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Final Design Document

1. Title Page 

1. Evening With the Elderly

2. Version 1

3. Kenneth Chung, Justin Seymour, Matthew Tuskey, Damien Strong

2. Table of Contents – Make sure this includes all the subsections to make finding material. If practical, hyper linking the document will help here. 

3. Design History – This is a change listing quickly describing each major version and changes.

4. Section I - Game Overview

1. Game Concept

1. Toxoplasma, a brain parasite, becomes lodged in Granny May’s weak, encephalitis ridden brain. Becoming imbued with parasitic powers, Granny May rampages through the Fading Sunset retirement community, clawing people with her crab claws and anything else that separates her from the exit. Freedom is just a few corpses away.

2. Genre

1. Top down beat em up

3. Target Audience

1. Teenagers

4. Game Flow Summary – Moves from room 1 to room 2 to room 3 then credits

5. Look and Feel – Takes place in the Fading Sunset retirement community. Contains old people, nurses, and a boss. Looks like where old people reside. Feels like Robotron

6. Project Scope – A summary of the scope of the game.

1. Number of locations

1. 1

2. Number of levels

1. 1

3. Number of NPC’s

1. 4 types

4. Number of weapons

1. 1

5. Section II - Gameplay and Mechanics

1. Gameplay

1. Game Progression

1. Granny moves from room to room killing all in her way to the exit, game ends when you defeat the boss

2. Mission/challenge Structure

1. One mission leave the nursing home

3. Objectives – What are the objectives of the game?

1. One Objective leave the nursing home

2. Mechanics – Granny is in a room, that room is locked. WHen all the enemies are defeated in a room that door will unlock. When an enemy is defeated it will be infected and you can use it to help you can use it to throw at enemies or eat them and heal yourself. After all the enemies on the map are defeated you win the game.

1. Physics – Physics work like the stock Unreal Engine physics

2. Movement

1. General Movement

1. Movement is WASD controls each moving in a direction, space bar jumps, double tap a direction to dash.

3. Combat – If there is combat or even conflict, how is this specifically modeled?

1. Left click to attack, Right click to throw an infected, hold left click to spin attack, H to eat one of your infected and heal.

3. Screen Flow

1. Screen Flow Chart – 
 

2. Screen Descriptions – What is the purpose of each screen? 

1. Main Menu Screen

1. Gives the player a chance to start when they are ready

2. Options Screen

1. currently doesn’t work

3. Pause Screen

1. gives the player a chance to pause the game and consider different actions

4. Game Options – What are the options and how do they affect game play and mechanics?

1. No options available at this time

5. Replaying and Saving 

1. When your character dies, or you win the game you can start over at the beginning

3. Section III – Story, Setting and Character 

1. Story and Narrative 

1. Back story

1. Toxoplasma, a brain parasite, becomes lodged in Granny May’s weak, encephalitis ridden brain. Becoming imbued with parasitic powers, Granny May rampages through the Fading Sunset retirement community, clawing people with her crab claws and anything else that separates her from the exit. Freedom is just a few corpses away.

2. Game World

1. General look and feel of world

1. A grim, old, futuristic retirement home.

2. Area #1

1. General Description

1. The common area/Lobby

2. Physical Characteristics

1. Covered in furniture

3. Connections to other areas

1. Connect to the exercise room

3. Area #2

1. General Description

1. The exercise room

2. Physical Characteristics

1. A grated area with a giant tanning booth and has stairs

3. Connections to other areas

1. Connect from the lobby and connects to Hell

4. Area #3

1. General Description

1. Hell

2. Physical Characteristics

1. A reddish area that contains boss

3. Connections to other areas

1. Connects from the exercise room

3. Characters

1. Granny

1. Back story

1. Infected by the toxoplasma parasite, Granny May intends to unite the world by spreading her disease to all the useless humans. But first she must escape her retirement home.

2. Personality

1. Just a granny.

3. Look

1. Physical characteristics

1. She wears glasses and sits under a giant white bun. She glows with parasitic energy.

2. Animations

1. Melee attacks

2. Spins

3. Walk

4. Special Abilities

1. Claw attacks

2. Spawn followers

3. Throw followers

4. Consum followers

5. Relevance to game story

1. She is the main character

6. Relationship to other characters

1. She wants to kill and/or infect them all

7. Statistics

1. Very elderly

2. 500 pounds, 400 of which is her claw, and 20 is her bun

3. Section IV – Levels

1. Level #1

1. Synopsis

1. Granny must escape the retirement home to spread her parasites to the world.

2. Objectives

1. Kill everyone in each room to continue to the next room

3. Physical Description

1. Big rectangular rooms with objects and staircases in the way

4. Map

1. Three rooms, last room contains the boss

5. Encounters

1. The elderly, nurses, and boss

6. Level Walkthrough

1. Kill everything in the rooms.

7. Closing Material

1. The game ends

3. Section V - Interface

1. Visual System

1. HUD - What controls 

1. Life in bottom-left corner

2. Menus

1. Intro Menu

3. Rendering System

1. The Unreal Engine

4. Camera

1. Overhead Camera

5. Lighting Models

1. Wall lights

2. Granny

2. Control System – How does the game player control the game? What are the specific commands?

1. The player controls Granny:

1. Move = WASD

2. Melee Attack = Left Mouse Click

3. 360 Melee Attack = Hold Left Mouse Button

4. Shoot Followers = Right Mouse Click

5. Consume Follower = H

6. Jump = Spacebar

3. Music

1. Title Menu: Select A Character- Scott Pilgrim vs The World The Game Original Soundtrack

2. Area 1: Maple Leaf Rag

3. Area 2: Stage 1- Yoshi’s Island

4. Area 3: Battle Theme- Sigma Harmonics

4. Sound Effects

1. Shooting, footsteps

3. Section VI - Artificial Intelligence

1. Opponent AI – The active opponent that plays against the game player and therefore requires strategic decision making (example, Civilization or Chess, how is it to be designed?

1. Enemies run towards Granny. When within a certain range, attack.

2. Enemy AI – Villains and Monsters

1. Nurses, the elderly, and boss

3. Friendly Characters

1. Followers

4. Support AI

1. Player and Collision Detection

1. Followers do not collide with other actors. Everything else collides with each other.

2. Pathfinding

1. Looks for the player and runs towards her

3. Section VII – Technical – This may be abbreviated with most in the Technical Bible.

1. Target Hardware

1. A computer

2. Development hardware and software

1. We used computers

2. Notepad++

3. UDK

4. Kismet

5. Maya

6. Visual Studio 10

3. Development procedures and standards

1. Divided work into modelling, skinning, animations, coding, level design, and menu design.

4. Game Engine

1. Unreal Engine

5. Scripting Language

1. UnrealScript

3. Section VIII – Game Art - This may be abbreviated with most of the content in an Art Bible.

1. Concept Art
 
 

2. Characters
 

3. 
 

3. Section IX - Secondary Software

1. Editor

1. Unreal Development Kit

2. Installer

1. UDKInstall-EWTE-GOLD.exe

3. Section X - Management

1. Detailed Schedule

1. Meet on mondays, wednesdays, and thursdays.

2. Budget

1. $0.00

3. Appendices

1. Asset List

1. Art

1. Model and Texture List

1. Granny

2. Nurses

3. Elderly

4. Boss

2. Animation List

1. Each character model has their own animations

2. Sound

1. Environmental Sounds

2. Door opening

3. Weapon Sounds

4. Energy Weapon Fire

3. Music

1. Title Menu: Select A Character- Scott Pilgrim vs The World The Game Original Soundtrack

2. Area 1: Maple Leaf Rag

3. Area 2: Stage 1- Yoshi’s Island

4. Area 3: Battle Theme- Sigma Harmonics

4. Voice

1. None

