter.

The Victim coordinates are a little different. There are 5 coordinates randomly for each victim. Each victims coordinate –18 or +18 is equal to the place where your helicopter must land to pick up a victim. This option is only visible when you have activated the help in the Options menu.
Boost

Boost makes you fly a little faster. Not that much since I do not seem to get the speeds right in a way to move faster. It’s flying just a little faster and that’ll help a little when your victims are on a long range.

You must HOLD the CTRL button and then select a direction to fly. (left or right)

When you do not have the boost activated it will show a cyan message saying:

Boost press CTRL
When you do have a boost on (CTRL key held down) you’ll see 

Boost ON, hit <=火=>
(small side info: 火 = a Kanji (Japanese symbol) for fire)
Lives 

A very simple explaining on this is that your lives is 3 to begin with. You’ll see it indicated with the symbols and with a number. Also with a color and some kind of error message just in case it’s not clear enough

Systems: Green
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Systems: Fading
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Systems: Critical
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This is what you see at the life count. 3 standard and well… When you die when you have 1 life left than I’m pretty sure you and me just know you are dead if you crash once more.

Scores
I think it’s easy to say you gain points for saving a victim. There is however a catch in this one to. Your score is basically based dynamically on the distance the victim is standing. No score could be the same or it should be by luck. It’s a totally random and can be checked by opening the file “HRScores.txt” Another part of the catch is even if some people have bigger distance compared to others they can still end up with a lower score. The reason for this little thing is because the lives are also counted in. For each life that you can keep up to rescue the poor victims the more points you have. They are counted in automatically so don’t get surprised if all of a sudden your score lowers.

3 lives = basic score x 3

2 lives = basic score x 2

1 life = basic score x 1

ERRORS

Helping you with errors is rather simple to. There can’t be many things that error with this game. Some thing that can happen is probably a problem due a lot of new games that the timers eventually might mess up… (not tested)

There is also a possible error indicated on the game itself

error-img:

If you see that error that means your images are not displayed. You probably have a blue screen with this message into the window somewhere. You probably won’t see the base either and other icons. This means that when you use the program your IMAGE FOLDER is in the wrong location.

If you do not obey the structure from these folders your images probably won’t be displayed and you cannot play the game. For that I show how the structure should be build up

You should have the following structure.
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Folders:

img: Images are in here. The folder might contains images that are not used in the game as well. Those might be used in the later versions

help: In this folder you’ll find this file in both TXT and DOC format

README: A readme file generated by Netbeans

HelicopterRescue: The JAR file to start this game.

music: You might notice this folder is set to hidden. In case it isn’t it will be used but as long as it’s not used it will not be avaible in your own gamefolder. You do not have to search for it

Thank you to all the testers that tested this game

Thank you to the internet and the people who made those images that I adjusted to what it had to be for the game. 

I’ll hope you enjoy it as much as the time I put into the game.

You can distribute this game as long as all files (Yes this one to) are included into the released versions. You can enjoy the game as much as you want

Versions
When there would be possible updates they would be listed here but it depends on how you threat this game yourself. The game is just a project so at this time is only a V1. I can give possible entries for V2 myself but at this moment I can’t really be bothered with making them.

For the possible contains check the lower list

HR V1:

· 5 dynamic spawning victims
· 3 lives for you to deal with it
· 1 large area
· Score system
Tom Rayden Thielens
Student KHK Geel

www.raydesign.be
Possible means of contacting me or asking me if I want to make the game harder, different or adjust with possible things I would say go ahead and contact me by means of the following email address

Tom Rayden Thielens

www.raydesign.be
天壌の劫火 
Rayden@raydesign.be
