Objective


The objective is to create an isometric RPG with real time battles and the ability to attack both physically and with various types of magic.  The player has the ability to explore a world, gain experience and level up, and be a part of an epic story.
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Specs

· Isometric Scrolling World with Column Layout

· Screen Scrolls when Character leaves a Bounding Box centered on the screen

· Screen Resolution will be 1024 x 768

· Tiles will be 64x32 pixels

· Therefore will use 18 columns of 51 tile elements each for screen display
· Config files will be loaded from the files directory ( can use encryption later )

· Graphics are loaded from the graphics directory

· Textures are loaded initially from a files/textures.txt.  Each texture has an integer value associated with it used when creating maps.

· Maps are text based on the following format:


1 0 3 9 2


1 2 4 2 4

 
1 1 1 2 1


1 1 1 1 1


#


0 0 0 3 0

0 3 0 0 0

0 0 1 0 6

0 0 0 4 0


Each number corresponds to a texture.  A delimiter defined in code will signal the end of the map.  More numbers below the delimiter can be used to define overlays in the same file.

· Engine support sprites and surfaces. 

· Text engine is based on the code in The Zen of Direct X Game Programming. Expanded to allow for many different font files to be used at the same time.









