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Game Overview

The concept of Sundaria is a side scrolling brawler similar to the Nintendo entertainment system games “streets of rage” and “Teenage Mutant Ninja Turtles: Turtles in Time”. Set in a medieval fantasy setting the player controls a “Warrior of light” who is sent off to fight the powers of darkness and reclaim a powerful flower of light granted by the god of light. The Warrior uses both a sword and a shield to destroy foes and progress through the game world. The enemies featured all have a similar dark and ghost theme.

The game features include support for both pc-keyboard controls and an attached xbox360 controller. Executable 3 hit combo. Character changes color when damaged. No HUD, Players sword shows charges of ultimate/healing move. Player forced to choose to utilize resources for either healing or ultimate move. Different enemy AI based on enemy type. The background of each level is composed of multiple layers and scrolls at different speeds to give a sense of displacement in the game world. [difficulty levels?]

Sundaria is a two dimensional brawler

The target audience is humans age ten and above.

The player moves from one encounter to the next along the X axis boss fights are broken up with smaller encounters in between used in order to deliver both power ups in the form of charges for their ultimate or healing and to drain said resources to keep the game varied and interesting. Each smaller encounter will have an increasing difficulty throughout each stage with a “mid boss” after 2-3 encounters set about half-way through each stage.

Sundaria use hand drawn art to give the game a cartoon art style. The player is meant to feel like a proud warrior fighting difficult enemies to save his town and maintain his position as the lead warrior of light.

The game will feature four  locations set along the travels of the protagonist from his town to the lair of the shadows each level getting significantly darker as the player makes his way deeper into the shadows,

There will be NPC’s in the form of shadow enemies such as slimes, armored and un armored shadows. Each NPC will have different AI to react to the player to give each a unique style and feel.

The player is armed with two weapons; a sword and a shield. The player can also earn access to a beam of light that is used to destroy lines of minor enemies or significantly harm bosses.

Game play and Mechanics

Gameplay

The game progresses from the title screen to the first level. Within the first level there are three small encounters followed by a mid boss followed by two more encounters then a boss fight. Level two features the same thing but with reversed 2-3 ecounters. Level 3 follows a 1-4 style. Level 4 is the inverse 4-1 with the final boss fight giving the player a moral decision.

The objectives for the player are to beat each encounter while taking the least amount of damage and utilizing resources given to them to help achieve the objective. The overall objective for the game is to find and retrieve the flower of light and return it to his people in order to continue their prosperous existence.

The player is given moments of intense combat followed by a break for a few moments and it repeats this ad nauseum.

Mechanics

The player is allowed to move on the x and y axis and allowed to jump. The jump maneuver allows the players to quickly dodge incoming attacks. The player can press the attack button up to three times in a set period of time to execute different attacks. If the player takes damage or does not attack for a second the place in the combo is reset. The player is also given the option to block attacks using his shield as an alternative to dodging. If the player successfully blocks an attack the player is also moved backwards based on the nature of the attack. There are flower petals which can be picked up by moving over them. Player is given ten hit points.

The player is given the actions of attack, heal, beam, or jump.

The combat is simplistic in nature and most enemies only take 3-5 strikes or one beam . Bosses however require more strikes ranging from 8-30 or 2-6 beams.

The player is given a maximum of three charges which are represented by glowing gems on the player’s sword. The player is forced to choose to utilize these charges in order to replenish two points of health or utilize a beam.

[screen flow chart. Graphical description of how each screen is related to every other ex: title screen-> options or Start-> level 1-> level 2-> level 3-> level 4-> finish-> start menu]

There is no replay or save option. No cheats or Easter eggs.

Story, Setting, and Character

The story begins with a small village of people worshiping a God of Light. The God bestows a gift upon his people in the form of a magical flower with the ability to heal wounds, never wilt or die, and enchant objects that it touches to increase their power. Walls and buildings become stronger, swords become sharper and more effective, shields repel attacks better, etc. The God bestowed the gift with the purpose of giving his people a better life and limited its abilities to prevent abuse.

One of the original villagers found a method of replicating the original flower in a weaker form. While they gave less power and could be destroyed, they could be grown in fields. Seemingly overnight the village grew into a sprawling city and capitol of a nation where people journeyed for miles to seek the power and protection of the flowers. The nation, with political encouragement from the main character, found that with the flowers they could not only heal and protect their people, but they could grant immortality, reverse aging, and wage wars that no army could defend against.

One day an attack was struck to the city and its field of cloned flowers were set ablaze by invaders. During the mayhem the flower was stolen from its place at the center of the city. The thieves were from a race of specters and ghosts that lived in dark lands to the north. The main character, one of the original citizens of the village and general of the nation's armies, vows to get the flower back. There was only enough energy left in stores to bring along one set of armor, a sword and a shield. Only one man could go so the main character being the strongest and most skilled warrior is sent on the quest to retrieve the power that he had tried so much to gain for himself and his people.

Levels

The first level is the hero traveling from his city, through the burnt down fields of cloned flowers, and toward the north where the ghost race is from. The hero along the way will fight against enemies that were left behind to attack pursuers. The level ends with a fight against the leader of the forces who are tasked with stalling the hero on his way.

The second level finds the hero on the outskirts of his nation's land where grass and life are  are slowly replaced with hard dirt and twisted, burnt trees. The hero must sight the enemy forces who patrol the border to stop normal intruders. The end boss is the guardian at the gate that leads to the ghost nation.

The third level is the hero working his way in toward the capitol. At this point the enemy forces know of his intrusion and are sending trained military personnel as opposed to the weaker patrol forces up to this point. The final boss is a high ranking officer in the ghost nation's army and protector of the capitol's outer wall.

The fourth level is the hero breaking through to the capitol to get to the leader of the ghosts where the flower is being taken. He fights officers and general infantry alike. The final boss is a choice between the God of Light and the leader of the ghost nation.

Interface

The user interface is designed to be as minimal as possible. There is no HUD to give information on the character and instead his health amounts are given by how bright or dark he is. Charges of his light powers are determined by a set of jewels on his sword that light up when he is able to use his abilities.

The main menu of the game will have options for volume of music and control options. There will also be an instructions page with a list of commands based on what type of controller is chosen (keyboard or xbox controller).

Artificial Intelligence

The AI is basic. Enemies will move toward the hero when not in range and attack him once he is close enough to be attacked. After being attacked enemies will retreat shortly. Larger bosses will attack with different attacks based on where the main character is and generally not move much if at all. 

Technical

Target hardware is mid range pc’s and the xbox 360 game platform.

The game is developed on a Toshiba satellite pro-A505 with windows 7 professional in visual studio 2008 with the XNA 3.1 development kit in C#. 

We used agile programming with good game design practices such as commenting code.

Studio developed game engine.

Game Art

The art is created in Adobe photoshop with simplistic graphics. The characters are mainly cartoony with stylistic proportions like disproportionately large heads. More details are put into the sword and shield of the main character to emphasize them being magical and special.

Different sections and levels change from bright colored and full of life, do dark and twisted. While the beginning has grass and lots of trees and light. The lands of the specter and ghost people are dark, with stone ruins and no life to be found. 
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Test Plan

For movement we'll create a small level and jump, move around the level from top to bottom, and check that moving to new screen areas works.

For combat we will drop the character in a single screen space and test his ability to block and attack enemies within the space as well as be hit. The same goes for the different bosses.

Asset List

Main character animations – Idle, Walk, Block, Get Hit, Attack Combo, Heal, Beam, Death

Small Enemy animations – Idle, Walk, Get Hit, Attack

Boss animations – Idle, Get Hit, Attack Moves

Music – Title Screen, 4 Levels, In Combat, Bosses

SFX – Hit/Get Hit, Jumping, Walking, Beam, Heal, Block Attack

