CIS 587 – Design Document                                                              “Rock Ridge Rescue”

Denise George, Mike Agius


Game Genre

The game is tentatively titled “Rock Ridge Rescue”. The intended audience is for ages 8yrs and up. The object of the game is to rid the town of Rock Ridge from El Guapo and his gang of thieves. The game is an action shooter played from a first person perspective. The player assumes the role of a lone, surviving, volunteer deputy who must take out El Guapo and his gang while being careful not to harm innocent townspeople that are trying to flee to safety.
Abstract of Game Story
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The quiet town of Rock Ridge sat peacefully in its mountain home. There is hardly any crime and people get along nicely with the towns sheriff and his trusty deputies. One year after an extremely harsh winter, food was difficult to come by in the region. The town of Rock Ridge was prepared for any emergency so their town supplies helped them through. But many other villages slowly disappeared as people were starving and resorted to robbing for food. Rock Ridge is now the only prominent town in the area and is sought after as a prime target for wandering gangs of thieves.
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One gang in particular, lead by the cantankerous El Guapo has had its eyes on the prosperous town. They decide to make a run on the town after many long nights of going to bed with nothing to eat but beans. The gang raced into town, guns blazing, stomachs growling. After senselessly murdering numerous townsfolk, El Guapo kills the sheriff. With the sheriff out of the way El Guapo and his gang have free run of the now defenseless town.
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You are the only surviving volunteer deputy and it is your duty to rid your town of El Guapo and his evil food stealing gang. Because of the chaos that reigns in the town you must keep your wits about you and be careful not to harm disoriented villagers who are trying to flee to safety. Track down El Guapo who has set up a makeshift headquarters in the town’s General Store and restore order to your once peaceful and prosperous town.

Game Play and Appearance
The game is designed after a couple different types of gaming genres. It’s played from a first person perspective where the player assumes the role of the main character, (although it’s not a “pure” first person shooter) and action shooting games. It borrows its style from a PC game developed by Lucas Arts called “Outlaws”. We borrow the basic western theme but do not involve the same level of game play depth that Outlaws has. It is more on the lines of an action shooter (with a western theme) borrowing from earlier games such as: “Hogan’s Alley” and “Wild Gunman”, by Nintendo in which these games challenge your reflexes and recognition skills by presenting the player with targets in which they must shoot the correct targets, in a certain time set, in order to advance.

Each of the games levels are fixed in position, meaning that the player cannot freely move around each level. The idea is that in each level you are pinned down in a gunfight with members of El Guapo’s gang and cannot advance until you’ve cleared that stage of all bad guys. The levels will be presented in 2D with perspective and layering to give each level a 3D feeling of depth. Transitions between levels will give the player a sense of movement through the town to the next stage in which they will do battle. Intro screens will present the basic story plot to the player with transitions between levels to further open up the story line.

Production team description

The production team will consist of two team members.  Both team members will contribute to all parts of the project.  The team members are:

Mike Agius 

Game Story


Character/Concept Art


Background Art


Music/Sound Editing 

Path setup and level prototyping
Denise George

Character colors


Animation supervisor
Level Transitions 
Character path testing
Game Logic



Target audience

The target audience for the game is ages 8 and up.  The game will most likely be easy enough for younger players but since the game contains mild animated violence we decided that 8 and up was probably an appropriate age level.

Game play time

The time it takes to play the game will vary.  The player must complete each level to move on to the next.  Therefore, the player’s accuracy will determine how long it takes to complete a level.  We estimate that the introduction will take approximately 30-60 seconds.  A game will most likely take around 10 minutes to play.

Production tools

For the production of this game several programs will be need.  Image editing software will be utilized to edit bitmaps.  We will be “borrowing” bitmaps from a game titled “Outlaws” by LucasArts. We will also be creating some images for different characters within the game.  Since our development environment comes standard with basic image editing facilities, we are limited to the amount of graphical editing from within our IDE. For more advanced image processing we will utilize Adobe Photoshop 6.0 to take advantage of its layering and transparency tools.

For sound processing we will use CoolEdit 2000 by Syntrillium Software. Again a majority of our waveforms will be “borrowed” from the game “Outlaws” and processed as necessary from within the sound editor to suit our specific needs particular to game events. 
The game will be implemented using “The Games Factory” by ClickTeam and Europress Software (evaluation available from www.clickteam.com). This program provides total abstraction of the game creation process and allows us to concentrate entirely on game play and visual style while also having the ability to control every event we wish to create within the game.

Characters

The game will involve several types of characters.  Characters will consist of the player, “bad guy” characters, and “townspeople” characters.  

The Deputy – This is the role of the player in the game.

The Bad Guys - The bad guys are the members of El Guapo’s gang.  They are gun-slinging outlaws.  On each level, the player will encounter different members of the gang.  The player must shoot a certain number of these outlaws in order to advance to the next level.  Below are concept sketches of a few the bad guys.
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The Townspeople – There will be various other characters who are innocent bystanders.  The player must avoid accidentally shooting any of these townspeople.  If the player kills too many innocent people, he loses the game.
Game Outline

There will be three levels of play in the game.  When the program begins, there will be a few intro screens and then will move on directly to the first level of play.

Intro Screens—

The title screen will display initially.  This will contain the title of the game as well as our names.  This will be a typical splash screen containing the title and creators names and possibly some graphics.  

The title screen will be followed by a screen that will show scrolling text that tells the basic storyline of the game.  This will serve as an introduction to the game for the player and an explanation of the object of the game.

Following the story screen will be a screen that shows the characters of the game.  Images of the “bad guys” and the “townspeople” will be displayed.  This will allow the player to distinguish between the gang members and the innocent bystanders as he plays the game.

Level 1 – Outside the Sheriff’s Office

The game will begin outside the sheriff’s office.  From the player’s perspective, it will appear as if he is standing at the end of a road.  Along both sides will be buildings and at the end of the road there will also be a building.  There will be various objects within this scene that bad guys or townspeople could be hiding behind.  Outlaws and/or townspeople will duck out from behind buildings and other scenery such as a barrel or a bench.  
Transition – Level 1 to Level 2

The transition between level 1 and 2 will be the player moving from the road outside the sheriff’s office to the road to the general store.  It will appear as if the player is moving through an alleyway to the next road.

Level 2 – Road to General Store

The second level will be similar to the first level.  It will appear to the player that he is standing at the end of a road with buildings along both sides.  At the end of the road is the general store.  Again, gang members or townspeople will pop up or out from behind buildings or other objects within the scene.

Transition – Level 2 to Level 3

The transition between level 2 and level3 will be the player moving up the road to the general store.  It will appear as if the player were walking up the road to the front of the general store and then entering.

Level 3 – General Store/Shootout with El Guapo

The scene will be inside the general store.  There will be shelves, boxes, a counter, and various other objects within the scene where El Guapo could be hiding.  Throughout this level, El Guapo or townspeople will appear randomly from behind these objects.
Game Conclusion –

When the player has beaten El Guapo, the game is over.  A screen will be displayed showing that the player has won the game.

Game Design Specification
The game will be developed using rapid prototyping to facilitate delivery of the product. Since the development tools being used are highly visual, we will break the game down into scenes. The following is a diagram of scene flow in the game:
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Scene Flow Diagram
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Interface Prototype

1) Crosshair – This is the virtual extension of the player’s hand. This is the player’s interaction tool throughout the game.

2) Ammo – The ammo indicator alerts the player as to the level of ammunition currently in their pistol. Once their ammunition runs out they will be unable to fire until they reload. The ammunition level indicator will instruct the player what needs to be done to reload their weapon.

3) Health – The health meter indicates to the player their current health status. If a player shoots a townsperson or is hit by enemy fire they will take damage and lose a level of health. Once all the players’ health is gone they will lose a life.

4) Score – Denotes players current game score.

5) Outlaws – Indicates number of bad guys neutralized.
What its like to play the game

The game is a simplified first person shooter in which the player takes control of a deputy who is the sole surviving upholder of the law. The player is armed with a single piston (six shooter) in which they must rid their town of the invading bandits. 

The game is divided into stages which are played stationary until all of the objectives for that stage have been met. At the beginning of a stage the player is presented with then number of outlaws that must be neutralized in order to proceed to the next level. During the eradication of these outlaws the player must keep their wits about them as to not harm any of the local townspeople in their volley of gunfire with the bad guys.  Once the set number of opponents has been eliminated the player may advance to the next round. Alternatively, if all of the player’s health has run out the game is then over.

The player’s gun can only hold six rounds of ammunition at a time. After the ammunition is depleted, the player must reload their gun by clicking on the flashing reload icon on the screen. The player must take into account that it takes a few seconds to reload their weapon all the while they are being shot at by enemies.

Points are scored for each outlaw neutralized. The points will vary depending on the strength of the outlaw and the level you are currently on. Points will be deducted for harming townspeople, as well as losing some of your life meter. 

Once all intermediate stages have been cleared the player has a showdown with the game’s boss – El Guapo. This end fight carries the same rules as previous levels. However, it will take quite a few more hits on the end boss to defeat his than it did his minions.
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Scene Concept 
Below is a very rough concept drawing of a scene from the game.
Game Play Screen – Level 1
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Game Play Screen – Level 2
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Game Play Screen – Level 3
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