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Shartrous
Design History

	Version
	Date
	By
	Description

	1.0
	7/31/2002
	KeithS
	Creation of initial spec.


Game Overview

Philosphy
Common Questions

What is the game?
The game is a vertical shooter similar to games like Strikers 1941, Raiden, and others. The game allows one or two players to battle a horde of dangerous ships that are being launched at them from the top of the screen in successive waves of attack. 
Why create this game?

This game will be an introduction to game programming and allow me to create a user interface, sound/music engine, game AI, collision detection, physics engine, graphics engine. It will also allow me to use the skills I’ve learned in programming and project management to use in a game development setting.
Where does the game take place?

In the air, flying over a variety of terrain including cities, farmland, industrial areas.
What do I control?

You control one of the two possible fighters near the bottom of the screen. You control eight directions, a fire button, and a bomb button.
How many characters do I control?

You control one of the fighters.
What is the main focus?

The focus of the game is to survive each level and beat as many of the enemy fighters as possible to go on to the next level.
What’s different?

The main feature that is different is that all the graphics for all the ships will be done in 3D, allowing for complex maneuvers to be created by the scripts/maps. The second feature is combo abilities similar to that found in fighting games like Street Fighter. These combinations could be used to force the jets into very complex maneuvers. Fun levels, fast game play, screen full of explosions. 
Feature Set

General Features

· All ships are 3D

· Techno sound track

· Eye popping maneuvers

· Included level editor
Multiplayer Features

None at this time.
Editor

There is going to be a map/scripting editor created in VB. The interface will allow the designer to create levels by placing starting points for squadrons of enemy ships, placement of ground objects and special objects, etc.
Game Play

Game play will utilize a unique combo system similar to that used in fighting games. For example, the player could choose Up, Down, Right, Fire1, Fire2 and cause the ship to go into a steep climb and use a spread of missles on its enemies.
Game Characters

Overview

There are many characters that will be seen on the screen. This section provides details about what each of these characters does in the game.
Player 1 Fighter
This is the main player in the game. It is controlled by the user. This fighter shoots weapons that will destroy or break down the defenses of the enemy ships it attacks. It has limited maneuverability, residing in the lower 1/3 of the screen.
Player 2 Fighter
Same as Player 1 Fighter, however it is a different color and is controlled by a second joystick, game pad or keyboard.
Enemy 1

Enemy 2

Boss 1

Boss 2

User Interface

Overview

The interface is made up of a power up indicator and a shield indicator. Player 1’s status is displayed in the upper left; player2’s in the upper right. 
Power Up Indicator
The power-up indicator is a small bar that shows the power available for the players ship to use advanced combo moves. When the power-up indicator reaches max, then it will begin to glow allowing the player to try a combo. When a combo is completed, the power meter will drain back to zero. As a player makes kills or collects power ups, their meter will again recharge.
Shield Indicator
The shield indicator shows the protection level of the players’ ship. If the shield indicator reaches zero, then the ship will explode. Shield power-ups are found in the game and are used to regenerate the shields. Shields also regenerate if there are no collisions for a specified time period.
Main Screen
The full screen of the game is used to draw all the ships, missiles, backgrounds, etc. The two types of indicators are drawn on top of these completing the scene.
Musical Scores and Sound Effects

Overview

Music Score

The music is a continuous looping soundtrack that is basically a techno track. The track will change from time to time.
Sounds

· Explosion
· Power Ups

· Missile firing

· Combo sounds


Single-Player Game

Overview

The single player game is made up of the user specifying switches on the track to help the train collect the cars specified in the bottom of the screen.
Placing Switches
The player places switches on the track that tell the train which way to turn. The player can place only the next switch available to them in the queue. Similar to the puzzle pieces in Tetris. It is predefined by the editor as to what switch is available.
Hours of Gameplay

40
Victory Conditions

A player is victorious when they reach the end of each level alive and defeat the boss at the end. 
Character Rendering

Overview

Character Rendering Detail #1

Character Rendering Detail #2

Map Editing

Overview

The map editor is a VB application that is used to design and layout the map and setup the scripts for the game levels.
Map Layout
The first part of the tool will be the ability to layout screen tiles, and ground objects. This is done by selecting the item you want to place from the left pane, and select the place on the map layout grid where you want to place the item.
Enemy squad placement
Enemy squads need to be placed on the level. By selecting an enemy group on the left pane, the designer can place this squad on the map layout grid. When this part of the level comes into view in the game, the squad specified in the editor will be released to attack the player. This also applies to boss areas.
Extra Miscellaneous Stuff

Overview

Junk I am working on…

XYZ Appendix

Screen Flow

Overview

<Show a visio diagram here with each of the following screens in it.>
Company Credit Screen

The company credit screen is the first game shown, when the game loads. This screen fades in and shows the company log and any animation. Then it fades if the fire button is pressed or 8 seconds have passed.

Game Title Screen
The game title screen follows the company credit screen and shows a full screen with the title(“VS1”), copyright information, a “Press Start Button” flashing text area, and a picture of the players ship firing at full blast.

Mode Select Screen
This screen shows the available game modes. It is laid out with ovals with each

· Options

· Single Player

· Help

Help Screen

The Help Screen offers help on:

· Basic Rules

· Options

Options

The option screen allows the user to change their settings. TBD.
Single Player Game Screen

Objects Appendix

Screen Objects
The following objects are flying around in the game:
Missiles
Power ups
Awards
Player Pieces

Players Ship

The ship is the only thing controlled by the player. It is a 3D mesh with a texture wrapped around it’s body.
Cargo


The cargo piece is similar to the oil tanker piece. It is one of the pieces that are required to complete the puzzle.
Oil Tanker


The oil tanker is similar to the cargo piece. It is one of the pieces that are required to complete the puzzle.
Caboose

The caboose is always the last piece of the train that needs to be picked up. 
Enemy’s

User Interface Appendix

Game Selection

Character Rendering and Animation Appendix

Story Appendix

