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Game overview

“Marv The Miner 2" is a platform game

Game will contain a set of levels which have to be passed from first to last to complete
game. Each level is an underground scene containing platforms, stairs and other different
environment items, monsters and bonuses. Player has to guide Marv through all platforms
which are colored after he passes over. Level is supposed to be finished after all platforms are
colored.

MTM2 is a single player game, no ghosts or multiplayer are supported.

Please read the file README.txt for copyright notice before using the project.

Game mechanics

1. General game play

MTM2 contains a set of independent levels. When running game first time, only first
level is available. Then, after passing some levels, player can start game from any of previously
passed levels.

Each level contains a typical underground scene. This supposed to be a kind of mine
with horizontal and inclined platforms, which have to be passed and colored to finish level. This
is main goal of level. Also the scene can contain different parts of stone walls, which are
possible to walk through if they are horizontal.

Platforms are connected between themselves by stairs, which are possible to pass with
Marv.

The | evel should have borders (stone
the screen.

Page 3 of 22

b a:

wa l



Marv The Miner 2 v1.0.6: Project User guide

Copyright 2010 Digiment Studios Ltd. All Rights Reserved.
DIGIMENT pyright © g g

Also scene can contain different features like transporters, teleports, jumping tools,
etc.. which have to | et Marv navigate throug

There can be some active monsters on the scene, which are killing Marv when he
contacts it. Monsters are of different kind

Bonuses are static items like diamonds which are located in some places on platforms or
stone floor. They disappear when Marv gets through them and give different points to player
score. Bonus items (especially extra-lives) are placed in hard-tor each pl aces and
picked up simply passing by.

When level starts, Marv is standing static on some place in level as defined in level map.
Player can manage them by meaning of pushing joystick or num keys. Marv can move left or
right by horizontal or inclined floor, and make small side and up jumps. It also can climb
upstairs or go down by ladders. It can jump down to floor or platform located below, but only
on certain height. If height is more than that, he will crash and die.

Platforms are assembled from fixed width tiles, which are colored independently from
neighbor when Marv passes it.

Each level has its limit time which is ticking back to zero. When time is over, the
message appears oveuptheAscteeehevéllTimeg pass:s
added to total score.

2. Scere parts and items z static elements

MTM2 is using the tile technology — it means that the display is divided to
tiles (e.g. 24x24 pixels for Nokia S40v3big device group), and each tile can contain
only one piece of element — background or platform. Other objects are displayed
over these tiles in second layer. One of them can overlap each other when other
must not.

2.1.Background

Background is a set of tiles representing stone walls, tiled together to one continuous
texture. There are 2 types of background tiles — dark and light. Dark is the wall on back plan,
light — is used to create landscapes with different configurations, like caves, floors etc. If light
tiles create horizontal floor — Marv can walk by such floor without any coloring effects. Such
floorisal so usable to install cannons, jumping
installed onto platforms. Dark background is supposed to be located on some distance deep
into scene, so no objects can interact with it. Here is an example picture how dark and light tiles
are composed:
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2.2.Platforms

Platforms are composed of tiles of 4 — 5 types with different textures. Each tile set

up hariz ) di horiz
lavel 0 level O lesel 1

up
level 1

hattam hottom hottorm h ;:Iﬁl:l I

contains a number of parts like is displayed on this picture:

Platforms can be horizontal and inclined left and right, with angle 4:1 (4 pixels in
horizontal : 1 pixel in vertical).

2.3.Wall torches

Levels can contain also wall torches which are static elements and they
d 0 nintetact with Marv or each other.

3. Scene parts and items z dynamic elements

Dynamic elements are object that Marv can interact.

3.1. Stairs

Stairs are vertical elements. Then let Marv move from platform to platform.
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3.2. Slides

Slides are vertical elements composed from tiles, which are like pipes — they let Marv
slide down from big height without damage.

3.3. Crashing platf orm

Crashing platform is a platform which stands still until Marv gets on it. It collapses after
one second passes after Marv steps on it. The platform just falls down more fast than the
transporter goes down. And it disappears behind the screen.

3.4. Transport er

Transporter is a moving platform which constantly moves by some predefined path with
certain speed and is needed to move Marv by scene. Marv is able to jump onto transporter and
from it any time.

3.5. Teleport

Teleports are used to instant moving to big distance. They are moving Marv between
each other in order as they are numbered:
and from last to first again.

3.6. Jumping springs

Jumping springs are designated to let Marv jump to bigger height and distance than he
can do itself. Such device is usually in active mode, and Marv needs to jump to its surface or
just walk on it to let it throw Marv to the direction which he was facing before.

3.7. Cannon

Cannon has almost the same purpose as jumping spring —to throw Marv to big distance,
but it has more power and throws it too much longer distance than jumper. Cannon is turning
left, right and up periodically, so player must time it to throw Marv to desired direction. Player
must guide Marv close to cannon, then push FIRE key to charge cannon. There will be charge
indicator displaying current power level, which grows constantly while key is down, and it gets
back to zero when level exceeds maximum value. Player must time desired power level and
release FIRE key, which leads to cannon throws Marv according to collected power.

3.8. Firewall traps

Firewall is a periodically burning area which is usually located on top of platforms or
floors and kills Marv when he comes over it. Player must catch the time when fire is off and
guide Marv through such area.
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3.9. Bonuses

Bonuses are standalone objects located in different places of scene, they increase player
score or give extra life to Marv. Bonuses can be animated like blinking.

3.10. Dynamite

Dynamite is a weapon which is purposed to kill monsters. It can be placed anywhere in
the scene and Marv catches it when going through, and brings it above head or in hands. When
Marv contacts any monster, dynamite explodes automatically and monster dies with explosion.
Dynamite has no time limit; i t tdisappéar by itself —only when monster is exploded.

3.11. Pickaxe

Pickaxe is a weapon for killing monsters too, but it has time limit. When Marv picks axe,
it appears in his foreground hand (left or right dependant on where Marv is headed to). If Marv
d i duse€ ate during certain time it disappears. When Marv faces monsters he crashes them
with axe. Monsters explode when Marv contacts them with a pickaxe.

4. Monsters
Monsters are represented by jumping beast, mortal fly and slime.
4.1. Jumping beast

Jumping beast is jumping left and right with certain speed by platforms and floors. This
monster can start following Marv when it comes close. Marv can jump over jumping beast.
Jumping beast starts to avoid Marv if last one has dynamite or pickaxe.

4.2. Mortal fly

Mortal fly is flying on scene with random speed and it starts following Marv when it
comes close. This is most intellectual monster. It can follow Marv between platforms. Single
way to avoid this monster is quickly escape from the monster with using stairs, slides, teleports
and other elements. Mortal fly starts to avoid Marv if last one has dynamite or pickaxe.

4.3. Slime

Slime is moving by ceilings within the horizontal section of the floor or platform. When
Marv comes under Slime, then monster drops down. Marv can quickly move in any direction to
avoid a monster attack. If Slime missed Marv then it drops to the floor or platform beneath it.
Then, after some time, it disappears.
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5. Marv

Marv is player-controlled character. It is displayed using next animations:

- Stand face left or right

- Running left or right

- Jumping left or right

- Climb up or move down by stair

- Crash when falling

- Dying animation when killed by monster. Can be like explosion.
- Disappear in teleport and appear back.

- Burned to skeleton in fire.

6. lcons and meters

Icons and meters in game allow player to view current state of game: number of lives
left, time left, score achieved. They are shown above the play screen in a row.

6.1. Lives
This meter shows how many ‘1l ives’ Mar v h
And some levels can contain extra-lives as bonus which are hard to reach.

6.2. Time

This meter shows how much time is left for Marv to finish the level. Each level has its
own time limit. If level was successful finished before time is gone, all the rest time is converted
to extra points.

6.3. Score

This meter shows how many points player scored during the game. Points are given for
every gem collected, monster killed and level completed.

7. Menus and screens

The structure of information screens and menus is following:
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I_E___l__;—l Digi t LOGD
|__a_rn_e_a_un_|:__!—l~ Igimen
First launch
Cther launches
Warning screen: 4—»| Enter your name screen
You must enter a
name! l. ¥
Enable sound option screen
Game Splash screen
Main Menu: ® Pause Menu:
- -  New Game -  Sound On/Off
> - Select level | -  Game bHps On/Off
= -  High Scores - Quit Level
- Settings -  Quit Game
i
-  Help
- About "
L (3ame screen d Zame aver
F L (o lost)
» Select level screen
Congratulations
- » screen
# High Scores screen (you. waon)
Settings Menu:
N - Spund on/off *
-  Game bips onfoff
-  Edit name
™ Help Menu: % *  View help screen
-  Howto play
- Controls )
*  View controls screen
Tt LT 1 View about screen [
|
| QJuit game h

Menus are controlled by soft keys, joystick keys and numeric keys. Here are menu key
actions described.

Keys Action

Soft key @AaUpo, Cursor navigation: moving to previous or ng
or num keys @ 20| menuitem

Soft k ey M F-kelr ee( Select current menu item, or accept confirma

num key fA50 menus
Soft ke y(f pgie€eath c e | Escape current menu, get back to previous n
or screen
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If displayh as not space to place alll menu iter
Menu items are scrolled up and down to keep currently selected item displayed on screen.

7.1. Menus
7.1.1. Main Menu

Main menu is presented to the player upon entering the game. This menu is full screen
and presents the main game options:

- New Game-this option starts a new game.

- Select Levelin this option player can choose from a list of levels he had already played
through.

- High Scores this option shows hiscores in this game.

- Settings-this option shows Settings menu.

- Help—the option open Help menu.

- About—the option shows a screen with general info about the game.
7.1.2. Pause Menu

Pause menu is presented to the player when he presses pause button in the game. This
menu is overlaid on the game screen. While in this menu the game is paused. The menu
consists of following options:

- Sound On/Off this option turn on/off sounds;

- Game tips On/Of* this option turn on/off game tips, which provides information about
general objects in game;

- Quit level-quit current level and open Main Menu;
- Quitgame— quits application.
7.1.3. Settings Menu

Settings menu provides player to change different game settings
- Sound On/Offthis option turn on/off sounds;

- Game tips On/Off this option turn on/off game tips, which provides information about
general objects in game;
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- Edit name-this option opens Edit Name Screen where player can change previously entered
name.

7.1.4. Help menu

Help menu provides player information about game and game process.
- How to play-this option provides general information about game process;
- Controls —this option provides information about controls in the game.

7.2. Screens

The game has different types of screens. One type of screens is information screens.
These screens should inform player using text or graphical views. Other type of screens is
interactive screens. Player uses these screens to effect for game process.

7.2.1. Logo Screen

This is the screen that is first displayed when the application is launched. It first displays
company logo.

The screen is displayed for a certain amount of time before jumping to splash screen
and is only displayed once.

7.2.2. Splash screen

This is the screen that is second displayed after Logo screen. It displays title picture of
game.

The screen is displayed for a certain amount of time before jumping to menu screen and
is only displayed once.

7.2.3. High Scores screen

This screen displays the TOP10 results.

7.2.4. About screen

This screen contains information about game.

7.2.5. Select Level screen

In this screen player can choose from a list of levels he had already played through.
7.2.6. Loading screen

Some processes, like level loading, take some time. In this case loading screen should be
shown. This screen should have some animation or progress bar to show processing.
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7.2.7. Winner screen

This screen is shown when player passed all levels in the game. Screen should contain
text of congratulation.

7.2.8. Enter name screen
This screen lets user to enter new nick name or edit early entered one.
7.2.9. Warning screen

This screen provides warning information about the need to enter the nick name. This
warning screen appears when player tries to save empty nick name.

7.2.10. Enable sound option screen

This screen provides player a choise to turn on/off sounds.

7.2.11. Game over screen

This screen is shown when user faild game.

7.2.12. Help screen

This screen provides “how to play” infor
7.2.13. Control description screen

This screen provides information about game control.

8. Controls

Controls are simple and cannot be changed.

Marv is controlled by soft keys, joystick keys and numeric keys. Here are key actions

described.
Action Key
Marv moves left Left or NumKey 4
Marv moves right Right or NumKey 6
Marv jumps up, climbs up the ladder Up or NumKey 2
Marv jumps left NumKey 1
Marv jumps right NumKey 2
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Marv jumps the direction he is facing Left SoftKey or NumKey 5
Marv climbs down the ladder Down or NumKey 8
Pause menu Right SoftKey

Getting started

This section provides basic information about the project, settings for what is needed to
get starting to work and how to compile build.

1. System Requirements

For successful compiling builds and stable launching build on the handsets (including last
one with old firmware) strongly recommended installing following software:

- Java(TM) 2 SDK, Standard Edition, Version 1.3.1 (for older Sony Ericsson T610 devices
due to bug in firmware)

NOTES

This is only needed for some older Sony Ericsson T610 devices which contained
a bug in its firmware where game crashed if new JDK was used for compiling the
build. Also see note below under J2ME Wireless Toolkit 2.3

- Java(TM) 2 SDK, Standard Edition, Version 1.4.2

NOTES
It is recommaded that Java(TM) 2 SDK, Standard Edition will be installed
RANBOG2NE LI GK gA(0K2dmdé & LI OSaod C2N

- J2ME™ Wireless Tool kit 1.0. 4

- J2ME™ Wireless Tool kit 2. 3
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NOTES

LiQa NBO2YYSYRSR (d&icdsareaanpifedrwitF uaing Jav
2 SDK SE 1.3.1 together with WTK 1.0.4. Builds for MIDBefi€esare
compiled with using Java 2 SDK SE 1.4 &theg with WTK 2.3.

- Apache Ant (http://ant.apache.org/bindownload.cgi)

- Antenna (http://sourceforge.net/projects/antenna/files/)

- ProGuard (http://proguard.sourceforge.net/)

- PKZIP-compatible compressor (http://www.advsys.net/ken/utils.htm)

2. Project structure

All supported devices are divided by groups and subgroups. Those divisions are based on
different attributes such as vendor, canvas size, MIDP version etc. The folder structure of
project is based on using resource groups/subgroups. In according to size all images are divided
into resource groups like 12x12, 18x18, 24x24, etc. Each resource group contains common
resources and specific resources placed into resource subgroups where division is based on the
screen size.

The following show the basic folder structure:
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= | ) Source-MarvTheMinerz-v1_0_&-en
=) javame
1) libs
|[Z) properties
=) res
= | imggroup
) 2424
= ) lang
= ) 24x24
) en
=l |} screensize
) 240320
= |J) sound
) SOUND_MMAPT
=) src
[2) common
= | devices
I Mokia_S40+3big
= |} tool
= ) imggroup
) 2424
= |2 localization
= ) 244
I en
= | ) screensize
) 240x320

- SourceMarvTheMiner2vl 0 6er/
This is root folder of project.
- javame/

This folder contains project of game for Java ME version. build.xml and files with
common variable for ANT are located there.

- libs/

This directory is a convenient folder to keep all common libraries which
the project depends on, i.e. Antenna, Proguard, MIDP1.0, MIDP2.0 and
other common libraries and utility can be placed in this folder.

- properties/
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This folder contains files with additional or unique properties for
different device groups.

- res/
This folder contains all resources like images, level maps, sounds etc.
- imggroup/

This folder contains resources relevant to defined resource groups
only. Resources common to a certain resource group are placed in its
own folder.

- 24x24/
This folder contains common resources for certain resource group.
- lang/

This folder contains text and bitmap fonts which are divided into
subfolders according to resource group and language.

- 24x24

This folder contains text and bitmap fonts for 24x24 resource

group.
- en/
This folder contains text and bitmap font for English language.
- screensize/
This folder contains resources specific for each resource subgroup.
- 240x320/
This folder contains resources specific resource subgroup.

- sound/

This folder contains sound files what are divided by sound format.
- SOUND_MMAPI

This folder contains sound files of MIDI SP format.

- src/
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This folder contains source code files and other files which are used

inside source code.

- common/

This folder contains code common to all devices.

devices

This folder contains additional source files that are specific for the
given device group. Typically this is different constants.

tool/

Typically this folder contains source code generated by different

tools.

imggroup/

This folder contains source code generated by PicPacker,
TileEditor and AnimationEditor tools

- 24x24/

The folder contains generated source code for certain
resource group.

localization/

This folder contains source code generated by text and font
tools.

- 24x24/

This folder contains generated source code specific for
certain resource group.

- en/

This folder contains generated source code specific fro
English language.

screensize/

This folder contains generated source code for specific
resources subgroup.

- 240x320/
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The folder contains generated java-files for specific
resource subgroup.

3. Settings

“Marv The Miner 2" is based on Java ME (previously known as J2ME) and has
dependencies to JDKs, WTKs, ANT ®mjetusesor e,
Apache Ant as its build tool, in addition to that JDKs and WTKs must be installed and setup,

Apache Ant must be installed and properly configured.

Besides the project dependencies to JDKs, WTKs and ANT, the project aims to keep a
maximum location independency, i.e. project can be placed anywhere on the computer and
without setting project specific environment variables and still be able to compiled by setting
the correct configuration in the build files.

All build properties are placed into two files: build.propertiesand path.properties

The file path.propeties contains settings for all different paths used by the project. The
file contains information about the project folder structure which normally does not need to be
changed. Generally, only path to external tools and libraries just be configured:

- wtk_1 0 _4.home-root folder of WTK v1.0.4;
- wtk_2 3.home-root folder of WTK v2.3;

- java_l 3 1.home root folder of Java(TM) 2 SDK, Standard Edition, Version
1.3.1;

- java_l 4 2.home root folder of Java(TM) 2 SDK, Standard Edition, Version
1.4.2;

- libs.antenna.lib —Antenna jar file;
- libs.proguard.lib —Proguard jar file;
- libs.utils.kzip —executable kzip tool (command line version)

File build.propertiesand propertieg<devise group>.propertiedntains different settings
for used when compiling the builds.

4. Compiling of build

For staring to compile build should be executed following command in the command
line:

ant -Dbuild.properties=properties\Nokia_S40v3big.properties
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where Nokia_S40v3big.propertigie contains specific settings for the given device group a
build should be compiled fore. If this file is missing, then the build will be compiled with default
settings.

If the build is compiled successfully, the bin/ folder will be created and the jad/jar files
located.
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Appendix A: Levels limitations and tricks

This appendix provides additional information and tips that will be useful for creating

new levels.

When you create a level necessary to observe the sequence, i.e. start with background

tiles, then stones, then platforms, décor objects, game objects. It will help to avoid some mess.

Limitations:
1. Be careful pl acing Maryv Don't Il et him s
toplacehim2-3 pi xel s above the ground. Other wi

without pressing jump button.

Marv can jump <2 tiles up and 4.5 tiles long. Marv dies if he falls from 4,5 tiles height.
Design your levels according to these constants.

Marv needs at least 2 tiles vertical space (between floor and ceiling) to walk through.

Marv won’'t be abhnewhiclois exaatlypiles hightTieoretidallg het u
can but it will be extremely hard to do. (see pic.1)

7 A

Picturel.al N 62y QiU 2dzYL)J Ayd2 (K 0 dzy
Stone tiles can be connected with each other forming masonry, so try to connect stones
correctly.

There should always be stone ceiling for Marv not to go off the screen. And also try to
make ceiling with half-stoned tiles. It looks more interesting. For example see pic.2.

B e T e e e T

Picture 2. Example of ceiling making.

Ending stones (half stone, half background) can be left or right. They seem to have space
f or Mar buttiseyahtesavitble-st one til es, so don’t be
try to avoid, for example, such situations (see pic.3).
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8 Don’t f or get -tileséor Bg dcardigg to vleee tight wources (torches) are
situated. This will make the game look more 3D. Place shadow-tiles after you placed
torches.

9. Jumping Beast and Slime should not be
level. Theyshouldb e at | east 1 pixel deep into
to move.

10. Gems move up-down on the level (2 pixels down from initial state) so place them
correctly.

11.Extra-l i f e shouldn’t be easy to r e aligeh. Mi
maximum during the whole game.

12. Ladders

a. The ladder should not go through stones.

b. If the ladder is inside the platform its upper end should be at the same level as
the platform and lower end should finish on the pixel next after the platform
finished (i.e. pixel-to-pixel). See pic.4.

Picture 4. Correct connecting ladder to the platform.
c. Ifthe ladder is outside the platform or stone (on the left or right) it should be at

Marv The Miner 2 v1.0.6: Project User guide
Copyright © 2010 Digiment Studios Ltd. All Rights Reserved.

least one pixel lower than the platform/stone. See pic.5.

Picture 5. Correct connecting ladder to the platform.
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d. If you want to create a splay ladder, mind that splay end can only be the lower
one. So the upper end should always be horizontal. And to have a correct splay
end of the ladder in the level you have to place the lower end of the ladder in
the pixel next to the platform’' s uppe
of the ladder hangs in the air but it will look ok when playing. See pic.6.

Picture 6. Placing a ladder on the splay ladder.

13. Marv will start climbing the ladder anytime he intersects it whether he reaches it
through a platform or directly. So it is ok to use stones under the lower end of the
ladder (or right under the platform where the ladder ends) to harden levels.

14. Jumping Spring can raise Marvonthemax i mum hei ght of ~4,7 1t
surface to Marv’'s feet.
15.Cannon can raise Marv on the following h

upper surface to Marv’' s feet
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