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Executive Summary

Abstract of Game Story

It is the year 2023 and a new sport as arisen, something more fast and destructive for the masses who demand more violent entertainment. Anyone can enter only a few will advance. For failure is not just a loss, but a loss of life. Metal against metal, vehicle on vehicle, total destruction allowed. Prepare for the ride of your life. You are on the circuit, are ready to become the new champion to battle it out over prizes and glory against others who desire the same? In your custom built vehicle of mass destruction you fight against others to be the last standing at the end of the day.  You play as a character with a vehicle and battle it out with another player in the arena in 3 rounds to be the king of the Death Arena.

Game Play and Appearance

The game of Death Arena 2023 pits players against one another in an enclosed arena in a competition to the death. The play chooses a vehicle with special weapons and characteristics and then chooses a level to play on. This game is a cross between Mad Max and Monster Truck Madness. This is basically a vehicle shooting game where one player tries to inflict the most damage on the other player, the one still alive or with less damage at the end wins. 

There will be several levels in the game, the main ones being the death match levels. But to make the game more interesting there will be other types of game play from racing around a track, to playing bumper balls and trying to score with a big steel ball in the opponents net. The winner will receive money for up-grades or special weapons to be added to the vehicles.

Levels can contain power-ups and objects that effect the game play within the game, such as walls that when shot at will release multiple shots, or object that the play collects that change the gravity or turn the floor to ice.

The appearance of the game will be from a 3D isometric view of the arena where the play can see the whole playfield on the screen at once. The view will not scroll around nor will there be split-screen effects for 2 player games. The action will take place within a square arena, which means the wall closets to the view may obscure the view so the wall will be transparent as players get near it. (If there is time to implement this, another solution would be to have a half sized wall, or double depth wall.)
Development specification

The target game hardware will be a Pentium Class 500Mhz machine with a 3D graphics card and sound support. The game was tested running on a 1.4 Mhz 512Mb machine with a Geforce2. Required Disk space 40Meg.

The software will be developed in Visual C++ 6.0, with DirectX. The parts of DirectX will be Direct3D, DirectInput, DirectSound to play sound files and DirectShow to play .mp3 files. 3D models will be used from 3DstudioMax and imported into DirectX .x meshes and textures.
Overview

Death Arena is a multi-player action game based on vehicle combat. The game is a cross between Mad Max, Monster Truck madness and destruction. The game is vehicular based, meaning that the players are always associated with a vehicle. There is a game similar called Twisted Metal Black for the Playstation 2 with a similar idea, but did not take place in an arena, it was multi-player and supported split-screen. 

In the game the player controls a vehicle and battles against other players in a series of 3 rounds to be the final victor. In each round the players will have three lives. The one who losses all three lives will be the loser, the other will be the winner.  Each round consists of different maps that the players must navigate through to battle each other. Each player has a gun firing weapon that they use to shoot at the other player, every time the other player gets hit they loose some health, when their health is at 0 the loose a life. Vehicles can also ram into other vehicles causing damage.

Since the game is multi-player only, there is no single player component to the game and no AI characters to fight against.

Target Audience Description

The game is intended for kids PG-9 and above, as there will be violence, scary images and lots of scratching metal. Explosions and blood are likely, but minimal blood as there are not people, except for maybe a pedestrian or referee that may get run over once and awhile. The main demographic will be to aim the product at boys from 15-25 with an appetite for destruction and first person shooters.

Game Play Description

Game play consists of players driving cars around on an enclosed map and playing various games from destruction derby to racing to bumper balls.

The game consists of single and multi-player support on the same screen, with expansions to multi-player support over the network.

Players choose a car to drive, each car contains different parameters. Players then choose a level to play on. Each level contains power-ups, special walls and roll over switches on the ground that change some attributes of the level, such as the gravity or elasticity of the ground.

Players each have three lives and battle it out until one is victorious. Players also score points during the game. Points can be spent on power-up items for the players’ cars. 

Game Mechanics

Overview

Death Arena 2023 is a Multi-Player third person, floating camera 3D action game. Death Arena 2023 focus on the battling of player against player in competition to win each of the rounds. The game mechanics are built to facilitate players of all ages by incorporating the use of a joystick/gamepad to keep the usability and accessibility of a crowded keyboard to a minimum. Players will have to start the game with the mouse from the options menu, but the main game play will be with the use of the joystick. The environments and camera are positioned so that all players can see the level and vehicles through out the game. Each level contains different objects to make the maps more interesting. 

Camera

The camera in the game will be fixed to a single position that is high above and to an angle so that the whole arena is viewable, as seen in Figure 1. This view angle is a third person perspective for both payers. The camera can be rotated thru keyboard commands to adjust the angle to the players desire.
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Figure 1: Camera Viewing Angle
GUI Interface Design

There are two main GUI interfaces in the game; the main menu and the in-game interface. The main menu allows the players to read the instructions on how to play the game, start and quit. The in-game interface displays information about the players while the game is running.

Main menu

 The main menu consists of four options as seen in Figure 2. These options are as follows:

· Start Game – From here the players can start the game and enjoy the battles.

· Instructions – This will bring up another screen that describes the game and the keyboard and joystick commands as seen in Figure 3.

· Credits – This brings up another screen that gives credits to the designer.

· Quit – This quits out of the game back windows.
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Figure 2: Main Menu Interface
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Figure 3: Help Screen from Main Menu

In-Game Screen

The majority of the in game screen will be taken up with the main view of the players and 3D game-world. Other elements will be overlaid onto the main screen in order to provide each player with information about the state of their vehicle and the other actions in the game world. These overlays are described here and seen in figure 4. Each player will have an associated color and will be partitioned onto the left or right side of the screen. In the center at the bottom will be general information displayed in the different color.

· Name – the players name, defaulted to “Player 1” and “Player 2”

· Health – The health of the player, 100 – good health, 0 – bad health

· Lives – The number of lives left, each round contains 3 lives.

· Rounds Won – The number of round the player won.

· Round Number – The round number currently being player. (There are 3 round in a single match.)

here
[image: image5.png]Hame:Player 1 Hame: Player 2
Health:100 Health:100

Lives:3 Lives:3

Rounds Won:0 nound : 1 Rounds Won:0




Figure 4: In-game information overlays

Replaying and saving

The game allows for multiple re-plays by playing over each of the three rounds.

Each player is assigned three lives for each round. When a player looses all their lives then the next round is started. Currently each round consists of static maps, but the maps on each round, 1 through 3, are different.

Currently there is no saving of player stats in the game.

Control Summary

The player will use a number of different devices to start and manipulate the game, but during actual game play the device is limited to the joystick/gamepad.

The set of devices consist of the keyboard, mouse and joystick/gamepad. These controls are discussed in detail below.

Mouse - Menu

The mouse is used to click on one of the options on the main menu as seen in Figure 2 and described in the interface section.

Keyboard  - Out of Game

The keyboard key that is used outside of the game is the ‘ESC’ key to exit the game. This is also similar to the player clicking on the Quit icon.

Keyboard – In Game

There are several keys that are used in the game. The keys are not used for primary game play, but to change values or move the camera. The keys are:

Up Arrow – move the camera up.

Down Arrow – move the camera down.

Right Arrow – move the camera right.

Left Arrow – move the camera left.

Page Up – Zoom in with the camera

Page Down – Zoom out with the camera.

W – Switch the view mode to wire frame. – More of a debugging view.

S – Switch the view mode to solid textured mode.

C – turn on camera coordinates

F12 – Turn on stats which shows the duration and Fames per Second update.

F1 – Switch music to level 1 music.

F2 – Switch music to level 2 music.

F3 – Switch music to level 3 music.

F4 – Switch music to level 4 music.

F5 – Switch music to level 5 music.

F6 – Switch music to level 6 music.

Space Bar – Exits to menu

ESC – Exits to menu, sometimes exits game.

Joystick – In Game

The joystick is the primary means for the players to control their characters.

Each player will have their own joystick and will be configured as follows.

Button 1 (Upper button on top of gamepad) – Move the vehicle backwards.

Button 2 (Right button on top of gamepad) – move the vehicle forward. 

Left Knob –


Move knob right – Turn the vehicle to the right.


Move knob left – Turn the vehicle to the left. 

Right trigger – Fires currently selected weapon.

Left trigger – Brakes the vehicle.

Game Play Details

All of the gameplay takes place within the Arena and here are some actions the player can do there:

· Shoot at the enemy directly.

· Shoot at the enemy in-directly by bouncing off walls and objects.

· Using the keyboard or Joystick to drive the vehicles around forward and backwards and skidding out around the arena.

· Switching weapons on the vehicle.

· Enabling shields on the vehicle.

· Running over switches that pop-up from the floor. Switches will have different effects on the game environment, such as changing gravity or turning the arena to mud or ice. Some switches may have to be run over in sequence to turn on the effect.

· Running over power-ups that give the player extra health, shields, ammo or weapons.

The game consists of three rounds of play, each player will have three lives per round to successfully defeat the opponent. Player will shoot and ram into each other to cause the other players health to go down. When health reaches zero then they loose a life. When all lives are lost the round ends and the next round starts.

Cut-Scenes

There will be brief cut scenes when a player looses a life and between each of the rounds and at the end of the game to show who won, a special music trumpet will play for the winner. Figure 5 is an example cut-scene when a player is killed.
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Figure 5: Example of Cut-Scene
Storytelling

The aim was the have both a single player and multi-player game with AI controlled opponents for the single player game. Currently the game just consists of the multiplayer aspect. So there is no special story beyond what has been told.

However in-order to convey more of the story and atmosphere to the player the game world consists of different aspects of music, colors, sounds, objects and maps that all add to the feeling of being in a battled Death Arena.

Environments

The main map consists of a main playing area with steel boarders to keep the players from escaping, rotating guard boxes prevent the players from leaving the arena. And wire fences keep them from jumping over the walls.

Each level contains different types of objects.

Music 

The music that is played for each level contains an up-beat yet hard lined rock sound track to keep the players engaged in the action.

Sounds

Sounds are associated with everything in the game from firing weapons, to ricochets to bouncing off of objects in the game.

Level Summary

The game consists of three levels each progressing in diffulcty with more objects on the playing field. The levels are described below:

Level 1 - Starter
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Figure 6: Level 1 Scrrenshot
Level 2 - Intermediate
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Figure 7: Level 2 Screenshot
Level 3 – Hard
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Figure 8: Level 3 Screenshot
Artificial Intelligence

For Death Arena 2023 Multi-player game there is no AI support. For the single player game there is proposed AI support for the computer controlling 4 different character vehicle types.

Game Elements

Character Bible

Players that will be in game.

· Human – There can be up to two human players in multi-player battle.

· Johnny - In Single player mode, the player plays as Johnny, the newbie on the block.

Computer (4) – There will be several computer opponents that the player will play against in Single Player mode or Multi-player with computer opponents.

· Slashy Jack – A player that likes to use knifes to throw at the other cars in the arena.

· Gretta Grenade –A player that likes to use Grenades that bounce off of things against other players.

· Mad Gunner – Likes to use Guns to shoot the enemy, is the brother of The Juggernaught.

· The Juggernaught – Like to Smash into the other player with his big truck, will also make use of what ever weapons are available. Older brother of Mad Gunner.

Game Objects

Vehicles in the game:

There will be an assorted set of vehicles in the game. Each vehicle handles differently and carries a different main weapon. 

	Vehicle
	Main Weapon
	Shields
	Health
	Speed

	Buggy
	Guns
	60
	90
	Fast

	Jeep
	Bombs
	60
	90
	Fast

	CopCar
	Knifes
	50
	100
	Fast

	Truck
	Missile
	90
	80
	Med

	Tank
	Missile
	100
	50
	Slow

	Future
	Guns
	80
	80
	Slow


Table 1: Game Vehicles
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Figure 9: Player Vehicle - Single Player
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Figure 10: Player 2 Vehicle in Multi-player, different Texture
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Figure 11: Player Vehicle - CopCar

Power-ups in the game

	Name
	Function
	Appears
	Damage
	Extra

	Shields
	Adds 10 to vehicle shield
	At random in level
	
	Appears every 2 mins for 10 secs.

	Health
	Adds 10 to vehicle Health
	At random in level
	
	Appears every 2 mins for 10 secs.

	Full shield
	Restores shield to max
	At random in level
	
	Only appears once every 5 mins

	Full Health
	Restores Health to Max
	At random in level
	
	Only appears once every 5 mins

	Guns
	Gives gun ability to player
	At random in level
	1 point per hit
	Limited Ammo, Rapid fire

	Missiles
	Gives player missile ability
	At random in level
	20 points per hit
	Limited to 3 missiles

	Grenades
	Gives player the ability to throw grenades
	At random in level
	5 points per hit
	Limited ammo

	Knifes
	Gives player ability to throw knifes
	At random in level
	2 points per hit
	Limited ammo


Table 2: Game Power-ups

Switches in the Game

	Name
	Action
	Location
	Extra

	Red Switch
	Changes to low gravity for 30 secs
	At random in level on floor.
	Need to run over 3 red switch’s to enable this

	Blue Switch
	Changes the floor to ice, low elasticity. Makes vehicles skid around, for 40 secs
	At random in level on floor
	Need to run over 3 red switch’s to enable this

	Green Switch
	Changes to floor to Mud, making everything harder to move.
	At random in level on floor
	Need to run over 3 red switch’s to enable this


Table 1: Game Switches

Story Overview

Game BackStory
It is the Year 2023, most of the world has been destroyed thru natural disaster and wars. People and machines have banded together to re-start the population, but it is still a brutal world. The people have asked for entertainment and sports.

A new sport has arisen, a sport where you put man against man, machine against machine a sport of total destruction where you score points with your vehicle by rolling, pushing and smashing a ball into the opponents net, where you can race them around tracks without any rules and where you can go head to head with weapons of mass destruction to destroy your opponent. The masses of people have gotten accustomed to violent games and this one has been getting high ratings on the Tube. Can you survive and live to the next round? Is your vehicle equipped better then the others? You will find out soon as it is your turn to enter the Death Area 2023.

Game Story – Single Player

Opening scene – Johnny Gets his first Car and Enters the games.
The main story is about a boy Johnny, who wants to enter the games. He acquires enough money to find a car and enters his first game, he plays for a few games then goes up against one of the big players.

Act I – The death of Mad Gunner by Johnny’s hands.

Johnny ends up beating the big player and winning the match for the day. But unknowingly, he triggers off a series of events that may lead to his death, because the big guy he went up against, Mad Gunner, was The Juggernaught’s brother, and now he wants revenge on you.
Act II – Revenge of Mad Gunners death by his brother.

The Juggernaught challenges Johnny to a duel to try to get his revenge on him. Johnny is out classed and out gunned, will Johnny win or will he loose his life, only you can create the outcome.

Closing– The triumphant victory of Johnny, or the death of a rising Star.

Show closing cinema tics depending on whom the player plays.

Game Story – Multi- Player
In multi-player, there is no story. Players choose a level to battle on and then have three lives to win the match. After the match is done then the players need to re-start the game and choose another level.

Storyboards

Storyboard of the game, 

· Title intro screen

· Battling in the Arena

· Win and Loss End screens.

· Cut Screens when player advances to next level.
Game Progression

Flowcharting

A flow chart of the game progression is show in Figure 1 for Single Player and Figure 2 for Multi-player. For Single player the player follows a path through the game, with specific opponents based on the story. For multi-player the game is an arcade game, so players just decide on a level to play on and then fight each other till one wins.
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Figure 12: Single Player Game Flow
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Figure 13: Multi-Player Game Flow

Level or scene Details

The intention was to have many different type of levels in the game for the player to play on to allow a more varied play style then just a shooter game. Level such as driving, sports arenas and even practice shooting. However each different level requires code and supporting art so there will be basic levels in the game and then additional levels that can be added latter. The maps will be data-driven so that they can be easily designed.

For the main single and milti-player game there will be three basic shooter levels with different themes for each. The themes will define the artwork and game play characteristics for the floors the vehicles drive on.

Basic Shooter Levels in the game.

Level / Map 1 – Wood Theme

Level one will be an open level as seen in Figure . Vehicles will drive a little slower, but turn better on the wood.

Level / Map 2 – Brick Theme

Level 2 is a semi-close area with some special wall types, vehicles can drive fast and can turn fine on the brick.

Level / Map 3 – Steel Theme

Level 3 will be more of a closed in area, with walls of different wall types, Vehicles can drive fast, but will skid more.

Level Objects

Each level will contain objects such as power-ups, weapons and walls.

Wall types:

One way – Can shoot throw wall from one way

Multi-shot – One shot in , multiple shots out

Speed up shots

Slow down shots

Sticky – shots stick to wall

Random Angle Walls – shots shoot out at a random angle when hit.

Some Cool effects added as options:

Light sources in the playing field.

Lights on the cars to race at night.

Special effects for weapons, high-tech effects for weapons

Damage to vehicles and walls

Sounds

Game music will be played from .mp3 files

Game sounds will be tied to the player actions.

Game sound will also be tied to weapons effects such as explosions and bouncing off of walls.

Additional Levels added as options

· Smash and Crash – Destruction Derby – Single open arena, no weapons only smashing allowed.

· Training field – Learn to practice and shoot targets while moving, get a timed score.

· Races – Race against others in either timed or battle mode around a track or obstacle course.

· Race with pushing a ball – Variation on the race, but need to push a ball as you go.

· Obstacle course – Drive thru an obstacle course as fast as you can.

· Stunt rally – Try your hand a jumping over, under and thru things.

· Shoot and score objects in the field. – Like the trainer field, but with a real score against other people. Maybe all play at the same time.

· Bumper Ball game. – Sports type game where player try to score by bumping big steel balls into the opponents net.

In-game Functional Flow Chart 
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