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1 INTRODUCTION

Definition of &ngauged :
T Itis the process of converting an image file containing a graph or map
into numbers. The word 'engauge’ was invented to distinguish this
process.

digitizer.sourceforge.net/usermanual/glossary.html

Engauge Your Enemies is a top down flying
new oppressive regime has took over a country over night. You play as a
young pilot, leading a resistance against this oppressive regime, in a fight for

freedom.

Through this Document | will be discussing elements of level design, story

and most importantly gameplay.


http://www.google.co.uk/url?ei=J_ZGS_GdPJe80gTzuZXlAQ&sig2=A2FURHjsGsTxbxYRu35g0A&q=http://digitizer.sourceforge.net/usermanual/glossary.html&ei=J_ZGS_GdPJe80gTzuZXlAQ&sa=X&oi=define&ct=&cd=1&ved=0CAQQpAMoAA&usg=AFQjCNFxhFy8bNsoO1VHcA3XzSzgORm7UQ

2 GAME BOX COVER
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3 GAME BRIEF

3.1 Gameplay

1. Basic structure of a level
The player will start above the clouds, this is mostly were they will be
given mission objectives by a voice over, but also provide a little bit of
gameplay, as the player will follow the moving screen which will make
them pass through the clouds, where more and more enemies will

attack (until they reach the end of the level.)

11As the | evel progresses the playerds

closer to street level, destroying every enemy in the process.

Note: There will be no enemies on foot; they will remain in their Aircraft.

2. Buildings
As the player flies through a level, they will notice they are coming
closer and closer to the ground, and i
buildings will become part of the gameplay making a passage way and

areas the player needs to avoid before dying.

2.1 However shooting certain interactive buildings will open another
path for the player to pass through, revealing a short cut or a secret
power up.
2.2 This can be emphasized more with the use of 3D once the player
enters the city |imits, the camera m

just over the wings of the player, for a more claustrophobic feel.

Another interesting feature to this to keep the flow of combat going, most
enemies will crash into said open building however some will be able to fold
up their wings and follow the player such as the Grumman F9F Panther

mentioned lower down.



3. Combat
As the game is a simple Shoot 6em Up,
top down, 2D view, however the levels, such as buildings and craft, will
be created in 3D. Fig. 1.

Fig 1. - Building Colour and Position Test

The layout of each city needs to be eventually tunnel in on the player,
this is why most designs should be based on New York City, or similar
skyscraper full cities, whom can also be a mix of suburban and NY

style cities, e.g. San Francisco and NYC.

Note: Our goal is not to remake New York City.

3.1 Boss fights will however play out a little differently, and vary
depending on the Boss.
Mini Boss fights will play out like normal combat, except they can
dodge and take a few more shots better.
1 Boss 01 [Fig. 2.] - The player will be chasing the enemy craft, but first it
will be dropping bombs behind it, then as the player gets closer, it will

Vi



then begin shooting different colours at the player. Eventually filling the
screen as it receives more damage forcing the player to dodge.

1 Boss 02 - Now this one will be slightly different as the fight will play out
in full 3D with the player circling the enemy, guns pointed forward,
allowing for a bit more of a complicated battle than the previous.

1 Boss 03 - Ideas are still needed for this fight, however | feel as though
the craft needs to be Zeppelin like.

1 BossO0O4-This Boss doesnd6t appear hen
entire page, the final boss will essentially be an entire level. The craft
will be a huge sky base, with turrets as the main enemy. Each one the
player destroys courses damage to the overall craft.

Eventually leading to a tunnel run, e.g. Star Wars, or possibly and inner

battle as well, again like Star Wars.

3.1.1 Scale of Evil

B0ss 03
EYE 033
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3.2 Story

Engauge Your Enemies is a top down
new oppressive regime has took over a country over night. You play as a
young pilot, leading a resistance against this oppressive regime, in a fight for

freedom.

3.3 Difficulty

Difficulty would be a hard a one to design for this game, as it will have to be
challenging but not so hard to become a deterrent for people to play it. Recent
games in this genre in the west have previously been too easy to even think
the game was for anyone else other than kids, however Japanese games like
the latest Igaruka provide too much of a challenge with Bosses littering literary
the entire screen with bullets except for one area where the player can just
squeeze into, which can be seen in my Research above.

However a recent Ohitdé game, althou
for the PS3 has shown that people are willing to play hard games as long as
they arkkuta HMdrad .ro

By this | mean they will eventually, and many times, die in the game but they
feel it was their fault rather than the game, be it controls or cheap shots from
off screen enemies.

The design of this game will ohade at

lower difficulties (such as Easy/Very Easy) for less hardcore gamers.

3.4 Weaponry

Machine Gun i Default weapon given to the player at the beginning of every
level.

Spreader Guni Can only be obtained from a Power Up

Laser Guni Can only be obtained from a Power Up

Rocket 1 Default secondary weapon but can change ammo during levels as
long as the player has found that ammo during the game;

Homing Missiles (Common), Nuke (Rare), EMP (Slightly Rare)

VI

flying

gh not

owapipr



35 Cards, Customisation and Power Upos

3.5.1 Customisation

The game will have RPG elements, of which would be levelling the players
craft as well as the ability to customise their craft with;

1 New Weapons (Improved Machine gun and Rockets)

1 Improved Shielding
1 A paintjob &
1

Decals.

Both weapons and shielding can be upgraded three times, which will change
the look of the upgrade equipment as well as their output.
1 Shields can be up longer and protect the player more from powerful
damage.
1 Rockets on their third and final upgrade can lock onto all enemies on
screen, and launch multiple rockets.
1 Machines guns will reload faster, fire more, hold more and over heat
less.
All of these customisable options can be earned by the player gaining points
through each level, with a break in between each level to acquire these
upgrades at the shop.

3.5.2 Cards

Cards will be used as a sort of Levelling up System, where upon defeating a
boss the player will receive a card, a sort of Top Trumps card, with
information of that bosses HP, Strength, Defence and Agility. The player can
select which of those options they want to apply to their own which will then
increase that option.

e.g. Player Strength 65 < Boss Strength 100= Pl ayer 6s new Streng

3.5.3 Power Ups & Ammo

1. Boss Up Grades -
Boss 01 - Ability to absorb colours of enemy projectiles.
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Boss 02 - Ability to activate a shield.

Boss 03 - Ability to regenerate health

Boss 04 - Ability to playthrough the game again (unlocking a Game
+ mode) and to activate whatever weapon/power up they want, one

at a time.

2. Normal Power Ups

1. Force Field/Shield - Invulnerable for 10 seconds.

2. Double Shot - A miniature ship joins your side allowing you to
take additional damage and deal more damage.

3. Triple Shot - Two miniature ships joins your side allowing you to
take additional damage and deal more damage.

4. Double Points - Player gets double points for every enemy they
destroy.

5. Spreader-The pl ayerds Machine gun fire
the entire screen.

6. 1lup - An Extra life

7. Laseri The playerdéds machine gun now ac

able to deal more damage but overheat more quickly.

3. Missile Ammo

1. Homing Missilesi Common i Homes in on the targeted enemy
(with power ups it can lock onto many of the enemies)

2. Nuke T Rare - Wipes out the entire screen (Dealing heavy
damage to bosses, but damage levels change depending on the
size of the enemy)

3. EMP Missile i Slightly Rare i Emits and EMP wave stalling all
enemy craft on screen, causing them to crash to the ground

below.



4 HIT POINTS, 1UPS & EXTRA PLAYTHROUGHS

The player starts off with three 1ups, which are essentially three continues, as
the player can die, and loose a 1up, after taking one hit. The enemy cratft,
except mini boss and of course boss, can die in one hit also. However as the
player continues through the game, they can basically level up their ship
which would increase their defence and HP which means they then can take

more hits per 1up than from the first level.

However once the player has completed the game they will unlock;

4.1 Game Plus (+)

The Game plus feature is still relatively new to games and is where; the player
completes the game, first playthrough, but they can then go onto a second
playthrough, along with their new and improved character/weapons/craft

against a much stronger enemy.

So | plan for the + game to be super hard, like the player die every five
seconds even with their powered up ship, a few new things will be provided
for them, like a choice of which power up they want to activate at any time, but
only one at a time, as well as unlocking a few new weapons and attacks they

can do.

5 ONLINE/MULTIPLAYER

These days most games, if not all, are demanded to have multiplayer by the
gaming community and since this game is essentially a flying shooter, and

only available via download, it too shall.
Players will not be able to take their planes from the single player online,

instead everyone will have a basic craft, with the ability to level up that craft as
they play online.

Xl



5.1 Leaders boards

However for those that only player the single player there will be Leader
boards, from around the world and their friends, whom they can compare their

time to complete the game and the points they earned.

5.2 Game Modes

1. Twisted Metal - Deathmatch - A standard for Multiplayer games

2. Dog Fight - Team Deathmatch - A standard for Multiplayer games

3. Dam Busters 1 Sabotage/Place bomb i One team must attack and the
other defends, roles change after a round, where the other team must
pick up a bomb and fly it towards the enemy base.

e.g. Team one wins if they successfully drop the bomb on the base, Team

Two wins if they take out Team One.

4. Air Space - Capture the Zone - a sort of take on CTF where instead
they have to limit an enemy in a zone point. There will be four zones
but only one will be able to capture at a time, making sure that each
team are in a constant fight for each zone, who ever owns all four
zones for 3 minutes wins.

5. Warzone - A team game where the objective constantly changes from
Dog Fight to CTF.

6. No Ma n-8Assingkeiplayer game where the objective constantly
changes from Twisted Metal to CTF.

7. Capture the Flag - A standard for Multiplayer games

5.3 Level Progression

As the player levels up their planes during the online multiplayer they will be
rewarded with paint jobs for their planes, decals and other customisable
options to make their plane as unique as possible, even changing the colour

of the afterburners for example.

Xl



6 ART STYLE

The game is set in the not too distant future, but the art style suggests a

195006s feel with vast amount of col our s,

and tidy look.

2 elit &efe

“ degh la
. . ‘/‘

of this as to be the

art style from the

film ABack to t
Futureo, especi
the OEnchant men
Under the Sea

Danced scene.

Image Copyright of Universal Studios from the motion picture fBack to the Future. 0

6.1 Art Design Considerations

1. Avoid the game looking similar to any previous game in the genre. Our
look must be original, if not completely unique to this genre without
being over the top. This also applies to the enemy and hero cratft,
although the larger and boss crafts can be over the top.

2. Environments must also be unique to this game and to every level
before and after. Either involving some change in the gameplay,
enemies have shields or the player must dodge their way through an
narrow passage way e.g., or unique moments for the player to

experience, stop an entire Armada or run from an Alien e.g.

Xl



3. Buildings most also stand out between interactive ones, a pale-ish
orange, to the bog standard buildings being towards gray, using multi-

colours. All this ties into gameplay which will be explained below.

6.1.1 Enemy Colours and Projectile Chart

However enemies in the game wil/ have an
dark colours such black and red, with these two being the main grunts with

the black shooting red bullets and the red shooting black.

Bosses in the game will contain more dark colours such as Purple/Violet, Gold

and Green, as well as being able to shoot many more different colours, as

well as their own colour to make provide some challenge to the player.

NOTE: All colours are for example and not completely finalised.

Astheplayergoes t hrough the game, theyo6l |l be a
of that | evel and thus gai nheyacanmbsbrer col ou
as well as gain a new weapon/upgrade giving them more attacks and such, in

the same vain as the Mega Man games, just much more liner.
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