Overview
Game Return to Earth is a classic “space shooter”, scroll up type of a flash game. The story is simple; the central character is trying to escape back to earth from an evil planet. There are plenty of enemies to fight and a big nasty boss at the end, but fortunately the spaceship we flight is very advanced. 
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Game Mechanics

· Overview 

The game “Return to Earth” has been coded in Flash with a help of Action Script, which is an easy to pickup, java script like scripting language. A scripting language is a way to communicate with a program. I can be used t to tell Flash to be smarter. Couple of lines of Action Script code will dynamically generate movies, effects, and some AI functions.

· Camera Position

Game takes an advantage of a classic, scroll up 2D side view.

· User Interface Design.

The UI created for the game is limited to starting the game (there are no save or load game option, nor the settings option), informing the user about the amount of points the space ship has collected for destroying enemy ships, and displaying the amount of damage the spacecraft has sustained because of the hostile fire.

· Replaying and Saving.

Once game is beaten, or the spaceship is destroyed before the end of the game the player has an option to start the game again. There is no option to save or load earlier games.

· Control Summary.

“Return to Earth” has a static control keys mapped to the keyboard. Arrow keys control the move of the ship in the X, Y directions, and space button is used to fire the laser against the enemy crafts. 

There is no option to remap the keyboard. 

· Game Play Details

It is a very easy game to beat; yet the players are expected to have some limited psychomtoric skills commonly associated with the “arcade” game. The landscape changes very fast and it is difficult to pickup and liquidate all of the opponents, yet the spaceship is equipped with a generous power shield, which should last throughout the duration of the game, and various weapon 

power-ups which make more damage than a standard laser. In addition, to maximize the shield value, players are expected to try to avoid collisions with elements of the game such as enemy projectiles and the “Kamikaze” spaceships.

· Cut Scenes

There are no cut scenes in the game since it is relatively short and based only on one level. There are two splash screens however informing the player about the start and end of the game. 

· Storytelling

Since I is a short arcade type of a game, the game story immersion has a secondary issue. The actual finger action plays a central role. But the fact that the hero has a precise goal of returning to earth while the enemies try to stop the user will help somewhat with increasing the gaming experience for this product. 

Artificial Intelligence  
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· Opponent AI

Opponent AI is limited to the tellTarget function that gives the objects in the game (enemies) the ability to fire at us. Every time when there is a straight line between the friendly ship and alien ship, it will fire its weapon at us. The boss object has an extra reaction time implemented and bigger laser strength, so it is more challenging to avoid its fire. The regular grunt ships do not have any AI implemented aside the ability to fire at us; detect our position

· Player Detection

TellTarget function gives the objects in the game (enemies) the ability to fire at us. The ability to track the player has been implemented in two enemy ships” .The ball space ship (indestructible, but a slow, random rate of fire) and the boss both have that ability.

· Motion

Majority of the alien spaceships scrolls opposite to the player’s movement and they disappear one these object will go outside of the game window.

The ball space ship moves parallel to the player’s space ship while firing at it at the slow rate.

The boss slowly moves in the direction of the player while continuing to fire    its laser.

· Path finding

Only the boss has the basic path finding implemented. It tries to always follow the player to be in the straight line with player’s ship. This allows the boss to fire its laser gun. 

· Special Actions

There are no special actions implemented in the AI. 

· Combat

Virtually all-enemy ships have the ability to fire at the player’s ship. The projectile evasion is not implemented in the AI. The aliens will explode and disappear after one shoot, except the boss, which has its own shield set to 35. Its ability to sustain hits make the boss challenging. 

· Puzzles and Traps

There are no traps or puzzles implemented the game. 

Game Elements

· Character Bible
Player’s Space Ship
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User controllable

Uses rechargeable laser to destroy aliens.  

Has a strong deflection shield 

Main character 
Alien Kamikaze Droid
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Shoots at player

Dies when colliding with Player’s Space Ship or when hit once with a laser.
A common enemy.

Alien Mine 
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Shots slow but powerful projectiles.


Indestructible.


Smart (tracks the Player’s Space Ship).

Advanced Alien Kamikaze Droid
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Shoots at player.
Dies when colliding with Player’s Space Ship or when hit once with a laser.
Looks cool.

Bat Alien Droids
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Shoots at player.

Dies when colliding with Player’s Space Ship or when hit once with a laser.

Looks cool.

Fish Alien Droids
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Shoots at player.

Dies when colliding with Player’s Space Ship or when hit once with a laser.

Looks cool.

The Alien Boss
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Shoots and tracks the player (some AI).

Has shield, need more than 10 hits to blow up.

Once killed the player wins the game.

PowerUP
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Adds extra green, yellow, or red laser.
Planet
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Decoration

Looks cool
Disclaimer: All of the graphical elements (textures) of the game have been pre-made and they have been downloaded from www.flashkit.com.
The author of this game does not take a credit for the shapes above.
Story Overview

· Background/Plot Summary
Game Return to Earth is a classic “space shooter”, scroll up type of a flash game. The story is simple; the central character is trying to escape back to earth from an evil planet. There are plenty of enemies to fight and a big nasty boss at the end, but fortunately the spaceship we flight is very advanced. With a strong shield and powerful lasers and power-ups returning to Earth is not that scary.

Game Progression  

· Setting
This is a space type of a game with a 2D side view and scrolling start background and alien ships.

· Introduction
Game Return to Earth is a classic “space shooter”, scroll up type of a flash game. The story is simple; the central character is trying to escape back to earth from an evil planet. There are plenty of enemies to fight and a big nasty boss at the end, but fortunately the spaceship we flight is very advanced. 

· Level and Scene Details
The scenery scrolls in the background. Shows the fast moving star points and a same planet object reappearing. There are many alien ships shoting at the player. 













