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Shogun’s Shadow
Executive Summary

In the time of ambitious feudal lords and the valiant samurai warriors who fight in their names, the greatest battles are not always fought on the front lines.  In service to their lieges, ninja attack from the shadows; with a single blow, they can decide a battle hundreds of miles away.

You take on the role of Hattori Hanzo, the famed ninja of the region of Iga.  By the order of your liege lord Tokugawa Ieyasu, your task is to assassinate the rival lord Takeda Shingen.  Sneak into the castle and past any guards you may find as you search for the target, then find and kill Lord Shingen.  After this is done, the alarm is raised; you must escape with your life and report your success to Lord Ieyasu.
Gameplay Look and Feel

Appearance

The setting for this first person stealth action “shooter” will be in the middle of the 16th century of Japan.  As stated before, this is during the time of the feudal lords all vying for power and control of all of Japan.  Historical authenticity plays an important part in the setting:  the looks of the castle, the clothing worn, and the weapons used should give an accurate representation of the time to further immerse the player in this world.

Player Roles and Actions

As previously stated, you are the famed Iga ninja Hattori Hanzo and must slay a rival lord in the name of your own.  While the armies are clashing on the front lines, you take to the shadows to slay the enemy commander, securing a victory by demoralizing their forces.

Among the actions available to the player are those that define the game’s genre.  The player can (and may need to) opt for a stealthy approach. By evading the guards’ sight and, at times, killing them with neck snaps, you use less resources at the expense of time.

The other parts of the game result when the player fails to stay hidden.  Two weapons are in the player’s possession—a katana and a number of shuriken.  If a fight ensues, the player gets the option to charge into battle, sword swinging (action) or stay back and attack at range with shuriken (“shooting”).
The player will also have access to special ninja skills, such as walking on water (useful in crossing the moat around the castle) and active camouflage.  These skills will have a limited amount of usage, so the player needs to use them judiciously.
Strategies and Motivations
This game will give a small amount of freedom to the player to play the game as they wish.  He can attempt to attack every guard he comes across, lessening the numbers he must fight to escape once Shingen is beaten.  Or, he can choose to ignore everyone but the target, and then try to escape the hoard of guards that come, still choosing not to attack.  Either way is an acceptable method of winning the game, but a balance of the two may make the going a little easier.
The main motivation of the game is to kill the boss, as the player will not be able to finish the game without the mission being completed.  Once that is done, all of the guards still living are alerted to the presence of the ninja, who must then escape the castle via the second floor window.  In both cases, the goal primarily is to survive long enough to complete the mission and report back for another dangerous mission.
Level Summary/Story Progression

Currently, only one level is planned for the game.  The player starts on the outside of the castle, beyond the moat, and must cross it using the water walking skill—a message box will indicate how this (and skills like it) are performed.  Next, the castle must be infiltrated.  The player has multiple ways of completing this step, whether by stealth attacks, sneaking, or straight engagement in battle.
Continuing inside, more stealth will be required to get to the second floor, as the guard barracks is on the first floor.  The watching guards can raise the alarm if the player is not careful enough to avoid them.   Once on the second floor, the player finds that the stairs to the third floor are locked behind a door.  An advisor to Shingen can be found in his quarters—he has one of the two keys (the other is in Shingen’s possession).

Lord Takeda is in his private quarters on the third floor, and four guards stand watching the door.  Stealth here is practically impossible, so the guards need to be dealt with.  Inside, the player finds the shogun ready to fight off his shadow assailant, and the final battle ensues.

Once he falls, the whole castle is on high alert, and all living guards rush to get up to the third floor.  The player needs to return to the second floor, where the guards spot him, and jump out of the window to the ground below.  While the guards hurry to catch the intruder, the player must use the water walking ability again to cross the moat and escape.
Development Specification

Hardware Specifications

Programming is planned to be done on a machine running the Windows XP operating system, and to be compatible on a machine running on similar operating systems.

Software Specifications
The Unreal Engine will be employed to create the environments and various gameplay elements, such as enemy AI, weapons, and skill usage.  Programming will be done in a programming environment such as C++ Visual Studio; as of now, the language has not yet been decided.
Algorithm Style
The algorithm style will need to include event triggers to determine AI reactions to the player and level depending on where the player is found.  Other algorithm styles are not yet decided.
