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Game Concept

High Concept


Fury’s Vengeance is a dark story of deceit and wrath set in intense fast-action 2D shooter where the player controls Fury, an assassin with a deadly arsenal who must overcome hordes of fierce enemies and intimidating bosses.

Key Features

· Intense action 

· No pre-positioned enemies

· Larger than life bosses

· On the fly weapon switching

· Mouse targeting

· High score board for competitiveness

Product Development Overview

Development Requirements:

· Microsoft Visual Studio 7.1 and 8.0

· Subversion Code Version Management Software

· MS Paint

· Paint.Net
Technical Requirements:

· A Windows 9x or better based PC

· DirectX 9c

· At least a 32MB GPU

· 20-70MB of free HDD space

· Keyboard

· Mouse

Development Time:

· GDD – Week 4

· TDD - Week 7

· Tool Development – Week 8

· Game Framework – Week 9

· Graphics Logic – Week 7-10

· Prototype testing – Week 15

· Physics Logic – Week 20

· AI Definitions – Week 22

· Art and Sound Assets – Week 22

· Alpha/Beta Testing – Week 27
Target Demographic


This game could appeal to players ages 13+ who enjoy a high action game, have the coordination to play with a mouse and keyboard, and who can appreciate the weight of the story.  The player would only have to be able to enter simple keystroke commands and be able to quickly move the mouse to target enemies.

Product Development Risks


One major concern is 3 programmers generating a high enough quality of sound and art assets to make the game appealing to the public and to live up to our own expectations.  Another is finding the fine balance between boring game play and totally swamping the player so that they can’t get into the game.  This will be the hardest thing to do: to constantly keep the player on their toes and pulling off cool moves, having fun.  

Marketing

Product Competition

Name: “Shinobi 3: Return of the Ninja Master”

Platform: Sega Genesis

Developed by: Sega

Released: 1993

Name: “Metal Slug”

Platform: Arcade

Developed by: Nazca Corp.

Released: May 24th 1996

Name:  “Super Squirrel”

Platform: PC

Developed by: Adequate Games

Released: 2004

“Shinobi 3: Return of the Ninja Master” Copyright © Sega 1993[image: image1.png]



Competitive Product Analysis

What “Fury’s Vengeance” has in common with “Shinobi 3”

· Both are side-scrolling action games

· Both games allow the user to use both ranged and melee weapons.

· Both games feature both indoor and outdoor environments and feature a variety of enemies and outrageous bosses.

How “Fury’s Vengeance” differs with “Shinobi 3”

· “Shinobi 3” is a ninja/samurai game with very little story, while “Fury’s Vengeance” features men and robots and the story plays a key part in the game.

· “Shinobi 3” has only a few weapons.  The standard is ninja stars and a sword used automatically when the player gets close to an enemy or performs a specific move.  “Fury’s Vengeance” features a standard arsenal of 3 firearms and 3 melee weapons and the player can choose which to use on the fly at any time.

· “Shinobi 3” allows the player to use different “ninja magics” for different effects, whereas “Fury’s Vengeance” does not feature such things since they do not make sense in the game.

· “Shinobi 3” has pre- placed enemies that the player can anticipate.  As such, the player is in no rush to get through a level.  In “Fury’s Vengeance” there are constantly enemies coming at you from all sides so if the player stands in one place for too long they are going to be in big trouble. 

What “Fury’s Vengeance” has in common with “Metal Slug”

· Both are run-and-gun side scrolling shooters

· Both feature non-static enemies coming at the player at all times

· Both feature realistic weapons.

How “Fury’s Vengeance” differs with “Metal Slug”

· “Metal Slug” has a story, but it is fairly hard to find whereas “Fury’s Vengeance” is based largely on its story, which is openly presented to the player.

· “Metal Slug” features several vehicles for the player to control, whereas “Fury’s Vengeance” features no playable vehicles.

· In “Metal Slug” the player can only have one weapon at any one time, represented by a pick-up item, whereas “Fury’s Vengeance” allows the player to have multiple ranged and melee weapons that the player can change out whenever.

· “Metal Slug” features 2-P co-op while “Fury’s Vengeance” is solely 1-P

What “Fury’s Vengeance” has in common with “Super Squirrel”

· Both allow the user to use both melee and ranged weapons at any time.

· Both are side scrolling platform/shooters

· Both are 1-P games with a high score board

How “Fury’s Vengeance” differs with “Super Squirrel”

· The settings and characters of “Super Squirrel” are natural environments/nature, while “Fury’s Vengeance” has a near-future setting with cyborg and mech enemies.

· “Super Squirrel” uses static enemies, which allows the player to anticipate and take his/her time, while “Fury’s Vengeance” bombards the player with danger and forces the player to stay on his/her toes and stay sharp.

· In “Super Squirrel” the player can play the different levels in any order they want, with no obvious intended order.  In “Fury’s Vengeance” the levels are in an intended sequence that the player may not break from.

Game Play

Single Player

Story Overview


The game is about Fury fighting his way through SciTech and along the way discovering more and more about the company. He finds that they are supported by many of the world governments and that they mainly experiment on humans to make better soldiers and assassins. He later discovers that he was their most successful project.  He finds out that they kidnapped him, wiped his memory, and made him into a killing machine.  He then proceeds to gets vengeance on them for ruining his life by killing the mastermind of the whole project, Dr. Alexander, and destroying the building. (See Appendix A for extended story)

Main Characters

Fury – The protagonist who is out to discover his past and get vengeance.  He is a master 

with both firearms and melee weaponry.

Dr. Alexander – The antagonist who started SciTech and who was heavily involved in the 

Fury project.  He is an experienced sword fighter and prefers to fight with a katana. 

Core Game Play


The basic game play of FV is the player making his way through each of the 3 levels.  In order to get through them he must destroy the cyborg enemies trying to kill him.  He must also get past the main boss for each level.  Every level of the game is a different level of the SciTech complex.  As the player proceeds, there will be story elements between levels to explain. 


Fury is the main character of the game and his specialty is melee and ranged weapons.  He is also a very agile guy.  In each level the player will have to utilize all his skills to take out his enemies and get past natural barriers blocking his way, such as walls and locked doors.  All the levels will have aspects of the environment that the player can use to get around.  For example, in the first level, the jungle around SciTech, the player can use branches in the trees to jump over his enemies and attack them from behind or in the air.  He can also branches them to vault himself over the walls surrounding the complex.  As for his weapons, Fury will only start out with his fists and a 9mm pistol and will have to use these to defeat the early enemies.  Some enemies, like guards, will be more vulnerable to fists, while bullets will only hurt patrol mechs.  As Fury goes on he will find more weapons that will allow him to disperse his enemies more quickly and kill more of them per shot.


There are two mechanics built in to the game that allow Fury to more easily dispatch his enemies.  The first is a quick access weapon wheel.  With a spin of the mouse wheel the player can change their weapon or, if things are too intense, the player can right-click to pause and bring up the wheel and select their weapon that way.  The second utility is Fury's amazing targeting.  When equipped with a ranged weapon, the mouse cursor turns into a targeting reticule that allows Fury to precisely target the enemy.

Attack Modes

When the player is using a melee weapon he is in melee mode.  In this mode the mouse cursor is invisible and a left click will do a standard attack for that weapon and if it hits an enemy it will do some damage to the enemy based on the weapon’s base damage and any modifiers the enemy has.  For example, a sword is of little use against an all-metal mech, whereas explosives are extremely effective.


When the player has a ranged weapon equipped, he is in ranged mode.  In this mode the mouse cursor is visible as a target reticule.  With some weapons the player will have to click once for each attack and for others the player can just hold the button to do a stream of bullets.  Either way, if the bullet fired collides with an enemy, damage is dealt just as in melee.

Game Flow

First I select story mode from the main menu.  After watching a brief in-engine video explaining the story, I am put into the first level.  All I have is my fists and my gun; my fists are my currently equipped weapon.  I run forward but as I do, more and more enemies seem to poor in from all sides.  As I make my way through the level I take out my enemies with my weapons.  I jump over a barrier wall and fight the level boss, a giant mech.  After that the screen goes dark and my point score is tallied.  That is a basic run through the game.
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Multi-Player

High Score Board

The game uses a point system and awards points based on level completion time, # of enemies defeated, finding secrets, and % of health left at level completion.  After the player beats the game, the high score board will display and if they gained enough points, they will get to enter their 3 character name

[image: image3.png]High score Board
1st BEN INFINITY
2nd TYL INFINITY-1
3rd TED INFINITY-1
4th  BOE 10000000000
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Game Elements

Character Types

There are three basic character types in the game.  The first is the main character, Fury.  He will be given the most attention in terms of art detail, animations and sound effects.  The second type is a level boss.  Level bosses will be given as much art and sound attention as the main character, but will also have the added bonus of unique AI, distinguishing each level boss and presenting a new challenge every time.  The third type of character is the basic enemy.  Since these will all be cannon fodder for the player, they will not be given as much attention, but will still be at a level on par with the look of the game as a whole.

The Main Characters

	Character
	Animations
	Sounds

	Fury
	Movement: Run, walk, jump, flip, death, fall
	Movement: run, walk, jump, flip landing, death

	
	Actions: Draw weapon (any), fire weapon (any), special attacks
	Action: Draw gun, weapon fire (all), reload weapon, special attacks

	
	Acrobatics: wall jump, double jump
	Acrobatics: swing, wall jump, landing
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Sample Fury generated by ©HeroMachine v.1.01
	Final Boss
	Animations
	Sounds

	Dr. Alexander
	Movement: walk, jump, death
	Movement: walk, jump, land, death

	
	Actions: swing sword, block
	Action: sword slash, sword attacks, block

	
	Acrobatics: NA
	Acrobatics: NA


Bosses

	Boss
	Level
	AI
	Animation/Sound
	Challenge

	Security Mega Mech
	1
	Full Attack, take damage
	Move, shoot
	Easy

	Σ Lab Gatekeeper (level)
	2
	Fries guns every so often, rockets so often, can only take damage at certain times
	Fire guns, fire missile, weak point
	Hard

	Fury2.0 (level)
	3
	Attack and block player
	Swing fists, jump, block, kick
	Very hard
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Sample Fury2.0 generated by ©HeroMachine v.1.01

Enemies

	Enemy
	Level
	AI
	Animation
	Sound
	Challenge
	% Level enemy

	Security Guard
	1
	Distanced ranged attacks, run away
	Run, shoot, reload, death
	Gun fire, run, reload, death
	Easy
	50%

	Defender Cyborg
	1,2
	Full melee until death, front ranks
	Swing, move, death
	Move, swing, death
	Easy
	40% (1+2)

	Spy Drone
	1,2
	Air raid, dip and attack
	Move, fire, death
	Move, fire death
	Medium
	10%(1), 25%(2)

	Mobile Defense Turret
	2
	Move up and open fire until destroyed
	Move, fire death
	Move fire death
	Medium
	35%

	Failed Fury Clone
	3
	Full melee , run away
	Run, walk, swing, death
	Run, walk, swing, death
	Hard
	40%

	Lab Defense gun
	3
	Fire away
	Fire, death
	Fire, death
	Medium
	20%

	Special Agent
	3
	Fire guns, teleport
	Fire, run, teleport, death
	Fire, run, teleport, death
	hard
	40%
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Weapons



Technology

Level Design Tool

Using our tool the user can either load a level file, which will load the texture, .tiles file, and tile positions associated with it (the .tile files determine what tiles the user can choose on the side panel) or the user can load a texture and .tile files. Each time the user loads a .tile file, the tile is added to the side panel. The user can then grab these side panel textures and place them on a snap-to grid of 32x24 rectangles.  When saveing, the user saves to a .level file, which contains how many .tiles to load, followed by their filenames, followed by the tile references arranged in a grid.

Animation Editor Tool

Using this we can load up a set of animations for a particular sprite and, from there open a particuilar animation and animation frame.  From there the user can define collision data for each frame of every animation and, once saved, can be used in the game for sprite collision.
Save and Load

At the end of a level the player can choose to save their game.  There will be invisible checkpoints that make temp saves throughout the level.  The saves will contain the level they are entering, their current weapons, and the ammo for each.  Then, at the start menu the player can load their game.  Also, the player will be given an option to load game after they die.

Levels Details

Level 1: The Approach

Concept: This first level is Fury’s approach to the SciTech building, inspired by the first level of Shinobi 3.  The player is in a forest at night.  The player has to use the environment to defeat the enemies coming after him and get to the SciTech Lab.

Difficulty: The level will consist of mostly easy enemies with a few medium and a final boss fight, which should pose a good challenge for the player: if they didn’t learn how to use the character and his abilities then they might not get past the boss, but if they did then it should not be too hard.

Geography: All forest terrain.  There will be some underground tunnels the player has to get through and some tree platforms the player will have to use to get past obstacles like barrier walls or turret emplacements.

Challenges: Using the environment, learning the interface, and defeating the level boss.

Level Concept:
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Level 2: Λ R&D Lab 

Concept: This is a sterile white lab where there is a lot of machinery and computers.  This is the second floor basement of the SciTech Lab.  Here you will have to find ways around locked doors and have to deal with more advanced defenses.  The final boss is the giant Gatekeeper that blocks the way down into the experimental labs.

Difficulty:  This lab should be of medium difficulty.  There are going to be a lot of tough and fast enemies to kill and both the bosses are fairly difficult.  If the player does not have the hang of things by now, they will not make it far in this level.

Geography:  There will be different levels of the lab the player will have to navigate, as well as ventilations ducts the player will have to utilize to get past locked doors.  There will also be a large elevator shaft the player will have to ascend.
Challenges: refine jump and run n’ gun skills
Level Concept:
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Level 3: Σ Test Lab

Concept: This is the most top secret lab where all of the test subjects are help.  This is a dark level full of zombie –like failed test subjects.  The entire level is very dark and the backgrounds express what exactly happened here.  The final boss is the Fury2.0, a cloned upgrade of the main character who is faster and stronger than him. 

Difficulty: This is a very difficult stage.  The lab is heavily equipped with defense guns and only the most elite enemies guard this level.  The final boss will be impossible to beat, so after a long, hard-fought battle, the player will be knocked out.

Geography: Similar to the 2nd level except that there are no locked doors, you must just make your way through the maze-like lab.

Challenges: Survive to fight the final boss.

Level Concept:
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Finale: Ω Core

Concept: The player is in the core of the complex and must defeat the last two bosses.  The player must finish off Fury2.0 in hand-to-hand combat and then, after that, must kill final boss, Dr. Alexander in a katana sword fight.

Difficulty: Defeat the two hardest bosses in the game.

Geography: One static screen “lit” by spotlight.

Challenge: beat the bosses

Interfaces

Main HUD

The game HUD consists of player health in the upper left corner, next to that is the weapon wheel.  At the far right we have the clip and total ammo.  Finally, if the player is in ranged mode, the mouse cursor will be the target reticule on-screen.
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Basic Controls

Story Mode: In story mode the player is in a side-scrolling environment (fig. 1). The player will use a WASD + mouse control scheme.  If in melee mode, a single left click will do a melee attack and, if in ranged mode, the player will send a ranged attack to the targeted area.  The player can move left and right with the A+D, jump with W and duck with S.  Between each level there may be a cut scene, which can be skipped with a right click.  Also, during the game a right click will pause and bring up an on-the-fly weapon radial menu (fig. 2) where the player can switch up weapons.

Training Mode: Controls will be the same as in story mode except that the environment will be controlled. Can select what enemies spawn and how often.
Controls in Story and Training Mode:

	Key
	Action

	W Key
	Jump

	S Key
	Duck down

	A Key
	Run left

	D Key
	Run right

	Left Click
	Attack

	Right Click
	Pause and bring up weapon radial or skip cinematic

	Mouse Wheel Up
	Rotate backward through the on-screen weapon radial

	Mouse Wheel Down
	Rotate foreword through the on-screen weapon radial


Options

Game Modes

Story Mode - this is the main game

Tutorial – this is target practice and other such things, like a VR mission

Options – set the different video, audio, and gameplay options

Load Game – Load up a Previous Data

Hi-Score Board – check the All time High Scores and game defeat times

Options Mode

In options mode the player can change the control scheme, change difficulty level, enter unlock codes, change different game settings, change video options, and change sound options.

Appendices

Appendix A: Extended Story

Story Setup

John Parker grew up in a small town in western Kansas.  He excelled at sports and, when he turned 18, he enlisted in the US air force.  During his time there he showed great promise due to his excellent concentration, reflexes, and strength.  After his 4 years he left the Force and, wanting to make a difference in a community, moved to Detroit, Michigan and worked there as a Police officer for the next four years.  But one night he never came back from his patrol.  For months people searched for him but it was as if he had just vanished into thin air.  With time people forgot about the missing officer, and life moved on.

For the past ten years a man known only as Fury has been working as a freelance mercenary and assassin, lending his skills to the highest bidder.  If you want a job done quickly and quietly, you call on Fury.  Fury’s incredible reflexes, speed and strength, paired with his expert knowledge of melee weaponry and firearms make him a perfect killing machine.  But, Fury has not always been a heartless killer. The fact is that he has no memory of anything beyond ten years ago.  He doesn’t know his own name, birthday, or parents.  This has never really bothered him though, until now that is.  You see, six months ago Fury started having a recurring nightmare.  The nightmare would start off at nighttime in a thick jungle.  Suddenly the jungle would open up to reveal an unmarked building.  Inside the building there are men and women in white coats walking around, talking, and writing things down.  Then there is a man strapped to a table screaming and writhing in pain as every muscle in his body is pulled and tensed and flexed over and over.  The man’s face is hidden except for his empty eye sockets and jet-black hair.  And then all goes quiet and the scene goes dark and somewhere, a voice whispers “SciTech…” and that is when Fury wakes up.  Because of the dreams he gets almost no sleep and has lately been losing his focus.  Any research he has tried to do on the name SciTech has come up with nothing except outrageous rumor.  Some claim that SciTech is the cover name for Area 51, others believe it to be the front for a drug cartel, and still others believe it to be a pharmaceutical company manufacturing AIDS virus for the US government.


Just recently, Fury got a lead on the company that sounded legit.  It was an email from an unknown source and the message simply said “SciTech is more than you can know; it is the root of your very existence.” This was followed by a set of numbers: longitude and latitude.  Fury quickly packed up what he needed and set out for the location, determined to find out what SciTech actually is and what the hell it has to do with him.

Appendix B: Possible Later Content

Possible Cool Ideas

- Joke weapons after beating the game

- Cool items for high scores or completion times in order to add replay value

- Interactive objects like computers

- Unlockable content

- Difficulty levels

- Continues and lives

- Mid level bosses

Enemies and Bosses

Every level will have anywhere 3-6 types of enemies including everything from a basic cyborg to spy drones, security mechs, and mobile defense turrets.  There will be no designated enemy positions so enemies will approach you from every direction and attack you based on their individual enemy tactics.  For example, a mobile defense turret is programmed to just go in and kill with no regard for its own protection, while a security guard is going to have equal regard for attacking you and protecting themselves.  And a spy drone is going to concentrate mostly on its own defense, tending to attack once and retreat.


At the end of every level there will be a main boss and each of these bosses will have a more complicated, pattern-based AI.  It will be on the player to figure out the pattern, discover the boss’s weakness, and exploit it. 
Rough enemy list:  Security guard, defender cyborg, mobile defense turret, spy drone, security mech, grounds surveillance troops, secondary Fury clones (failed experiments), special agents, lab defense guns, Defender cyborgs, primary security forces, angry scientists.

Rough boss list:  Security MegaMech v1.0 & v2.0, Assassin Drone, Super Ninja Cyborg, Fury2.0, Archanoid Death Mech, Σ Lab Gatekeeper a.k.a. The Dreadnought and Dr. Alexander.

Levels

We would have liked to have 5 levels.

Level 1 – Jungle: This level takes place at night in a jungle as the player is making there way to the SciTech complex.  This level will start with a boss fight as the player trips a silent alarm to kick off the level.

Boss: Security mech, standard large mech with gatling guns and missiles.

Level 2 – SciTech Floor. 1:  This will take place on the first floor of the SciTech building as the player is trying to find out what the place is and where he needs to go.  Pretty basic level.  Features harder enemies and first intractable elements like computers.

Boss: Super ninja Cyborg (?)

Level 3 – Research Lab ά: This takes place in a standard white research lab.  Player fights more cyborg security and begins to find out more about what this place really does.

Boss: Archanoid Death Bot (?)  big ass mech with grapple arms and guns and craziness.

Level 4 – Bio Lab β: This is a dark lab where you fight a lot of weird bio-mutations and other crazy crap.

Boss: Dreadnought, a giant head with missiles and guns and crazy death rays. (?)

Level 5 – Test Lab Σ: This is where you find many of the living humans being experimented on.  Very gruesome area.

Boss: Fury 2.0, the next version of you.  He is much faster, has special abilities, and fights only hand-to-hand.  After a good fight, Fury2.0 wins, knocks you out, and takes your stuff.

Final Battle/Exposition – Ω Core: you wake up hours later here and you meet Dr. Alexander for the first time, he gives long winded monologue about the project and then you and Fury2.0 fight once more, both with no weapons.  When you win, Dr. Alexander gives you back your katana and you two fight it out like samurai.  When you win you get all your stuff back, go to a special terminal, set the self destruct sequence for the lab (really corny, I know), and then you have X minutes to escape (this could be cool, but I don’t know about implementation).  

Appendix C: Spring GDD Changes

1. No more Mid Bosses: we lack the time and the art skill to adequately implement 3 more bosses beyond the level bosses

2. He have decided that we will not get all 5 levels in because at the half-way point, we barely have all the art assets we need for levels 1 and 2 and now lack a dedicated artist.

3. We may cut the number of weapons in half because of the sheer number of animations and time required.
Weapon Name�
Level Found�
Reload Time�
Clip Size�
Attack Speed/Damage�
Description�
Pros�
Cons�
�
Fists�
N/A�
N/A�
N/A�
Fast/


low�
Starting melee weapon, does small damage but has fast attack rate�
Good against humans and certain bots�
Not effective against most cyborg enemies�
�
Combat Pistol�
N/A�
1 sec�
10 rds.�
Fast/


low�
Starting  9mm pistol, does small damage, but effective against weak enemies�
Good against bots and weak humans �
Only really good against easy enemies�
�
EMP Gun�
End of 2�
2 sec�
N/A�
Medium/high�
EMP blast that destroys 25-40% of the enemies on screen�
Only good against non-boss bots�
Useless against humans�
�
Combat Knife�
After mid boss of 1�
N/A�
N/A�
Fast/


medium�
Dangerous against most humans and some bots�
Can hurt almost all enemies�
Not as effective as a gun against bots�
�
Assault Rifle�
End of 1�
3 sec.�
2 rds.�
Slow/


high�
Launches an AOE round that damages all enemies�
Damages all enemies, kills weak enemies�
Slow to use�
�
Katana�
End of 3�
N/A�
N/A�
Medium/


medium�
Expertly crafted katana that can slice through steel like bread�
Kills humans, damages bots�
Not as fast or precise as a gun�
�
Water Pistol (J)�
N/A�
N/A�
N/A�
Fast/


low�
Upon beating the game with at least some score, the player unlocks this�
Slowly rusts  all bots hit�
Not quite as effective as its heavier ranged counterparts�
�
Cane of Player Superiority{J}�
N/A�
1 sec�
N/A�
Fast/


high�
Upon beating the game under a certain time, the player unlocks this�
Launches a rocket that kills most things in one hit�
N/A�
�
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