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Overview

You are the confused lumberjack who sets out to make his fortune. Despite the fact that the world outside of the town is dangerous and most people never return from the boy goes anyway. Mainly because of his parents death, he as nothing to lose. This leads him to a talking tree who promises him great fortune, but to get it him he must save the tree nymph who will grant passage. In the end you find the treasure the tree speaks of is love with the nymph. 

The basic jest of the game is simple enough to read and easier to play, essentially killing everything and you win, makes the game easy enough for most ages and since there are not any fancy combinations you have to do, or important items to locate and acquire, just about any age would have been viable. However, since there is going to be some level of animated violence, and the story content is meant for an older age..
The play of the game is also similar to the game Zelda, possible changes as i actually code the game. If you are unfamiliar with Zelda it is a top down scroll-er with cartoon style graphics, with simple hack and slash fighting. Movement in each screen moves the character on the individual screen and if he moves outside of the screen he enter another map/screen. Attacking is simple 2 button attack normal and secondary, mainly using the keyboard, arrow keys for movement, special key for menu and escape menu to quit. The aim of the game is to kill enemies amassing levels so that the player is able to defeat the bosses and thus further along the plot. Enemies are set on the screen by map placement, and refresh each time player enters that screen, as each enemy is defeated points to the player are awarded and sometimes money for upgrades to player. Some places contain: information to further plot, items to enhance play, or stores to purchase enhancements. The player has a life bar, an weapon bar, money count, and experience points/(points needed for next level). As a player attacks enemies, depending on what weapon, he can do more/less damage to particular enemies. If the player is hit by the enemy (as they chase after him like pac-man ghost) he loses some of his life bar, also dependant on enemy and type of protection, like shield, or armor. If they die at any point, either amassing levels or fighting boss they die and have to start over. When defeating the final boss they receive an ending.


Because of the low level of age needed to play the game and the simplistic story it was suggested to take a more whimsical approach with the look and feel of the game. This has brought me to making the game with a lot of bright colors for the happy and merry things with flowers and mushrooms all around. Only in contrast when running into the enemies, however even they have a brightness to them, as not to bring the game into a dark feel.
Game Mechanics

Overview

Simple single player, linear adventure game testing the users hand eye coordination, based on animated character with 2 possible weapons to defeat enemies, when the player has felt he/she has amassed enough experience they can attempt to defeat a boss. If the boss is defeated they proceed to the next level. If they die at any point, either amassing levels or fighting boss they die and have to start over, but if they saved (which can be done at any time) they can go back to last time they saved. When defeating the final boss they receive an ending.

Camera

Since this is a Zelda knock off, the camera angle is birds eye view. This view was slightly modified to give the feel of almost isometric, by editing the picture files and giving them a slight angle. To add to the feel that the player is actually in the clouds controlling the hero, I added an additional layer of clouds that move out of sync with your player and the ground. I could have added another layer of tree tops and birds but was afraid to confuse the player since the resolution of the screen is only 320 x 480. Currently the screen only moves as the player travels outside of the current view, even though this is a common trait of such side-scrollers I opted to keep it instead of opening a new map for each screen. The problem with this technique is that if there is enemy just outside of the screen the player will run into it before he/she sees it. Conversely the screen movement is set this way so it is not constantly moving the camera around, and again confusing the player as to where they are and what is going on.

In-Game GUI

About 98% of what the player sees is take up by the game world and any characters that are contained therewith. Three elements take up the screen other than the map, they give the user with a current heads up on where he/she stands in the game. They consist of:
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Character: For the player this is the center of your world it defines where you are, and what is going to damage you. It also defines what what you are going to hit.
· Life bar: This little item is located in the upper left hand side of the screen lightly displayed in white letters giving the current life points of the player. This is represented in a red/black bar, it slowly decreases the size of the red bar and increases the size of the black bar as the player loses life points.
· Current Experience points: This is currently a ranking system, only useful for bragging rites at the current moment.
· Movie Dialog: These are little overlays before and after the game that display information on goings on in the game, usually hiding the game screen with a bitmap image
Replaying and Saving

Since your player is the last hope, the prophesied one, it makes sense only to have one life, that and the fact that the game is so short it is really pointless to have any sort of saving feature, if the game were continued into more levels saving the game could easily be added with a small VB script.

Control Summary

The basic jest of his actions are typical of a Zelda-esq game. There are currently only two weapon types so only a total of 3 possible actions

· [image: image22.jpg]


Movement: These are based around the basic analog joystick, with Up, Down, Left, and Right as given for possible movement, however there are also four additional movements that I have always felt have been lacking in all previous iterations of the Zelda trilogy, diagonal movement. This may be confusing to those that have played the game prior to reading the document, since the user doesn’t actually see the players bitmap move diagonally, but slides diagonally.
· Melee attacking: This can happen with either an axe for the forest level or a hammer for the rock level (not in current version). The melee attack, unlike the movement of the player, is constricted to the four main directions N,S,E,W. This attack is currently controlled by the primary fire button.
· Throwing weapons: This attack, unlike the melee weapon and the movement bitmap, is able to follow the diagonal dimension of the map. This attack is currently controlled by the secondary fire button.
Surfaces
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Despite the fact that there is a huge bitmap that I spent many hours generating, there is only three surfaces that the player can run into. The player can run around on the ground, because the player has to move around somehow. The Player can also move easily threw the tall grass or earthen path, but the player is not allowed to meander threw the trees or the bushes. The other objects that might be considered surfaces would be the enemies and the friends.
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Cut-Scenes/StoryTelling

Three possible cut scenes are currently scheduled to run. All of the scenes are bitmaps with some multimedia and text to let the player know what is going on. There is no scripted scenes for these intro movies, so there is some discontinuity between the game and the cut-scenes. The first is the opening credits, which plays no matter what you do. The second is achieved by winning the game. The final is when the player has failed and his character is killed. These scenes are all set up so that you know that they are coming, so there is a definite break from play to movies.

Since there is only the cut-scenes to tell the story or to convey information and they are non-interactive points of interest, there is no reason to go in-depth into them.
Level Summary
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PRS is similar to most side scrollers, in that it has one focus and mainly one direction, despite the fact that the user has free range of movement.

There is no training level, since the game has such a simple interface, it is expected that the player will easily follow what should be going on, and pick up how to play very easily.

As you can also see from the illustration there is no real way for the player to get lost or not reach his/her goal with any trouble, other than the monsters.
Artificial Intelligence
Opponent AI
It is possible to make your own scripts in VB, for each of the possible enemies or even classes of enemies, but built into the Game Dev Kit, there is a section to define reactions of each and every enemy. Not all possible options are listed in these sections, but most of the important ones are. The ones found in the kit are below.
Player Detection
Not only can the game Dev section follow the player it can also follow any number of objects that have been created in the game such as other enemies, or even missiles fired by the player. I didn’t use player detection, despite how this would follow the story, it seemed that the enemies wouldn’t give up their pursuit of the player. This is easy to detour if there was a larger map to confuse the enemy with.
Motion
The map maker has total control over their characters. The map maker could possibly make the enemies playable by a second player in the game. For this game I made them follow back and forth across certain paths in the map so as to give the player a hard time and not be able to just walk strait to the boss. The speed is set moderate, so the play cant easily attack or walk around the enemy.
Path Finding
This is simply set by the map maker, done with a point and click interface. All enemy paths can be seen in the map earlier in the Design Doc.
Special Actions
There are only two exceptions to the normal combat listed below: The princess (mentioned in NPCs) and the spikes. The spikes unlike the regular enemies are not destructible. This is because that they are supposed to be generated by the stumps and are more of an attack rather than an actual enemy. Rocks stun all enemies except spikes.
Combat
Again there are only two possible outcomes to this, hit or be hit. If the player bumps into the enemy he will lose life. Likewise if the enemy bumps into the players attack they will lose life and die.
Non-Player Characters
Enemies and the princess, are the two NPCs. Enemies give you experience points when destroyed, and the princess once obtained give the player the happy ending.
Puzzles and Traps
The only puzzle-like item in the game is the boss section, where you have to dodge the spikes and then attack the enemy.
Game Elements
Items

Paper(hammer)  [image: image36.jpg]



Originally planed to be used on rocks in the second level, however the second level was never made, possibly in version 2.0 it will be incorporated.
Rock  [image: image2.jpg]



This is the secondary attack of the player. This item has unlimited use since rocks are available anywhere in the world. This attack does give you experience because it is easy to kill an opponent but it is harder to stun them first. An attempt was made to make this connected to your life, but was unsuccessful. 
Scissors(ax)  [image: image3.jpg]



You are a lumberjack in the middle of the forest, what do you expect the player to be carrying? This is very useful against the enemy since they are all forest type items: trees, bushes…etc.
Hearts  [image: image4.jpg]



Again the game-Dev kit let me down. For some reason if the player picked up a heart after taking damage the hero would be invincible and the life bar would be allowed to go into the negative amount without the player dying.
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Another element that is a residual from the original concept is this coin. The coins were to be collected in order for the player to purchase items from the towns folk, but with the time constraints and limited concepts there was no reason to implement this item.
Character Bibles

Shamis (hero) 
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 SHAPE  \* MERGEFORMAT 
[image: image7]

 SHAPE  \* MERGEFORMAT 
[image: image8][image: image9.jpg]


[image: image10.jpg]



This is the hero of the story, and the character that you as the player plays, he is no more than 8 years of age, but is well educated in life, since he has been living on his own since he was 5. Since his family lived in the forest he took up the trade of lumber jack, this has made him a strong axe wheeling boy. His parents, unbeknownst to him, were killed by the town folk, but was told that evil rocks killed him (and since he is still a little boy, he believed them). He, since is a little boy around the age of 10 is always trying to go on adventures, and seeks his fortune (since he is poor).
Nymphomous (Tree leader)
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Despite living in a forest and being a lumber jack shamis has never met tree folk. However being a lumberjack all the woodland creatures find him to be evil and attack on site. Nymphomous the pricess of the forest is strangly drawn to strong men and is presently trapped inside an evil tree who ate her to gain her powers, and must be rescued from this nemesis called bark, a giant tree that lives deep in the Dark forest.

Bark (Tree boss) 
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This huge tree feels that you, being part of the populous, are the cause for all their fires and cutting down of trees. Which is mainly true, but this tree has decided to do the same to all human folk. Since nymphomous is elven and takes sides with the humans Bark felt the only way to make progress in destroying humans is to remove her from the scene, so he ate her.
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Sprites, twigs, and saplings 
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Minions of the tree monster called bark. These simple fairy creatures attack on site. Each being stronger than the previous, and larger, none of them are all to bright. They all seem to meander about and cause trouble for the human world. 

 Story Overview
Background/Plot Summary
Simple is the life of our hero shamis roughneck, a lumberjack by trade, and a fun loving child of 10. Our story takes place in a little land called hoogle-shnoze, and shamis has been raised by himself mostly since his parents were stoned to death by an angry mob. Fortunately for shamus they didn’t feel that the child was deserving of their parents fate. Hiding this fact from shamis by telling him that his parents demise was caused by a lode of shale. The only other thing that has eluded his knowledge is the fact that his is not the only sentient species that cohabitates this place, the others are: the stone, the trees and ore, or for us simpletons, rock paper scissors. Being on his own he sets out to make some more money by going into the deep forest where trees have grown in the wild for centuries and haven’t been touched…and for good reason as he comes to find out. He finds a talking tree that reprimands him for trying to cut him down, and then proceeds to tell him he could give him something more precious than his hide if he goes and saves the tree princess from the evil tree bark who ate her for her powers. After saving the princess you find that he gives shamis truth, by telling him his parents weren’t killed by an avalanche but an group of evil rock people, and to get vengeance he must kill the rockachoo. But once he defeats rochachoo he finds out more truth, that rockachoo, when a little rock was used to kill his parents by the townsfolk he lived with (that is why he went bad, and terrorizes the mountain folk). So the ending show shamis making his way back to town….
Storyboards (backgrounds… progress, sounds…)

Level One
MUSIC: Midi(synth) airy, woodwinds, Wav lots of creeks, cricket sounds, birds chirping, leaves rustling and much recorder. Possibly have a check for low life, which speeds up music.

LOOK: forest, lots of trees, autumn-ish, dirt/gravel paths with rest tall grass. As you progress further into forest it gets darker(hint for player to get to boss) Possibly: dark with flashlight, or just dark surroundings, Mario background movement, for leaves/branches above user. Enemies are menacing tree types, and some dark sprites.

SOUNDS: wav’s of enemies are of trees falling when death, axe chop when player hits enemy, pop and squeak for sprites
Boss 1
MUSIC: Midi(synth) Pipe organ, Wav silence except for great creaking wood, and a little rustling of leaves. Possibly have a check for low life, which speeds up music.

LOOK: Single room tree stumps in a circle, large stump at top, high grass all around, princess in green gem in forehead of huge stump.

SOUNDS: constant taunting, echoing voice possible hint of creaking wood while talking, explosion when dead.
Movies
INTRO: whistling song followed by terminator intro… (see mockup for look)

Ending: light picking of electric guitar, slow…..
Game Progression

Setting
This story is set in the Medieval time, on a place similar to earth. The civilization is some what religious/ mystic. There are a conglomerate of different fairy tales in this simple game. The Basic element of the good verse evil, the hero and the princess to be rescued. The forest is a scary place that most humans stay away from. No one really knows what is hidden in the forest because most people that go in either don’t come out, or don’t go in far enough to be outside of eyeshot of their fellow townsfolk. With this in mind most of the mystic world that takes place with elves and other beings goes unchecked by anything other than themselves. The people of the town gotten to the iron age, and have been making tools that make their life more simple but nothing as complicated as running water or water closets.
Some of the more important people in the human world have all made their fortunes based on things that they have procured from the forest, such as magical items or enchantments, or riches uncovered in secret caverns. However with all of the people that go missing in the forest only few dare to try and test these rumors of hidden wealth.

Since most of the economy is based on either woodworking or steal, the lumberjacks are a highly prized trade. Working with a group of men in the forest assure more of a likelihood that you might come back out and giving you the ability to make your way deeper into the forest.

Intorduction
Shamus a small little kid who already has nothing to lose has taken the task of finding his fortune in the forest a lot more seriously than anyone else. This has led our hero deep into the Dark Forest which no one, not even the larger company foresters have left alive.
Dark Forest
This is the home of the Dark elves and enchanted trees. Long ago the forest was a quit place where the Bright elves dwelt seeking only harmony with the woods, until the Dark elves came and conquered the forest by torment the woodland spirits and perverting the natural order of the forest, creating roaming trees and aggressive spirits. There are still a few who follow the golden path of the good elves, but recently they have all been captured and destroyed. The only hope for the balance is Nymphomous who, because of her great power can restore peace to the forest, which has all been foretold by an ancient acorn. This is also why they have captured her and consumed her to gain her power. This is where you as the player comes in.
Flowcharting

Game Flow[image: image32.png]
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Level or scene Details
intro
after walking for a ways trying to find a good size tree, so that he could make some good money and buy some cherry desert he had been eyeing at the bakers for quite some time, he noticed he was much further out than he had ever been into the forest. The townsfolk told him terrible things lurked in there, especially nasty rocks, but growing up in the city he saw no cause for alarm at a common rok…. <enter boy into forest eyeing large odd looking tree, and just as he is about to hack it down it speaks> stop that, startled the boy talks to the tree, after apologizing and talking awhile the tree tells you that he will give you something more valuable than his hide if he goes on a quest for him. And that being information about his parents death… so now you wonder off further into the forest looking for nymphomous.
Level 1: dark forest
Dark forest, taken over by the evil bark. Have to defeat the minions and make your way to the boss of the game. The forest tends to get darker and less comfortable form than the rest of the map, which is somewhat cheerful with flowers and open spaces of grass.
Boss 1: bark
Bark the first boss of the game, simple dodge and attack to defeat the enemy. The enemy is a gigantic tree at the top of the screen and has multiple dead trees around itself which throw spikes at you and it protects itself when it isn’t throwing spikes. Once defeated nymphomous is released who thanks you and is madly in love with you for saving her.
Credits/score
This is just telling the story of what happens when you meet the princess and what happens afterwards, if you win and defeat the boss, however if you don’t and end up dying then you are taken to a different screen and encouraged to try again.
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