d_'..r‘

BARKI NG
ADUENTURE

MAKING-OF

CapAl, november 2021



INTRODUCTION

Firstly our idea was to create a runner type game with a simple mechanic (jump), the
possibility of multiplayer play, levels with an increasing difficulty (first easy levels and that
were complicated as the game progressed).

DESIGN PROBLEMS AND SOLUTIONS

It didn't take long time to make the jump, at first it was very simple and unrealistic, so we
spent a lot of time polishing it, adding gravity, etc. Then, we added the option of a double
jump, since this was the only mechanic of our game. With this option we had quite a few
problems because at first we did not control the height and the character left the screen from
above.

Another mechanic that we decided to implement because at first it seemed simple to us was
to allow the character to bend down: we thought it would be enough for us to reduce its
height by half. The problem came when we realized that the entities began to be painted in
the upper left corner and, therefore, when reducing the height of the character, the half that
was erased was the lower half, just the one we wanted to keep. So we also had to modify the
position of the character so that, although the entity began to be painted in the upper left
corner, it gave the impression that he was really bending down.

So finally, the mechanics that we thought we would have in a couple of hours really occupied
us a few days because then we had to adjust the collisions (that did not leave the ground, etc.),
so we had to discard some of the options we thought of at first (include the multiplayer option,
for example) and focus on polishing the mechanics we had.

But during this month of development we have had several problems not only with the
mechanics but also with the rendering and video memory, because a week after the delivery
(when we started to make "larger" maps), we had to implement a double buffer and optimize
our rendering system because we were generating a bottleneck that produced flikering and
that the game slowed down

Finally we decided to add animations and music and with both we had problems: with the first
one, our character seemed to have two heads when he went from crouching to getting up, it
was as if he had two states in the same frame...:

When in fact the problem was that we did not update the counter when the state changed.



With the music we had a lot of trouble understanding how Arkos Tracker worked and how we
could square the sound with the frequencies. We also quarreled a bit with memory... because
we did not do the corresponding push and pop and modified records that it should not, as can
be seen below, where it should actually be printed: Level 1

MORE INFORMATION

In the end we manage to understand everything and add animations and music to our game (3
different types, depending on the theme of the level in which you are). You can try the game
at: https://capai.itch.io/barking-adventure

Also, although we have not been much active on Twitter is the only site where we have been
publishing progress, son you all can check it on https://twitter.com/capAlgames
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