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Game Mechanics

Overview

The Slaughter follows the adventures of Lord Slaughter through the environments of Earth D2.  The player takes control of Lord Slaughter and controls his actions as he smites enemies and fights to stay alive in dangerous surroundings.  

The game is a fantasy/horror side scroller centering on combat and adventure.  The player will be able to move Lord Slaughter around the screen as well as control the manner in which Lord Slaughter fights his enemies.  It will be action packed to ensure the players interest will high throughout the game.  Most levels take place on a ground platform, though higher platforms and stairways will be found throughout the game.  Every few levels there will be a boss character Lord Slaughter has to defeat. 

The game will begin with Lord Slaughter facing enemies that should be fairly easy to take care of.  The easiness of the first level will ensure that players will be able to correctly control Lord Slaughter as he faces tougher enemies down the road

The Slaughter should be easy enough for a user to jump right into.  The game will be reminiscent of the early Castlevania and Ghouls ‘n Goblins games for Super Nintendo.  While most gamers today at least have some familiarity with the side scrolling concept, our age recommendations are at least 12 years of age due to the violence and graphic nature of the game.

Camera Position

By definition of a side-scroller, the camera will focus on Lord Slaughter’s side as he walks along the vertical axis. [image: image1.emf]

 While this gives the game a flat and 2D appearance, this camera position is perfect for the feel of the game and game play, making the controls easy to use and the action easy to follow.
User Interface Design
Our user interface will consist of keyboard commands only.  The player will use the up and down arrows to select his appropriate options on the menus, and press enter when his selection has been made.  The player will also use the keyboard to control Slaughter attacks, evasion of enemies, and movements in general.  The top of the screen will display the information the user needs to know about Slaughter, such as his health and magic left. 
Replaying and Saving 

When the main menu for The Slaughter loads, the player will be allowed to start a new game or load a saved game.  The game will automatically save upon the completion of every level.  If a new game is loaded, the player will start at the beginning of the level following the last level he fully completed.
Control Summary

The controls for the game will be keyboard based.  
Directional keys:  The player will use the directional keys on the keyboard to move Slaughter in the direction corresponding to the key pressed.  Right moves right, Left moves left, and up Jumps.  
The attacks for Slaughter will also be keyboard based.  
Spacebar:  Controls Slaughter’s main attack, the axe slash.  

Ctrl: Controls Slaughters long range scepter attack.  

Shift:  Used when Slaughter wants to use his magic points to heal himself.  

Game play details

Our game play will follow a fairly linear path.  Slaughter will start at the beginning of a level, and he will either have to fight or evade his way to the end of the level.  Evasion will be tricky, because Slaughter can’t jump over every enemy, and some enemies have ranged attacks.  If Slaughter chooses to fight his way to the end of the level, he has a variety of attacks to use.  The axe attack will be the main attack.  The axe attack has medium speed and delivers medium damage.  Slaughter can also use a ranged attack, which shoots a bolt of magic from his scepter.  This attack is fast and can hit enemies stationed far from Slaughter.  Every time Slaughter uses his ranged attack, magic will be deducted from his magic meter at the top of the screen.  Slaughter will also lose health through the course of a level.  While his health will be replenished at the beginning of every level, he may be dangerously close to death somewhere in between.  Slaughter will be able to use some of his magic points to add health to his health meter.  Each level will have a different theme, and the themes include a castle, a desert, and a forest.  Each level will have a variety of enemies to ensure the player won’t get bored.  At the end of levels 2 and 4, Slaughter will have to fight a boss with more health and more lethal attacks than regular enemies.  At the completion of each level, the game will automatically save, and the player will be able to reload his game at the start of the next level. 
Cut Scenes
Static cut scenes will be displayed upon completion of a level.  They will feature rolling text that will explain to the user how the game is progressing in a story-like fashion.
Storytelling
Our story will be unraveled throughout the course of the game.  The levels will advance the main parts of the story, with cut scenes filling in gaps where plot points couldn’t be incorporated into the game.
Level Summary
Level 1:  Escape from the castle


[image: image14.emf]


The first level will take place in a stone castle and will find Slaughter trying to escape from its cold, dark clutches while be chased by a horde of peasants.   Slaughter will start on the upper level of the castle and try to fight his to the exit located on the bottom floor.

Level 2:  The Forest of Doom 
[image: image2.emf]


Slaughter has finally managed to escape the clutches of the Valedictorian by escaping to the Forest of Doom; or so he thinks.  With the human pursuers constantly on his heels, Slaughter has to use his wits and his axe to defeat a far greater foe:  the army of Infernica!  This level will find Slaughter making his way through the Forest while fighting hoards of Infernican soldiers.  At the end of the level Slaughter must defeat General Motors from the Valedictar army.  
Level 3:  The Icy Tundra

[image: image3.emf]


After the frantic escape from the Forest of Doom and the bewildering encounter with General Motors, Lord Slaughter finally understands the deception has taken place:  The Valedictorian has aligned the remnants of the human armies with the evil Infernicans, and both sides want nothing more than to rid Earth D2 of Slaughter.  Lord Slaughter realizes his only chance is to defeat both the human and Infernican armies once and for all to take his rightful place as ruler of humanity.  Before he can make his way to the Infernican base camp in The Scorching Desert, he must cross the wasteland known as The Icy Tundra.
Level 4:  The Scorching Desert
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At last, Slaughters day of glory is at hand.  All he must do is defeat the combined forces of the human and Infernican army.  But a greater challenge awaits at the end of the Scorched Desert:  Infernicus, the powerful and deadly leader of the Infernicans!
Artificial Intelligence

Opponent AI
Our opponent AI works like this:  When the level is loaded, each opponent is given a movement range over a certain number of pixels.  A random integer is then calculated over the movement range.  The random integer is decreased through each game loop.  When the integer reaches 0, the opponent makes a decision:  He can continue moving in the direction he was originally moving (so long as he doesn’t move outside the initially calculated movement bounds), he can choose to turn around, or he can attack.  The probability of the opponent attacking is 50%.  This form of AI was used because the majority of the enemies in The Slaughter have a ranged attack.  If we used a more complicated method of opponent AI, our game will become a never ending exercise of the player dodging fireballs and long ranged attacks.

Player Detection
As described above, our player detection works in a random fashion.   When the level is loaded, the decision algorithms for enemy movements are also loaded.  So regardless of where the player is, the opponents will use their long range attacks.

Motion
The motion of characters in The Slaughter will move along the x and y axis.  When a level is loaded, transparent textures are calculated based on the level matrix and our texture bitmap.  These textures are then rendered on the back buffer.  Our movement algorithms will check to see where Slaughters bounding box is, and then check to see whether that texture is transparent or not.  This makes it possible to add obstacles and multi-tiered levels to our game.  If Slaughter gets too close to an enemy, our algorithm will detect that the bounding box of Slaughter and the bounding box of the enemy is too close.  Slaughter will then suffer damage and be knocked back.

Path Finding

The path finding for Slaughter is simple:  He moves based on keyboard input.  Slaughter cannot pass through solid objects (the ground, ceiling, obstacles).   The path finding for enemies is calculated at the beginning of a level.   A start and end point are chosen, and the enemy is unable to move beyond those points.
Combat
Slaughter will attack based on player input.  His attacks include the medium speed/medium power axe slash and the fast long ranged scepter attack.  Enemy combat will be based on a random number.  A counter will determine when an enemies decision algorithm needs to be executed.  When this algorithm is executed, the enemy has a 50% chance of attacking, a 25% chance of moving in his current direction (as long as it is inside his movement range), and a 25% chance of switching directions.
Non-Player Characters

Our Non-player characters include the enemies (human and Infernican) and the enemy commanders.  Slaughter has no need for allies!

Special Actions, Puzzles and Traps

When the player hits the H key Slaughter will heal hit points (assuming that he has enough mana available to him).  Without this special action Slaughter would be much more vulnerable.
Game Elements

Items

None.
Character Bibles
	[image: image5.emf]


	Lord Slaughter: 
HP: 100              Magic:  100            Damage:  variable

 The main character of the game.  After single handedly saving the human race from destruction at the hands of the vile Infernicans, he believes only he can take humans down the path to ultimate glory.  A man bent on doing what he thinks is right, and he won’t let anyone get in the way of his ultimate goal:  To unseat The Valedictorian and become ruler of Earth D2!
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	Peasants:  

HP: 20                   Damage:  20                 
These peasants are brainless smashing machines.  They follow orders to the letter, even if it means they will wind up on the sharp, jagged edge of Lord Slaughters Axe.  Neither strong nor intelligent, they should pose little threat to the might of Lord Slaughter.
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	Infernican foot soldier:
HP:  10             Damage:  20
  The infernican foot soldiers make up the bulk of the infernican army.  While their towering size makes them appear to be a menacing opponent, looks can be deceiving.  Possessing only slightly more intelligence than the peasant, Slaughter should have little trouble dispatching them.  But be careful, they are dangerous in packs!  
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	General Motors:
HP:  150           Damage:  20  
Slaughter’s commander in the early days of the infernican war.  While his command skills are lacking, he is a tough opponent and his intelligence is on par with Slaughter.  General Motors’ favorite attack is the Super Blooey Punch.  Slaughter better be in his best fighting stance, or the Super Blooey Punch will put an end to Slaughters ambitions.      
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	Green Infernican:
HP:  30           Damage:  20  
While smaller in stature than their foot soldier cousins, these infernicans pack a more powerful fireball and are harder to kill.        
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	Blue Infernican: 
HP:  60           Damage:  20
 A tougher, more vicious version of the Green Infernican.
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	Red Infernican: 
HP:  90            Damage:  20

 A tougher, more vicious version of the Blue Infernican.
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	The Valedictorian:  
HP:  200       Damage:  20
The ultimate ruler of Earth D2.  His sword of sharpness is rumored to be a gift from the Heavens.  Stronger, more intelligent, and exponentially faster than General Motors, he will be Slaughters ultimate test of courage and power.
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	Infernicus
HP:  300         Damage:  ?

Infernicus is the ultimate ruler of the Infernicans, and little is known about him.


Story Overview

Storyboard

Level 1:   The first level takes place immediately following the attempted takeover of Earth D2 by Slaughter.  The Valedictorian was able to repel the attack, and the peasant legions of the castle, loyal to The Valedictorian, attacked Slaughter en masse.  The Valedictorian realizes the might  Lord Slaughter possesses, and the only way to stop him is to join up with humanities mortal enemy, the reviled Infernicans.  Slaughter knows this deal with the devil will lead to the destruction of humanity, so he must become Valedictorian and kill the Infernican legions by himself.

Level 2:  After Slaughters harrowing escape from the castle, he finds himself in the twisted Forest of Doom.  The Forest of Doom is known to let people in, only to make them disappear forever.  Slaughter finds a surprise lurking in the trees of the Forest of Doom:  Infernican foot soldiers.  At this point, Lord Slaughter doesn’t know the deal The Valedictorian has made with Infernicus, and he believes the Infernican foot soldiers are launching an assault on the Castle of Valedictor.  At the end of the level, a cut scene will be displayed where Slaughter finds out he is the one the Infernicans are after, not the castle.  When Slaughter faces General Motors at the other side of the Forest of Doom, he finally realizes The Valedictorians evil plot.

Level 3:  After the defeat of General Motors, Slaughter then tries to make his way through the icy tundra.  This level is merely a stop along the way for Slaughter.  He must make it through the tundra before he can make it to the home of the Infernicans in the desert.  Just when the desert is within sight the Valedictorian shows himself.  The Valedictorian makes his final stand here, live or die.  
Level 4:  Finally Lord Slaughter makes it to the desert home of the Infernican army.  Here Lord Slaughter will fight his way to face off with Infernicus.  Should Slaughter lose it would mean the end of Earth D2.  Should he win he will save Earth D2 and become a hero to the people…who teamed up with the Infernicans and tried to kill him.  
Background/Plot Summary
In 730GT, Earth D2 was suddenly and deliberately attacked by Infernica, a planet of demon-like creatures.  They seemed to want nothing more than to destroy our planet.  The human armies of Earth D2 banded together to make a final stand against these evil legions.  The humans held out for many years, but Earth D2’s defenses were eventually overrun and all hope seemed to be lost.  But before the humans were ready to admit defeat, a young lord stepped forward to command the remnants of General Motors’ demoralized and shattered human forces.  Lord Auburn’s command style matched the ferociousness of their evil adversaries and the human’s breathed life once more.  Lord Auburn led the forces into battle with his strong arm and sharp axe.  Foe after foe fell before the lord’s mighty axe earning him the name Lord Slaughter.  In no time at all the forces of evil were defeated and a time of peace ensued.  Lord Slaughter was a greatly respected leader and hero of the citizens of Earth D2.  However, Lord Slaughter did not trust the current Valedictorian to continue to keep the people safe, and demanded that he be declared Valedictorian of the humans.  The Valedictorian was not going to willingly give up his throne to a military hero, so Lord Slaughter decided to take the matter into his own hands; his own bloody, powerful hands.

Game Progression

Setting

The game takes place in the world of Earth D2.  Earth D2 has many different environments for Lord Slaughter to venture through.  Earth D2 has civilized areas which is represented by the castle level (level 1), dense jungles (level 2), icy tundra’s (level 3), and scorching deserts (level 4).  These environments will be accompanied by their own look and feel but Lord Slaughter will still only be wearing his hood and pants because that is just the way he is.  

Introduction

The year is 730GT on Earth D2 when it is attacked by Infernica.  A young lord leads the human race to victory and a time of peace started.  However, the young lord no longer had faith in the Valedictorian of Earth D2 so he did away with him with his own hands.  This put him on bad terms with the humans to say the least so he begins his escape into the world of Earth D2.
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Level and Scene Details

The levels in this game will all be of a unique tile set and will travel from top to bottom.  Each level will feature different enemies and most levels will contain a boss figure who will be more difficult then the standard enemy.  There are no pick ups in this game so the player will only encounter enemies and level obstacles to go with it.  Below is a description of the different tile sets and enemies in each level.
Level 1:   Level 1 will be in Castle Validictor.  This level will have a stone like look to it with torches lining the walls.  The enemies in this level will consist of angry peasants who can only attack by clubbing.  There is no boss for this level.

Level 2:   This level will be in the Forest of Doom.  The tiles in this level will feature grass and trees with a blue sky background.  The main enemies here will be the Infernican foot soldiers and the Green Infernicans.  The boss of this level will be General Motors.  
Level 3:  This level will be in the icy tundra.  The tiles will be made up of light blue icy textures for the walls, a darker blue for the sky background and white ground mimicking snow.  The enemies in this level are Infernican foot soldiers, and blue and red Infernicans.  The boss for this level will be the Valedictorian. 

Level 4:  This level will be in the scorching desert.  The tiles will be made up of a dark blue for the sky, sand-like tiles for the sandy earth and a rocky tile for obstacles that Slaughter must maneuver around.  The enemies in this level will be a nice blend of the enemies from the other levels.  This includes peasants, foot soldiers, and green, blue and red Infernicans.  The boss of this level will be none other than the king of the Infernicans himself, Infernicus.
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