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Executive Summary

High Concept:


A top down hack and slash action game situated in a fantastic medieval world.  

Genre:


Top down, fast paced action game.

Platform:


X86 PC’s

Target Audience:


Males 12 and up.  

Unique Features:


Survival Mode


Three selectable characters


Unit Editor


Force Feedback

The Story:

In the medieval world of Teltnaug, a dark and evil being named Nitsud has come to plague the lands and infest them with his minions.  You are the only one who will stand up against him and his countless lackeys.  Fighting through the castle and getting ever closer to ridding the land of the evil, you will find the legendary armor of Teltnaug which will give you strength beyond all others.  Then, you will have the power to defeat Nitsud, thus ending his reign of terror.

Character Descriptions:

Nitsud: 

Skeletons HP: 100


Nitsud Clone HP:  200


Nitsud Final HP:  600


Nitsud is the main end boss of the game. He’s a demonic looking creature with dark powers that he wields through his trident.  He will have three offensive states, the first attack state he will summon 6 skeletons to fight for him, each having 100 hit points and a random attack damage between 6 – 10.  The skeletons will act as lesser minions and will merely track the player around.  While in this state, the player must kill all six skeletons before causing Nitsud to change his attack state.  The second attack state will involve him splitting into four identical beings and shooting fireballs in straight shots until all four of his clones have been killed.  The four clones will be positioned along each of the four walls and moving back and forth along them.  The clones will have 200 HP each.  After the four clones are killed, Nitsud will recombine into one being and enter the third and final stage of his attack.  In this stage Nitsud will disappear into the ground and reappear within attacking range in an attempt to attack the player with a fireball that shoots out of his trident. In this state, Nitsud will have 600 hit points in this state.  

Lluf:


HP: 400


Lluf is the Miniboss for the second level. He is a troll and one of Nitsud’s more powerful minions, but not the smartest.  However, he is put in charge of guarding the door to Nitsud’s chamber, and the legendary weapon of Teltnaug.  His first stage of attack will be him following the player around in an attempt to get a good line for a charge at the player.  The time between charges will be selected at random between 5 – 10 seconds.  If he hits the player, the player takes 10 points of damage, but if the player is able to dodge the charge, Lluf will hit the wall and take no damage.  After hitting the wall 6 times, the weapon of Teltnaug will be shook loose of its resting place, and fall to the ground so the player can pick it up.  At this point, Lluf will enter his second attack mode which will be him following the player around and smashing the ground, creating a shock radius around him.  The time period between smashing the ground will be selected at random between 5 – 10 seconds.  The radius will be 2 tiles wide in each direction and if the player gets hit by this attack he will take 8 points of damage.  After defeating Lluf, the player will gain full life.  



Lias:


HP: 300

Lias is the Miniboss in the first level.  This is Nitsud’s lethal and loyal Dragon guard who protects the gates from outsiders.  The first state will be Lias simply shooting fireballs at intervals of once every 2 seconds as he turns his head.  After taking half damage from the player, Lias will enter into his second attack state.  This state will have Lias shoot 8 fireballs simultaneously, each in a random direction towards the player.  If the player gets hit by any of the fire that Lias shoots at them, they will take between 2-8 damage, selected at random.  After defeating Lias, the player will gain full life.  

Lesser Minions:


HP: 50 - 100


All of Nitsud’s lesser minions vary in form and strength.  The one characteristic that they share is low intelligence.  When the player is close enough, they will close in on them, and attack when they get close enough for hand to hand combat. There will be a total of 6 types of minions: Zombie, Skeleton, Spiders, Wolf, Gnome, Mummy.  Three of them will appear in the first level and the other three types will appear in the second level. In the first level, Zombie’s, Skeleton’s, and Spiders will be roaming the courtyard.  Their HP will be selected at random and between 50-100.  On the second level, Wolves, Gnomes, Mummy’s, and more Skeleton’s will be wandering the castle.   Their HP will be selected at random between 100-200.  On the first level the minion’s attack damage will be selected at random between 1 and 3.  On the second level the minion’s attack damage will be selected at random 2 – 4.  They will not shoot any projectiles in either of the levels so the attack speed is not needed.  The lesser minions range of acquisition is 256 pixels. 

The Player:


The player is the Hero of the game.  As they venture through the levels, they will come across the mentioned enemies, as well as armor and weapon upgrades.  

The Player will be given the option of choosing their hero type from one of the three following options.  All attributes for each hero type are explained in the table below the descriptions.  


Warrior:

The Warrior possesses unmatched health and is very durable in the midst of battle.  The warrior’s attack speed would be the slowest of the three hero classes.  His power however is between the wizard and archer.  To attack, the warrior hurls a sword at his enemies. 


Archer:

The Archer’s skill lies in his swift ability to fire arrows at a seemingly unnatural rate. His attack power is the weakest of the three classes, and has regular health.  He uses his bow and arrow to attack his enemies.


Mage:

The Mage’s attack power is the greatest of the three, but the spells used are complex and require more time to cast.  His health is his lowest attribute but the raw power that the mage holds more than makes up for it.  Being a mage, he shoots balls of magic at his foes.

	
	Power
	Speed
	Health

	Warrior
	20
	10
	30

	Archer
	10
	30
	20

	Wizard
	30
	20
	10


Power Up’s and Equipment: 


The Bomb

The bomb is dropped from an minion when they are killed.  The player can walk over it to trigger its effect of killing all the lesser minions on the screen.  The bomb will not harm any of the bosses, and will not be dropped during a boss fight.  

Enemy Freeze

The Freeze is dropped from an minion when they are killed.  The player can walk over it to trigger its effect of freezing all the lesser minions on the screen for a period of 5 seconds.  The freeze will not affect any of the bosses and will not be dropped during a boss fight.  


Boost

When the Boost is dropped from an minion, the player has the option of walking over it to gain a limited time boost to all of their attributes. For 30 seconds, the player’s attack speed, attack power, and health will be doubled.  The Boost will not be dropped during a boss fight.  


Drain

When the Drain is dropped from an minion, the player has the option of walking over it to receive a limited reduction to all of their attributes.  For 15 seconds, all of the player’s attributes will be reduced by 1/4 with rounding up.  The Drain will not be dropped during a boss fight.  


Food


When Food is dropped from an minion when they are killed, they have the option of walking over it to a 10 HP increase in their current hit points, up to their max amount of HP.  The only boss fight that food will drop is during Nitsud’s first attack stage.  The skeleton minions have a chance to drop this power up.  Otherwise, Food will not be dropped during boss fights.  

Power Up’s and Equipment cont’d:
Legendary weapon of Teltnaug:

The weapon of Teltnaug is the only weapon powerful enough to harm Nitsud and Lluf.  The form of the weapon is dependant on the hero that claims it as their own.  

For the warrior the weapon will grant them penetrating attack where their sword will travel through multiple enemies until the sword hits a wall, or goes off screen.  

For the archer, the weapon will grant them multiple shots.  This will consist of three shots being fired simultaneously in a fan shape from the player’s facing direction.  

For the mage, the weapon will grant them magical homing shots.  If the player is facing the enemy, these shots will home in on the closest enemy, and will be destroyed if the shot hits a wall.  They will not go around walls.  If the player is not facing an enemy, it will still home in on the enemy. 
Armor of Teltnaug:

Consisting of head piece, chest piece, and boots, the Armor of Teltnaug’s appearance will be different based on the character the player selects.  The player will not be allowed to advance past the second level without finding the complete set of armor.  With the armor equipped, the player will gain a -3 damage reduction when they get hit, as well as a bonus 20 hit points.  Once the player has collected the armor, they cannot lose it.  The player will only gain these bonuses only after finding all the pieces. 
	The Bomb
	Kills all Lesser Minions on the screen

	Freeze
	Freezes all Lesser Minions on the screen for 5 seconds

	Boost
	Raises all of the player’s attributes by double for 30 seconds

	Drain
	Reduces all of the player’s attributes by quarter for 15 seconds

	Food
	Restores 10 HP to the player, up to their max HP.

	Legendary Weapon
	Grants player special attack, no damage bonus

	Armor
	Reduces damage taken by 3, and adds additional 20 HP to Player


Levels:


The Courtyard:



This Level is outside the castle and is crawling with many of Nitsud’s lesser 
minions.  This area is very large with lots of room for exploration.  Ultimately the 
player must make his way to the door of the castle where he will face the first mini-
boss, Lias.  Upon defeating Lias, the player will gain access to the second level.  


The Castle:

This Level takes place within Nitsud’s castle.  His castle is mazelike to confuse would be heroes, and have them fall victim to more of his countless minions.  In order to make it out alive, the player must find the armor of Teltnaug, which will allow him to confront the mini-boss for this level, Lluf.  After going a few rounds with Lluf, he will drop the Legendary weapon of Teltnaug.  Using this weapon, the player can now attack Lluf and defeat him.  


Nitsud’s Chambers:

The last level takes place within Nitsud’s chambers.  There will be a long hallway leading there.  When the player reaches Nitsud’s room, he will battle him to the death.  


Survival Mode:

Survival mode is separate from the rest of the game.  This mode will put one or two players in a single room.  Each Player will have 3 lives.  They will have the base attribute points, and no armor or legendary weapon.  Level one Lesser Minions will constantly spawn at various points.  Each player will also have a death count that keeps track of how many enemies they’ve killed. The players will continue killing minions until they have died.  When a player loses all their hit points, they will die and re-spawn to continue fighting until their lives are used up.  The player with the highest kill count at the end of the match wins the survival mode.  
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Workload:  Rich Skorski: 



Intro/Outro: Start: May 11th 




End:  May 15th



The intro screen will use DirectShow to play an opening movie to give 

the player some insight on the game.  It will then immediately go to the opening 

game menu.  An outro will have an end scene and credits.


DirectInput Wrapper: Start: May 9th





    End: May 11th



This will give an easy to understand interface that wraps DirectInput 

functionality.  It will allow both immediate input and buffered input for the 

keyboard, mouse, and joysticks.  Force feedback will also be available.



Bitmapped Fonts: Start: May 9th




        End:  May 11th



A manager will be made to handle bitmapped fonts.  Multiple fonts will 

be able to be loaded.  To write text, the user will specify the font to use, a 


postion to place it, and how big they want each character to be.



Save/Load Feature: Start: May 16th





End: May 18th



The player will be able to save his data, and load it at a later time in 

order to continue his quest at the same point he last left off.


Menus: Start: 10th


   End:  15th

Scripting: Start: May 19th

      End:  May 21st


The menu system will allow opening game menu’s to be created, as well 
as in-game menus.  They will be loaded from a scripted file.


Dynamic HUD: Start: May 17th



    End: May 21st


The HUD will display the player’s changing hit points, keep track of 
power ups currently affecting the player, and display messages to the player.  It 
will also have functionality to allow the player to open up other screens, such as 
a map screen.

Workload:  Nawin Boonyaplanun


Difficulty Selection: Start: May 21st 




End:  May 21st 



There will be varying levels of difficulty within the game to offer the 
player a variety of challenge.  


Cheat Codes: Start: May 21st 



End:  May 21st 



There will be a total of three cheat codes implemented in the game.  The 
cheat codes that will be implemented are as follows:



Boost Up: 




This code will increase the player’s stats to make them much 

stronger than they normally would be.  



Extra life:




This code gives the player an extra life.



God mode:




This code grants the player invulnerability from all attacks that 

would 
normally harm the player.  


Level Design (3 levels): Start: May 20th 




     End:  May 21st 



The design of the levels will provide a clear understanding of how each 
level plays out, as well as provide a more enjoyable experience during 
gameplay.  


PowerUp’s (all): Start: May 15th 



      End: May 16th 



A total of five power up’s will be implemented into the game and are 
explained above.  


Class Heirarchy: Start: May 9th



       End:  May 11th 



A full class hierarchy will be implemented into the game to support and 
manage all entities within the game.  


Game State Machine: Start: May 11th 




   End:  May 12th


The game state machine will manage transitions throughout the different 
states of the game.  The state machine will be used for controlling the flow of 
the game and managing the different areas and menu’s the player may navigate 
through.  


AI (basic): Start: May 16th 


       End: May 17th 


      (state based): Start: May 17th 




       End:  May 20th 



The AI in the game will be implemented in two different ways.  The 
basic AI will be used with Nitsud’s lesser minions and will be simply track 
down and follow the player once he gets within their range.  The second 
implementation of AI will be used by the mini-bosses and Nitsud.  They will 
each have their own variation of state based AI.  


AI Collision / Resolution: Start: May 12th 




         End:  May 15th 



The collision and resolution of the AI will make the enemy units correct 
their paths in the event that they get suck behind a wall or gate.  


AI Scripted: Start: May 21st 



End: May 23rd 



The Scripted AI will add functionality for reviewing and modifying 
enemy AI for later uses.  


Multiple Player Support (coop): Start: May 23rd 





         End: May 25th 



In the survival mode of the game, multiple players will be able to battle 
against an endless wave of minions.  While helping to keep eachother alive, 
they will also compete to get the most kills. 

Work Load:  Graham Leeb


CVS Setup and training: Start: May 9th 





        End:  May 12th 



CVS will provide a central location for teammates to check out and 
modify code without creating confusion among teammates.  A central location 
will contain all the files needed for the entire project.  


Unit Editor: Start: May 14th 




End: May 16th 



The unit editor will provide added functionality when modifying units 
within the game.  With the unit editor a user will be able to change and modify 
various attributes as well as enemies animation.  


Key Binding: Start: May 16th



End:  May 17th



Key binding will allow players to customize their layout of action keys 
for the game to their own liking.  


Integrations: Start: May 9th



End:  May 28th 



Integrating the game will provide the final product and bring all of the 
team members up to the same point in production.  



Documentation: Start: May 9th 




     End:  May 28th 



Full documentation of the game will provide organization to the process 
to the final build of the project.  Any and all documentation on the game will be 
recorded and archived for any use needed.  

Work Load:  Nate Kinney


Tile Engine: Start:  May 10th 



           End:  May 13th 



The tile engine will handle tile drawing in the game.  The tile engine will make use of many small tiles in a tileset rather than one large bitmap, which 
will save on memory and overall be more efficient.  



Parallax Scrolling: Start: May 14th 






End: May 16th 

Parallax scrolling will provide the game with use of multiple levels of rendering which will have the option of moving in their own individual paths.   



Multiple Layers: Start: May 12th




       End: May 13th 

The Tile Editor will feature multiple layers to be used when editing and creating maps to be used within the game.  



Enemy Waypoints: Start: May 14th 






End: May 16th 

Enemy waypoints will be available in the editor for the option to create 
more enemy spawn points within any current levels.  

Tile Editor:  Start: May 18th


End: May 20th 


The tile editor will be a program that will be used to create levels to use 
in the game.  


Particle Engine: Start: May 15th



     End:  May 17th 



The particle engine will be used to provide added effects to various 
objects and events within the game.  


Code Profiler: Start: May 9th 




  End:  May 13th 



The Code profiler will time how long each function will take to execute 
and output the information to a file to be reviewed in debugging to find slow 
downs or delays in the program.  
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