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1. Overview 

a. Appearance 

The appearance of this game is based off of our previous game, Epic Bunny Rampage.  You will be in a forest within a mountain area.  You will have many trees with rocks and a clear sky.  The appearance also features a snow zone higher up in the mountains.  Throughout the entire zone there are toxic pools of waste that must be avoided by our hero.
b. Story Abstract 

We start this game off where the last game left off.  Our hero, the bunny, has just defeated the king of the forest, the evil giant toad frog thing.  The bunny is in search of answers.  All clues lead to a laboratory in the mountains.  You set out in search of this laboratory.  Along the bunny encounters obstacles that get the way of finding out what caused him to turn into a mutant.
c. Gameplay 

We classify this game as a 3D platformer.  The object of the game is to reach the end of the level while avoid traps and areas that cause death to the rabbit.  The player is to find the right path to reach the end of the level avoiding death at all costs.  If the player dies, he is sent to the beginning of the level to start over.   If the player reaches the end of the level, a victory message will be displayed.
d. Development Platform 

The major development platform was simply using the Torque level editor.  We tried to use our own models we made in Milkshape and Maya, but the textures would never import properly.  We ended up just using premade models from the tutorials and some models from garagegames.com.  
 

2. Game Mechanics 

a. User Interface Description 

The user interface is fairly simple.  You have a first person mode that views where your character is heading.  There is a health bar in the upper left portion of your screen that increases and decreases as you take damage from traps or pickup health tokens.

b. Use Cases 
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c. Storytelling 

The storytelling devices we use are simple text boxes.  In the beginning of the game you will be informed by a text box about your current situation, ambitions and your past.  After you come across items that need to be explained or you finish the game another text box will pop up.

d. Level Summary 

We have one large level to our game with two sub-levels.  You start the first sub-level in a mountainous area with lots of trees.  As you continue through the level you make your way higher and higher up the mountains with the trees becoming more and more sparse.  You end up getting to the top of the mountains and enter into a snowy area with dead trees and boulders.

3. User Interface Design 

a. Key Screen Images 
i. Obstacles 
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ii. Secret Laboratory
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b. Control Summary 

W – Forward

S – Backward

D – Right

A – Left

Mouse – Look around

c. State transition diagrams 
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d. Design Rules 
i. Make the level challenging but not impossible

ii. Include shortcuts that are not obvious during the first time playing.  This creates for better replay value

iii. Avoid traps that the player can not escape, causing the player to restart the level.  Unless intentional of course.
4. Artificial Intelligence 

a. Opponent AI 

There are not any “intelligent” opponents, the opponents that we have simply path back and forth completely oblivious of your character.  The mutated humans that have escaped the laboratory are much like zombies without the basic instincts.
b. Non-Player Characters
Mutated Green Human:  These humans have been subjected to the same toxic waste that has created our hero.  They have lost all free will and have become very aggressive to any non mutated human.  They still seem to retain the knowledge that they need to protect the secrets of the laboratory and contain the toxic waste.

c. Reactive Items 

Toxic Waste – As you enter it, it decreases your health.  Your character dies if your health reaches zero.

 

Water – Mutant bunnies can’t swim.  It’s game over if you touch water.
Carrots – By eating carrots your character increases their health if it is below the maximum.
5. Story Overview 

a. Plot Summary 

The plot starts out right where the first “Epic bunny rampage” leaves off.  Our hero has found a map on the corpse of the evil toad frog thing.  It shows that there is a laboratory at the top of a nearby mountain.  You decide that this is the best location to search next for answers as to who poisoned the forest with toxic waste.  You make your way through the mountains only to find that there are mysterious green mutated humans covering the mountains and they are very aggressive.  As you make your way through the mountains you find a passageway through the mountains leading to the laboratory.  As you get close many mutated humans are alerted to your presence and attack. After you take care of them you enter into the laboratory to find out what you can.  The game ends here with a “
To be continued”. 
b. Story Board

i. Walking through the forest
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ii. Jumping over toxic waste
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iii. Finding the Secret Laboratory in the mountains (game over)
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c. Character Bible
Mutated bunny rabbit – Our hero has recently become sentient.  He awoke in a pool of toxic waste and saw his family dead beside him.  He did not have a lot of time to think before he was attacked by aggressive mutated forest animals.  He made his way through the forest seeking answers and revenge.  He came across an evil giant frog toad thing.  After slaying it he finds a mysterious map with a location marked on it in the nearby mountain system.  With this as his best clue he makes his way to the mountains.

Green Mutated Humans – These creatures used to be employees at a secret laboratory in the mountains.  A recent accident allowed major toxic waste spillage to leak through the laboratory, mountains and nearby forest.  Most of the humans died due to exposure; however some of them started to mutate.  Although they lack any basic instinct anymore they still seem to be bent on containing the toxic waste and keeping people out of the laboratory.
 
6. Game Progression 

c. Flowchart 
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a. Level and Scene Details 

Lower Mountains – The lower mountains are where our hero starts out.  He has recently entered here from the edge of the forest.  There are still plenty of trees in this area.  Since we are increasing our altitude it is starting to get cold and you can see some snow spots.  There also seems to be some toxic waste spillage; the same toxic waste experienced in the forest.

Upper Mountains – As your reach the top of the mountains you can see the temperature drop dramatically.  The whole area is covered in snow and there are not many living things.  The trees seem to be dead throughout the whole area and there seems to be a new mutated green creature coming from this area.
 

7. Bibliography 
Code, models and sounds borrowed and used from:


GarageGames.com


CodeSampler.com

 

8. Lessons Learned

· How to import models from other locations to work with out game.
· How to use a world editor to create a fun and unique environment

· How to test a 3d game for bugs and exploits that could be used as a detriment to gameplay or give an unfair advantage to certain players who know of this exploit

· How to use scripts to create things like game over sequences and pathing bots

· How to use triggers to activate things like death and end game sequences.
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