40 Acres


The game “40 acres” revolves around the time period of the reconstruction era where Union General William T. Sherman issued an order (that was sparked by previous conversations) that allotted 40 acres to about 40,000 freed people in the south. Plantation land was to be evenly split up amongst the freed people, until it was later taken back under the command of President Andrew Johnson. In the game, you play as a mule (in a symbolic fashion, to complete the terminology of ‘40 acres and a mule’) and go around collecting crops on the allotted farmland. These crops will improve the players score as they race against the clock to see how many crops they can collect before the land is taken from them.  Meanwhile, there will also be two beetles in the world that will also roam around and collect crops, possibly hindering your score. The crops themselves will spawn in at different intervals and different places around the map in order to give the player as many chances as possible to increase their score. To recap, the mule actor class will  take input from the player to  move around the world (known as ‘AcreWorld’) and look for and then in turn eat crops that are scatted around the world. The crop class will simply just have an image, but will appear sporadically across the world. The Beetle class will also consist of an image, but will move across the world on it’s own while also actively looking for crops and getting in the player’s way. AcreWorld itself will consist of all the above actors, alongside having it’s own image, timer, and a score count provided to the player on the screen.

Noun-verb list
AcreWorld			has (Mule)
AcreWorld		has (crop(s)) 		
AcreWorld		has (Beetle(s))		// two beetles
Crops			placed in (AcreWorld)	
AcreWorld		depicts (farm land)		// top-down view

AcreWorld                  has (timer)
AcreWorld                   has (score)
Mule		moves (constant speed)
Mule			looks for (worms)
Mule			turns (number of degrees, left or right)		// using arrow key controls
Beetles		move (constant speed)
Beetles		turn (random number of degrees, left or right)
Mule			runs into (crops)
Mule			eats (crop)
Beetle			runs into (crops)
Beetle			eats (crop)
Mule		has (count of crops eaten )
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