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Overview: 

Game Concept


2.5D platformer staring Jump Guy, a fictional classic video game character from 
the past. The characters will be cartoony, with exaggerated proportions and 
colorful looks. The environments will be a mixture of modern looking game 
elements, and old school 2D elements interpreted in a 3D environment

Target Audience


Our game will contain content and game play that should be accessible to nearly 
all ages, but we are particularly targeting somewhat seasoned players ages 18-
20+, who have fond memories of many 2D and 3D platformers from their 
childhood.    

Game Flow Summary
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Look and Feel


The characters will be cartoony, with exaggerated proportions and colorful looks. 
The environments will be a mixture of modern looking game elements,and old 
school 2D elements interpreted in a 3D environment. Gameplay will be classic 2D 
platforming action in 3D rendered environments. 

Project Scope


-2 Levels, Cave/stony area, Jungle.


-Levels will be reasonably sized, with variety of jumping sequences


-No weapons


-No NPCs

Game Mechanics:

Game Play 


-game progression



Players progress from left to right through platforming levels, and from 

level 1 to level 2 to the end of the game. 


-mission/challenge structure



No strictly defined missions, the player progresses linearly throughout



each level, with the platform traversal becoming more difficult as the 

game progresses.


-puzzle structure 



No mini-game  like puzzles in place, all puzzle type gameplay will 

revolve around figuring out how to progress through platform 


sequences.


-objectives



Get through and to the end of each level, avoid contact with enemies,  

and attempt to find the hidden collectable in each level.


-play flow
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Mechanics(rules of game both implicit and explicit model of the 
games universe how do all the pieces interact) 


-Physics



Physics will be a bit light and floaty, Momentum and gravity still apply, 

but the the feel of the physics will not be representative of reality, with 

things like small double jumps and changing direction in the air being 

possible. 


-Movement



-general movement




Player movement will be responsive and momentum based, 




with the slight floaty-ness described above allowing players




greater air control of the character for more precise jumps.  



-other movement




Players may also hold down a button to increase walk speed




to further affect traversal.


-Objects



-picking up objects




No inventory items or environment objects that can be directly 




manipulated by the player.



-moving objects




Game levels will be populated by platforms that will be 


moving automatically, that will move on player contact,




and possibly be activated by button presses in a level. 


-Actions



-Switches/buttons




Some areas may contain switches that affect platforms or 


other parts of the environment temporarily to enhance 


traversal sequences.



-Picking up/carrying/dropping




None, as described above, the only items in the game will be




non-interactive collectables.



-Talking




Game has no active conversations.



-Reading




Pre-game menu screen provides setup for the story, and the 




Ghost will reveal further story and game info in text based 


dialog. 



-Combat




No active combat, all enemy encounters will be based on 




avoidance as apposed to engament.



-Economy




No in game economy.

Screen Flow



-main menu




Shows title graphic and leads to all other screen and 



options.
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-options




Allows players to set the game to their ideal screen 



resolution.
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-credits




Lists people who worked on the game
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-start




Gives some game back story to the player, shows them the 


controls, and allows them to begin the game. 
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Game Options


No options that directly modify game play difficulty or functionality. Game 
resolution can be changed at menu screen to provide optimal display 


settings for most monitors.

Replaying/Saving


No save system implemented, the game will not be very long, and should 
be 
easily finished in a single sitting. Game has two possible endings, so at least two 
full playthroughs will be required to see all of the games content. 

Story and Characters:

Story and Narrative(flowchart)


-Back Story



Jump Guy is a classic video game hero from the past, who's games 

never attracted a lot of attention, and as such he has been long since 

forgotten by players everywhere. He now wakes up in Depth Land, the 

place where forgotten video game heroes go when their worlds have no 

more need for them.


-Plot



Jump Guy get to Depth Land and meets the Ghost of Video Games 

Past, a mysterious, wispy creature who informs fallen heroes of their 

fate, and guides them through the world while trying to avoid “The 

Corruption”, creatures made of digital decay that attempt to erase all 

who are sent to this world. Jump Guy must traverse the various areas of 

Depth Land and avoid the Corruption to return to his own world, or 

succumb to his fate and be truly erased from existence. 


-Game Progression



The Ghost will gradually reveal the games full story to Jump Guy and 

the player as the game progresses, first explaining Depth land and his 

situation, and later revealing the full consequences of not escaping 

Depth Land, and introducing The Corruption.  


-Cut Scenes



No cut scenes currently planned.

Game World


-General look and feel of world



Caves and forests populated with many moving or floating opjects to 

jump on


-Area1 description



.Dark, moody cave filled with lava flows and secret chambers.
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-Area2 description



Bright, Sunny forest, that transitions into a wastland. Filled with 


pyramids and treees. 
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Character Bibles
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Jump Guy: A long forgotten character from the formative years of video 

games. He is from a simple world where running and jumping are all that 

it takes to save the day. Now he must use these skills to traverse a new 

more dangerous world and attempt to get back home, or become 

forever erased from existence.


-animations



-Walking



-Jumping



-Dying


-special abilities



He can jump pretty high.


-relevance to story



The protagonist, who the plot revolves around.


-relationship to other characters



Is Guided by The Ghost.
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The Ghost: A mysterious wispy little creature who has occupied Depth Land for as 
long as he can remember. After seeing so many hero's fail to escape his world, he 
has taken it upon himself to attempt to guide these forgotten warriors back to their 
own worlds.


-animations



-Floating in place


-special abilities



Talking.


-relevance to story



Jump Guys guide an trusted confidant.


-relationship to other characters



Is the guide for Jump Guy 
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The Corruption: strange creatures made of mangled and discarded digital data, 
who look somewhat like misshapen bits of TV fuzz. No one knows exactly when or 
how the first of these creatures appeared, but any hero sent to Depth land who 
comes in contact with them will be irreparably damaged, and become part of the 
Corruption as well.   


-animations



-Wobbles around.


-special abilities



Touching heroes to kill them.


-relevance to story



The Boss, and final game challenge.


-relationship to other characters



They want to kill Jump Guy 

Level Outlines:

Level Outlines

Level Concept – <Starting Cave>

1 Notes
Add notes and concept edits here, if this is to be a “living document” on a server. Make sure each edit has the name and time marked, for instance:

1/30/12 – Created document (JL)

2 Location

Use this section to outline where the level will take place, for example: 

2.1 Geographic Location  An underground cavern or cave of some sort located somewhere in Depth Land

2.2 Time of Day
Time is hard to tell at first as you are in a cave but at the end you see sunshine coming out of a hole in the ceiling

2.3 Current Weather
No weather as player is in a cave

2.4  Architecture or Terrain Style
Rocky walls populated with stalactites and stalagmites. Would seem very dark but still enough light to see what you are doing.

2.5 Visual Reference
See additional attachments

3 Player

This section describes information about the player in the level:

3.1 Player Start Location
 Player falls from the ceiling through a hole and lands on the ground. There is no way back so he must continue onwards into the cave.

3.2 Player Inventory
Player has no Inventory, only elements displayed on the GUI

3.3 Briefing/Starting Information
This is the intro level so there is a lot of information on the controls and how to navigate the upcoming worlds.

3.4 Reasons For Being There
To figure out where exactly he is and how to return to his home

4 Objectives

This section contains the vital information about that the player needs to do to win the mission or finish the level successfully.

4.1 Main/Primary Objectives
Get to the end of the level without dying.

4.2 Secondary Objectives
Find the hidden puzzle piece located somewhere in the level

4.3 Bonus Objectives
N/A

4.4 Hidden Objectives
N/A

5 Challenge Highlights

What are the key challenges and encounters that will happen in the level?

5.1 Combat Encounters

Enemies walk towards the player and cause damage on collision. Player must avoid the enemies.

5.2 Stealth Encounters
N/A

5.3 Puzzles
Must traverse multiple platforms and mazes in order to reach the end

5.4 Conversations
Conversations with your ghost helper who explains different parts of the map or gives you help

5.5 Boss Battles
N/A

6 Wow Factor 

What are the memorable moments (not represented in the section above) that will stick with the player?

6.1 Introduction Area

The player learns the basic controls and learns exactly where he is.


7 Map Description

This section allows you to verbally describe key areas of the level, explain complicated sections and generally provide other team members with an vision of the environment.

7.1
Cave
Player starts in a dark room which slowly gets lighter as they move forward. They then encounter a ghost who offers the player help and how to function in this new world. He starts off explaining the basic controls and how to navigate the cave and following regions. He then sends the player on to complete the rest of the cave level on his or her own. The obstacles become more and more difficult as they progress through the level, but nothing too difficult as this is only the introduction level. The last obstacle of the course involves them jumping to multiple moving platforms where the smallest error could mess them up. The level ends at the mouth of the cave where sunlight is seen streaming through. The player jumps into the sunlight and the level ends. The cave is a dark environment but enough lighting is provided so that the player is able to see what they are doing.

8 Assets and Requirements

List here anything that you know the level will require in terms of external assets

8.1 Models
Player and enemy Models

8.2 Textures
Cave wall textures and maybe some moss and mushroom textures

8.3 Sounds
Dripping water and screeches for background noises. There will also be a darker trance loop playing quietly

8.4 Lighting
Darker than the outside level but only by a little bit so the player is still easily able to see what they are doing.

8.5 Effects

Moving platforms and disappearing platforms are needed for the obstacles. 

Sketches and Additional Reference

Visual Reference
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Like this but on a smaller scale

Sketch 1:

[image: image14.png]ftem Not Found Item Found




Sketch 2:
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Sketch 3:
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Sketch 4:
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Sketch 5:
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Level Concept – <The Jungle>

1 Notes
Add notes and concept edits here, if this is to be a “living document” on a server. Make sure each edit has the name and time marked, for instance:

1/28/2012 – Document created by Andrew Williams

2 Location

Use this section to outline where the level will take place, for example: 

2.6 Geographic Location

Inside a jungle just outside of the first level

2.7 Time of Day

Afternoon

2.8 Current Weather

Sunny

2.9  Architecture or Terrain Style

Terrain consists of a path which uses dense forestation to keep the players on the right path. Abandoned structures can also be found scattered about.

2.10 Visual Reference
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3 Player

This section describes information about the player in the level:

3.5 Player Start Location

Player starts just outside the exit of the first level

3.6 Player Inventory

N/A

3.7 Briefing/Starting Information

The player is met outside the cave by the Ghost of Video Games Past, which informs the player that they must traverse the jungle to learn more about why they’ve been brought to depth land.

3.8 Reasons For Being There

A necessary obstacle that the player must cross in order to get to the next level where more secrets are revealed.

4 Objectives

This section contains the vital information about that the player needs to do to win the mission or finish the level successfully.

4.5 Main/Primary Objectives

Get to the end of the jungle

4.6 Secondary Objectives

Finding the puzzle piece will require the player to explore the level, will not be required to finish the level however.

4.7 Bonus Objectives

N/A

4.8 Hidden Objectives

N/A

5 Challenge Highlights

What are the key challenges and encounters that will happen in the level?

5.6 Combat Encounters

Player runs into more of the corruption, as well as Ghoulies and Spikies..

5.7 Stealth Encounters

N/A

5.8 Puzzles

N/A

5.9 Conversations

Player converses with the Ghost of Video Games Past.

5.10 Boss Battles

Player encounters the corruption at the end of the jungle, and must find a way past them to escape.

6 Wow Factor 

What are the memorable moments (not represented in the section above) that will stick with the player?

6.2 Leaving the Cave

Player is struck with the exit of the cave, which helps the player see that there was no lost time between the cave and the jungle.

6.3 Final Battle Area

Player runs into more of the corruption, and learns something in the process.

7 Map Description

This section allows you to verbally describe key areas of the level, explain complicated sections and generally provide other team members with an vision of the environment.

7.1 Cave Exit:

Player encounters a series of crevices, fallen trees and other obstacles. Must also fend off spiders.

7.2 Abandoned Shack:

Player discovers an abandoned shack which is the only means for the player to get high enough as to reach the next part of the map. Must evade/destroy bats and spiders inside the shack.

7.3 Dense Forestation:

Player runs into a patch of dense forest where they must jump from tree branch to tree branch and evade/defeat the spiders.

7.4 Boss Encounter: 

Player reaches a clearing and is met by the corruption, a battle ensues.

8 Assets and Requirements

List here anything that you know the level will require in terms of external assets

8.6 Models

· Trees/Shrubbery

· Player

· Spikies

· Ghoulies

· The Corruption

8.7 Textures

· Ground Texture

· Skybox

· Tree Textures

8.8 Sounds

· Music

8.9 Lighting

8.10 Effects

Sketches and Additional Reference

Sketch 1:
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Sketch 2:
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Sketch 3:
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Sketch 4:[image: image22.jpg]



Training Level Details


No dedicated training level in place, 1st game level starts slowly as to not 
overwhelm the player.

User Interface

Visual System


-HUD
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Pops Up on player Death to Promp Respawn:
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-Menus



See Menu ScreenShots Above:


-Camera

Dialog Box:
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Boss Encounter:

[image: image27.png]



Control System


-all player controls


-Xbox Gamepad:



A = Jump



X = Run



Y = Skip/Advance text



Left Stick = Move



Start Button = Menu


KeyBoard:



Spacebar = Jump



B = Run



V = Skip/Advance text



A and D = Move



ESC = Menu

Audio


-See music and Sound FX.

Music


Most likely reminiscent of classic game soundtracks.


-Main Menu


-Load Screen


-Level 1


-Level 2


-Boss Encounter


-Game Over/Good


-Game Over/Bad 

Sound Effects


Jump Guy:



-Jump



-Double Jump



-take damage



-death


Ghost:



-sound while 'speaking', plays when new dialog screen comes up


Checkpoints:



-Ping sound made on activation


Corruption:



-Messed up Dubstep noises during encounter


Collectable:



Chime when Item picked up.


Main Menu:



Music at start screen


Good Ending Screen:



Triumpant Music for winnng the game

Help System


The Ghost will periodically give advice on gameplay or upcoming challenges


in his dialog. 

Artificial Intelligence:

Opponent AI(active opponent that playes against the player, NONE)

Single player game, no opponent AI is needed


-

Enemy AI
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-Gholies



Stay stationary until within a certain range of the 


player, then attempt to make reach and touch the player character. 
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-Spikeys




More objects than enemies, they sit in a single spot, and kill the player 

on contact.


-The Corruption



Has no complicated AI, will endlessly pursue and attempt to make 

contact with the player

Non-combat Characters


-The Ghost of video games past



Has no real AI, is a conduit to relay gameplay information and story 

elements to the player

Friendly Characters


No friendly characters in combat.

Support AI


-player and collision detection



When a player and a basic enemy collide, the player will lose 1/4 of 

their health and the game will render the player invincible for a few 

seconds.


-pathfinding



enemies continue to pursue the player once the player moves into 

their range of detection

Technical:

Hardware


-target hardware



Middle of the road windows computers.


-dev hardware



Middle of the road windows computers.

Software


-dev software



-Adobe CS5



-Audacity



-MS Paint



-GIMP



-3DS Max



-Open Office



-Unreal Development Kit

Procedures and Standards

Our teams focus will be on the implementation of a relatively small number of game mechanics, and simple but well thought out visuals. We will attempt to deliver quality over complexity, and try to keep the overall scope of the game manageable to allow us to polish the elements we will include. Much of the scripting work will be dedicated to adjusting the camera and player controls, and insuring that player and enemy movement work well. 

UML:


Activity:
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Class:
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State:
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Use Case:
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Art:

Concept Art


-See level summaries for level concept art, Character concept art included 
under 'Characters' below.

Characters
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Environments


-See level summaries

Cut Scenes


-None Non Present

Management:

Schedule


Game Must be content and feature complete by April 27h

Budget


500,000 SpaceBucks TM

Risk Analysis


Not finishing the game = frowny face

Test Plans:

Strategy


We will focus on gamplay tweeking and stability druing all of our testing, 


not trying or testing possible mechanics and features.


Stage 1:



Level Playability Testing




-bounding boxes tested




-platform matinee sequences tested


Stage 2:



Enemy Encounter and Event Trigger Testing




-enemy pursuit code tested




-boss sequence tested




-checkpoints tested




-win/loss conditions tested




-in game text/menu tested


Stage 3:



Final Package Preperation/Executable Testing




-executable tested




-passes of final executable performed

Schedule


Stage 1:



April 2nd -April 20th


Stage 2:



April 9nd -April 22th


Stage 3:



April 16th - April 24rd

