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Game Overview 

Premise 

Play as a god who uses peaceful, forceful, or wrathful ways to get his creations to 

live in harmony again. 

Game Concept 

 In this 2D platformer, the player controls the physical manifestation of a god that 

has grown angry at his creations because they are no longer peaceful.  The goal of the 

game is to convert all of these beings back to a peaceful state.  This can be done in three 

ways: by changing a chaotic mind-controlling tower to a peaceful icon which motivates 

the creatures to change on their own freewill; by forcing them to convert; or by 

destroying their bodies and souls.  Each level can be beaten by using any of these 

methods.  Different creatures will have different uses when they are converted by force, 

so the player must figure out which creature to convert to get past certain obstacles 

(Example: the player can convert a creature that acts as a platform to jump on). 

Unique Features 

 The unique thing about this game is the ethical choice the player must make when 

deciding which method to use on each creature.  Killing and forcing conversation upon 
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the chaotic creatures will be easy in the beginning, but will lead to the player being 

vulnerable in the end. 

Message 

- How will you regain control over your creations that have lost their peaceful way?  

Will you try to force them to believe in you?  Will you kill anyone that doesnôt?  

Or will you enlighten them and let them decide on their own? 

-  The game will mainly focus on views and how they can be communicated 

peacefully, by force, or by eliminating the opposing view.  Each of these has an 

effect on the people that are being converted and how they feel about the view 

(trapped or appreciative). 

Genre 

- 2D online side-scrolling platformer. 

Target Audience 

- High school or college students. 

- Gamers that like to be in control of what happens in the game will enjoy the big 

choices they get to make.  The narrative is very player-driven and can change 

drastically based on the player.   

- The best strategy will be to figure out which creatures will be the most helpful to 

kill/convert.  Players that like strategy games will enjoy having to figure out 

which creatures will be the best to kill/convert. 
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- ñMastermind-Conquerorsò (according to BrainHex) will particularly like our 

game.  The reason for this is that the Mastermind group will really enjoy the 

strategy and puzzle aspects, while the Conquerors will enjoy the challenge of 

having to use skill to get by enemies using the peaceful method.  They prefer to 

do things the hard way and achieve the good ending just to prove they can. 

Market Analysis 

- Online Strategy-Platform Flash game market has a big audience. 

- Few competing games are similar to ours; it is very unique and will attract 

players. 

- Many Flash games use in-game advertising at the beginning of the game to 

make a profit. 

- Our game is open ended, so there will be replay value, which means more 

plays/people to see the advertisements. 

- Player decides how to play (peaceful, forceful, or wrathful).  A lot of gamers are 

attracted to games with many options. 

Game Flow Summary  

 The player will move from left to right during each level.  After they destroy a 

tower at the end of the level, they will see a short cutscene (a camera pan of the level), a 

stat window to show them how he/she did, and then an option to move onto the next 

level. 
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Look and Feel  

 The player should feel frustrated and want to kill/convert creatures, but know that 

he/she should not do so.  Instead of having to resort to these methods, a good player will 

use skill, timing, and patience to get around enemies peacefully.   

The visuals will all be silhouettes and give the feel that the player is a god that is 

watching over the whole world. (See Game Art for more details) 

 

Project Scope 

Number of levels 

There will be about 10 levels (Size: 10 to 36 enemies in each) and 3 

tutorial levels (Size: 3 enemies in each).  (See Levels for more details) 

Number of NPCôs 

  The only NPCôs in our game are the creatures that attack the player.  Each 

level will range in the amount of enemies from three (for tutorial levels) to forty (for 

harder/bigger levels).  There will only be three types of enemies that all act very similar. 

Intensity of Art and Animation 

 

  The art and animation will be minimalist in scope. The levels will be made 

of flat-shaded or gradient-shaded silhouettes of foregrounds, backgrounds, and middle 

grounds. The characters will be made of one-color silhouettes. The animation will be 
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done using tweening of individual body parts (head, torso, arm segments, leg segments, 

feet, hands, weapon) as if they are bones on a skeleton. 

Story, Setting and Character 

Back story 

Many years ago, a world was created by its god and all of the creatures on it lived 

in harmony.  Since then, tension between them has grown and many have lost their way.  

Some have forgotten their kind peaceful sides and have become chaotic and destructive.  

They have created a dark theocracy by which they judge and persecute others. They have 

forgotten that the world belongs to no one and only believe that their system is the right 

one.  One of the chaotic factions has recently risen to dominance.  This faction dismisses 

any belief in a god or any reason to keep the world healthy and peaceful.  It has set up 

towers around the world that corrupt the minds of its listeners. The towers control all of 

the creatures to serve the faction and believe its decrees.  These chaotic brain-washed 

creatures roam the world, destroying the beautiful land against their will.  The god was 

outraged by his own creations robbing each other of their free will.  He decided to go 

down to the world himself to make all of the creatures become peaceful again. Will he be 

a wrathful god that eradicates the chaotic creatures?  Will he force them into becoming 

the creatures he wants them to be, just like they were being forced to be chaotic by their 

own kind?  Or, will he restore the harmony peacefully by changing these abominable 

towers that are controlling his creatures into icons of peace? 
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Characters 

 The God 

 The god created this world in hope that all creatures will coexist 

peacefully.  He knew that complete peace would be unobtainable, so did not mind 

so much when a few creatures became destructive.  Once he saw that some were 

taking away othersô freewill and forcing them to be destructive, he decided it was 

time to take action. 

 Creatures 

 The creatures were all once peaceful, but some have lost that aspect.  

These lost creatures have no respect for others or the land and destroy anything 

that opposes them.  One evil faction has set up mind control towers that force 

peaceful creatures to become destructive and follow their rules.  These creatures 

want their freewill back and not to be forced into anything. 

Game Progression 

The player will travel through three areas on their journey, each of which has 

unique environmental art and obstacles.  These areas are a temple ruins and 

wasteland/industrial.  Each area will consist of five to ten levels. 

 

The ending of the game will be different depending on how the player played 

throughout the game.  The peaceful result will be a world in which the creatures 

appreciate each other and the world, not knowing all that the god has done for them.  The 
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forceful result is a world in which most creatures are peaceful, but they fear the god that 

forces them to be the way he wants.  Alternatively, the wrathful result will be that the 

creatures believe it is the apocalypse and a demon has been sent to kill everyone. 

Cut Scenes 

 There will be a short introductory scene to reveal the story to the player, and one 

short one at the end to show them how the world now functions after their actions. 

In between each level, a short scene will play that shows the player the results of 

their actions on that level.  It will be a pan of the level to show the player what he/she has 

left behind.  The creatures that he/she has converted peacefully will be happy while the 

ones they converted with force will be peaceful, but look sad and despise the god for 

trapping them into a restrained form.  It will also show all of the dead bodies they have 

left behind.  As a side result, the sky will change aesthetically to match the path the 

player is on.  If he/she is choosing peaceful methods, it will be a bright clear sky.  If 

he/she is choosing forcing methods, it will be a grey and cloudy sky.  If he/she is 

choosing wrathful methods, it will be a fiery sky. 
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Gameplay and Mechanics 

Gameplay 

Objectives 

The goal of the game is to convert all of the creatures to be peaceful.  

There are different ways to go about this.  The player will be told to convert them 

all with peaceful methods, but can do whatever they prefer as long as all creatures 

are converted by the end of the level. 

Mechanics 

As the god, the player can navigate through the level without harming any 

creatures, converting/using them, or killing them.   

 Movement  

To navigate, the player will use the WASD keys.  The avatar will move 

like any other 2D platformer and have gravity affecting it.   

 HP 

At the beginning of the game, the playerôs maximum HP will be set at 10.  

The maximum is changed based on how they play (See Changing a Creature for 

more details).  At the beginning of each level, the HP is refilled to its maximum.  

The player can refill a portion of it by picking up one of the few health packs 
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scattered around levels.  Once the playerôs entire HP is lost, they must start the 

current level over. 

Changing a Creature 

There are three ways to change a creatureôs beliefs, each of which affects 

gameplay and narrative somehow. 

Forced Conversion 

The player can convert creatures, against their will, into ones that are peaceful and 

help the player out by becoming a new asset that he/she can use (See Creature Stats for 

details).  The player can do this by pressing the J key.  This will shoot a short beam out of 

the avatarôs eyes and make any creatures that collide with the beam glow and then 

become peaceful.  Creatures converted by force will be changed into new forms entirely.  

Since they are forced into being peaceful against their will, these creatures will be 

unhappy.   This method forces a creature into a belief system, just like the towers did. 

When the player uses his/her godly powers to force a creature to instantly convert 

to being peaceful, all the other chaotic creatures will instantly attack faster to protect their 

own beliefs.  The player must be careful with how many creatures they convert this way; 

if there are too many, it will be near impossible to pass some enemies. 

Destroying Creatures 

The last thing the player can do is kill each creature.  The player is told to not 

resort to this method, but it can be done very easily.  Killing an enemy can be done by 

pressing the K key which makes the avatar glow for a bit, instantly killing any creature 
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that touches it.  This will be on a small ñcool downò so the player can only use it once 

every few seconds and must avoid creatures while it is charging up.  This is the easiest 

way to deal with chaotic creatures because it is only a one hit kill and can be done to a 

group of creatures that are touching the player.  It can only be done once every few 

seconds, so the player must avoid creature attacks until they can use it. 

When the player uses his/her godly powers to instantly kill a creature, it 

completely destroys the creatureôs soul.  This results in the playerôs maximum HP goes 

down by 5% instantly (it wonôt be able to get lower than 4). The reason that the playerôs 

maximum HP goes down is that the player is essentially killing himself/herself by killing 

the creatures that he/she has created.   

Peaceful Conversion 

At the end of each level will be a giant tower that is mind controlling all of the 

creatures.  Once the player makes it to this object, they can press the J key to convert it 

into a peaceful icon that the creatures will all see.  Once they see this peaceful monument, 

they will change to peaceful creature on their own freewill.  This will be the best, but 

hardest, way for the player to convert creatures.  Converting them peacefully is good for 

the story, but means the player must not harm or convert any by force on the way to the 

end of the level.   

At the end of the level, the player will be rewarded by having their maximum HP 

going up 2% of the maximum for each of the creatures they convert peacefully (i.e. if the 

maximum was 10 and the player converted 5 creatures peacefully, it will go up by 0.2 
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five times.  So in the end the new maximum will be 11).  If the maximum is a fraction, it 

will round down. 
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Creature Stats 
Creature Function once 

converted 

Movement 

Speed 

Size Attack 

    Strength Speed Range 

Player N/A Fast Average 99999 Average Close melee 

Stone Guy Becomes a stone block 

that can be jumped on, 

pushed, or used as a 

barrier. 

Average Average 1 Average Far melee 

Trampoline Guy Can be used as a 

trampoline to jump to 

high areas.  Canôt be 

moved. 

Fast Average 2 Fast Close melee 

Wall Breaker Guy Can be used to break 

certain walls/barriers. 

Slow Average 3 Slow Projectile, 

attacks if 

player is 

within range 

 

Controls 

o Movement:  WASD 

o Converting: J 

o Killing: K 

o Pausing: P 

Feedback 

 Since are game is very choice-oriented, the player needs to have feedback on what 

their actions are doing and if they are good or bad.  This is conveyed well for the killing 

action (the max health instantly goes down by one).  The player will be told at the 

beginning of the game that converting enemies peacefully will make their max health go 

up by one.  Converting a creature causes otherôs to attack and move faster.  This is not 

really shown instantly to the player since they will not know until they reach another 

creature.  To give this instant feedback, we might add a sound or visual that has a ñbadò 

vibe to it (screen flashes red, deep sound plays). 
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Balance 

 This section may not be included in the game, just ideas as of right now. 

Completing the game using the peaceful method should be the most beneficial to 

the player.  Each creature converted this way does give them an increased max health, but 

the other methods still can be used to complete a level.  To make it so the ñbadò methods 

have more consequences, we may add in that each creature converted using a ñbadò 

method cancels out the reward for converting one using the ñgoodò method. (i.e. 10 

creatures converted peacefully, 1 converted by force.  The enemies will attack faster 

during the current level and the playerôs max health will only go up by 9 instead of 10).  

Another thing we can do is a point system.  The player gets points for converting enemies 

peacefully and gets points taken away for killing or converting them by force.  These 

points will be easy to implement and probably will only be there for bragging rights.  

Also, if the player does not use the peaceful method, they will get a ñbadò ending to the 

game.  There will be a line or two that tell the player they should have been more 

peaceful when playing.  This balances out the game by making the peaceful method what 

must players strive for.  They will know there are multiple endings and may replay using 

the peaceful method more, but being tempted to use the other too which is what we want 

out of our game.  

Mission/challenge Structure 

 The player will be asked if they want to watch the introductory cutscene when 

they press the PLAY button on the menu screen.  After they watch it, or if they choose 

not to, they are then asked if they would like to play the tutorial levels.  After beating the 

tutorial, or choosing not to, the player can play the first level.  At the end of the level, a 
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stats window will show the player how well they did (how many creatures were killed, 

forced, or converted peacefully).   In the background, a pan of the level just beaten will 

play to visually show the player what they left behind.  There will be a ñNext Levelò 

button that the player can press to continue on.  This is how the game will flow until the 

ending where the player watches a cutscene and the game restarts.  (See Screen Flow for 

visual). 

Puzzle Structure 

There will be some obstacles that the player must pass, either by navigating 

around or converting a creature to aid them.  These ñobstaclesò will be a densely 

populated area, high wall, breakable wall, giant pit, etc.  Each level can be beaten by 

using any of the methods.  However, some will be so hard to get through peacefully that 

it would be smart of the player to convert or kill some creatures.   
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Stats/Pan of 

the beaten 

level 

 

Screen Flow 

 

 Menu Screen 

Tutorial 

Levels 

Level 1 

Introductory 

Scene 

Pause Screen 

Ending Scene 

All of the levels in 

order 
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Levels 

Game World 

 The world that the creatures inhabit has been taken over by chaotic/destructive 

creatures so most of the landscape will be in ruins.  The world will look like it was a 

happy and peaceful place at one point, but now is destroyed due to the destructive 

creatures.  The areas will be diverse enough that the player feels like they are travelling 

far and wide to get a sense that this is a worldwide problem. 

General look and feel of world 

 A level will be sized to accommodate 10 to 40 enemies.  Each will have places of 

intense action and places the player can plan things out.  The visual look of the level will 

make the player feel like they are a god fighting against the world.   The art style and 

music will make the world feel epic. 

Sample Level  
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Temple Ruins 

General Description 

  This area will consist of hidden temples in a thick rainforest.  Inside, the 

temples will be maze-like while outdoor areas will be more open. 

Physical Characteristics 

-  Thick rainforests with overgrown Mesoamerican-inspired architecture 

- Only stone creatures 

Wasteland/Industrial 

General Description 

The first half of this area will be big areas that are full of destroyed 

structures and bones.  Later on, the player will reach an industrial area that is 

rundown.  

Physical Characteristics 

- Big open areas full of destroyed structures 

- All creatures 

- Rundown city 

Level Design 

Black lines = Platforms 

Light blue circle = Player 

Purple circle = Stone creatures 

Light blue triangles = Trampoline creatures 

Yellow circles = Wall-breaker creatures 
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Red lines = Spikes/hurt player 

Green circle = tower 

Tutorial Level 

 
The player will have to beat this level 3 times using a different method each time. 

 

Level 1 

  
The player can try to avoid enemy attacks and jump on the platforms to get over the wall 

blocking them.  Alternatively, they can kill all the enemies, or they can convert some 

creatures to jump off of in order to avoid other enemies. 

 

Level 2 

 
The player can forge through the crowd of creatures or convert some so they can use the 

higher platforms to get to the tower. 
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Level 3 

 
For the first part of this level, the player can jump on the platforms to avoid the pit full of 

spikes or they can convert creatures and push them into the pit to use them as a bridge.  In 

the middle section, the player can convert creatures to jump up and take the easy path.  If 

they donôt do this, they must deal with the hard ending of this level which has spikes on 

the floor and ceiling and small areas the player can land on.  Players that are trying to 

beat the game with peaceful methods will have to use precise jumping skills to get 

through this area.   

Level 4 

 
The player must jump up the vacant platforms first.  They can convert the enemies on the 

lower left platforms and push them into the spike pit to create a staircase that they can use 

to get to the next area.  If they donôt do this, they must battle their way through the 

populated area on the top left.  Next, they can use the trampoline creature to get up to the 

low populated platform, or donôt convert them and go through the crowded area.  After 

that, they can convert the trampoline creature on the bottom right to avoid having to use 

precise jumping skills.  Lastly, they must pick a path to go; only one allows for no 

converting, but is the hardest way to travel. 
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Level 5 

 
In this level, the player can convert the wall-breaking creatures and push them over the 

orange area to create a hole they can jump down.  If they donôt do this, they must get 

through the enemies on the top platform and carefully jump down next to the spikes in 

the middle.  Next, they can push the wall-breaking creature to the next breakable wall 

near the ending and easily get to the tower.  If they canôt figure that out, or are trying to 

not convert any creatures, they must jump over all the enemies on the platforms near the 

end of the level. 

 

There are only 5 levels and the tutorial level(s) designed so far.  There will be 5 

more levels that arenôt completely designed yet. 

 

Interface 

Visual System 

HUD  

  The only thing that will be in our HUD is a display to show the player how 

much HP they have out of their current maximum HP.   
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Current HP/Max 

HP 

 

 

 

 

 

Menu 

 There will be a main menu and a pause menu.  There wonôt be any options screen 

due to scoping reasons.  The main menu will have a Play button (See Screen Flow for 

more details).  The pause menu will only have a ñResumeò button. 

Sounds 

 There will be background sound that gives an epic feel to the game.  Sound 

effects will be used in our game as feedback when a player is attacked, attacks 

successfully, and kills successfully.  There will also be sound effects for many other 

actions in the game (See Sound Assets for more details). 
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Artificial Intelligence 

Enemy AI 

At the beginning, all but the playerôs character will be chaotic.  A creatureôs 

alignment will be shown by the color of its eyes which will be easily recognizable.  

Chaotic creatures will have red eyes while peaceful will have glowing white eyes.  The 

peaceful creatures, during gameplay, will only be peaceful because the player forced 

them to be.  The peaceful creatures will be acting stunned and not move much; they 

become more of an object the player can use than a creature.  The chaotic ones will be 

walking in small set areas and attack the player if he/she comes within range.  Their 

attacks will either be projectiles or melee attacks based on the creature, but will work the 

same way (if the player touches an enemy while it is attacking, or if the player touches 

the projectile, he/she will lose health).  If the player is in a certain range, they will either 

shoot a projectile at him/her, or try to get close enough for a melee attack.  Melee attacks 

will have a range that includes the area above them, so the player will have some 

challenge in trying to jump over them. 

Technical  

Game Engine 

- Flash CS3 

Scripting Language  

- ActionScript 3.0 
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Development procedures  

Our process for developing each asset in the game:  

- Jaime will design the asset and anything associated with it. 

- Don will create a working version of the game, using placeholder ñprogrammer 

art.ò   

- Dan will create artwork for the asset at the same time Don is programming for it. 

- Jaime will implement the artwork into the Flash file to make sure everything 

matches up correctly and works well together. 

Technical Risks 

 Programming-wise, Don believes that there is minimal risk in creation of this 

game.  Most of the things that were posing potential risks have already been taken care 

of.  One issue that may be a concern is perfecting enemy AI.  Enemies will have a basic 

AI system: they check to see if the player is in range and then, based on what type of 

creature they are, they use projectiles, or run in to attack.  Another former point of 

concern is how the player interacts with enemies once they have been converted. 

However, Don has already made the converted enemies functional. A new issue Don is 

concerned about is level transitioning.  In another game Don worked on, level transitions 

caused lag.  However, Don has some ideas in mind. 

 Design-wise, a risk is that the game may be too easy or hard.  It will be difficult to 

balance all the different ways a player can go through a level.  We want the player to be 

able to use any of the methods but have the most challenge when trying the peaceful 

methods.  There is no way to really fix this until play testing and tweaking variables. 



Conversion 
Page 28 

 

 Art-wise, Dan is the only artist on our team.  There will be four characters that he 

needs to fully animate and ten environments.  This may be a little out of scope for one 

artist to complete, but we have taken some actions to reduce the amount of work (all 

characters will be silhouettes and environments will be just shaded forms. 

Game Art 

Concept Art 

 



Conversion 
Page 29 

 

 

Style and Composition 

The artôs direction will aim to be dark and brooding, evoking the feel of a post-

apocalyptic world. Focus will be paid toward creating epically beautiful but simply 

detailed environments that feature colors that reflect decay, despair, chaos, isolation, and 

degeneration. 
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The art will be 2D and vector. All characters, objects, and level/environment 

assets will be vector drawn in Flash. 

All characters and background art will be silhouettes with no outline and only a 

solid color or gradient fill.  

The environments will consist of a foreground, middle ground, and background 

landscapes, utilizing parallax scrolling. Only the foreground will be interactive and part 

of the game world, where the player and creatures stand. The middle ground and 

background, which will not be interactive, will scroll behind the player as a backdrop. 

The foreground (game world) will consist of platforms in the shapes of 

architecture, trees, and land, all as separate moveable pieces drawn in vector. Parts that 

are behind the player (such as trees or pillars supporting the platforms) will be a lighter 

shade. 

The middle ground and background and will consist of a plane, trees, distant 

buildings, or mountains reaching to the horizon, and clouds in a flat, neutral-color or 

gradient. 

Color Choices 

The colors in the game will be dark to neutral and muted. The environments may 

vary in colors between them but not within them. For instance, a rainforest levelôs 

environments will use only shades of greens, grays, and browns, while a rocky wasteland 

might use oranges, tans, and grays. This is so they can be colorful but not too colorful to 

the point of being cartoonish. 
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Characters 

The characters will be dark, brooding, and reflect chaos. All of the characters in the 

world are related to the same type of creature, a humanized jackal, but come in different 

sub-races (just like insects or reptiles, which come in many different shapes and sizes, yet 

all are related.) 

 

- Look like fantasy creatures 

- Silhouettes 

- One flat color 

- Side view 

- Epic 

- Tribal 

Environments 

- Flat colors or gradients 

- Silhouettes 

Cut scenes 

- Slideshow with few animations 

- Same style as the rest of the game, except not in side view 

 



Conversion 
Page 32 

 

Story Board/Outline 

Introductory Scene 

- God in space (or whatever his domain is) 

- God lifting a finger to make world 

- God creating creatures on the world 

- Creatures interacting peacefully 

- God looking at world from space, happy and satisfied 

- Time passes, creatures become less peaceful 

- Chaotic creatures abusing the peaceful and destroying the world 

- Chaotic creatures showing a symbol for their theocracy 

- Theocracy preaching and persecuting creatures 

- Theocracy creates towers to control people 

- God looking at world from space, disappointed and outraged 

- God landing on world 

Peaceful Ending 

- Sky is bright and clear 

- The god goes back to the heavens 

- Creatures interacting peacefully again (same as in introductory scene) 

Forceful Ending 

- Sky is grey and cloudy 

- The god goes back to the heavens and watches over his creatures intensely 

- The creatures see him watching and are scared to do anything wrong 

Wrathful Ending 

- Sky is full of fire 

- The god goes back up to the heavens 
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- The creatures rally together and live in fear because they believe the devil has 

come up to the surface to kill all evil creatures (the god is depicted as a devil in the 

creaturesô drawings). 
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Management 

Schedule 

Asset Status Time Estimate 

(hours) 

Assignees 

Milestone 1 

(Conceptual Deliverable) 

Due 9/21  Jaime, Don, 

Dan 

Level design thought out 

with regard to different 

obstacles and abilities 

available to the player  

Done 

 

10 Jaime 

Conceptual Document  Done 15 Jaime 

Concept Art (Environment 

and Character) 

Done 10  Dan 

Have a world the player 

can move around in.  

Have a camera that 

follows them.  

Done 10 Don 

Milestone 2 Due 10/5  Jaime, Don, 

Dan 

Player able to move 

around a world. 

Done 10 Don 

Art for main character, 

drawn out, art style nailed 

down. 

Done 15 Dan 

Creatures can be 

converted to ñstone.ò  

They can also be killed. 

Done 20 Don 

All levels designed and 

mechanics are hammered 

down. 

Most levels designed 

working on finishes 

level design this week 

15 Jaime 

Mi dterm/Milestone3 Due 10/14  Jaime, Don, 

Dan 

Make sure mechanics 

created so far are working 

properly and obstacles can 

be passed by any method.  

Everything is on schedule. 

Working Fine so far. 

Told Don about any 

issues that exist 

currently. 

10 Jaime 

Avatar animated for 

walking and jumping. 

Fully drawn in 

Photoshop, partially 

redrawn in Flash, 

20 Dan 
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partially rigged for 

animation 

Concept art drawn for all 

creatures. 

Concept Stage 10 Dan 

Enemies can be converted 

or killed. They walk 

within a certain area and 

attack the player when 

they are within range.   

Basically all AI for 1 

enemy is complete. 

Not started 30 Don 

Full Design Document Done 15 Jaime 

Milestone 4 Due 11/4  Jaime, Don, 

Dan 

Start playtesting, make 

sure mechanics are 

balanced and fun.  Make 

outlines in flash for levels 

that are designed. 

Started, not close to 

complete yet 

20 Jaime 

Have all three types of 

enemies in game.  

Converting an enemy will 

make them stone, 

trampoline or wall 

breaker.  

Not started 20 Don 

Playerôs converting and 

attacking animation 

complete. 

Not started 15 Dan 

Stone creature drawn 

converted and dead. 

Not started 15 Dan 

Milestone 5 Due 11/25  Jaime, Don, 

Dan 

Put art assets into Flash 

levels.  Make sure 

everything works together. 

Not started 15 Jaime 

Code for the tower at the 

end that converts creatures 

peacefully.  Have a stats 

chart that keeps track of 

how many creatures are 

converted using each 

method. 

Not started 15 Don 

All animations done for 

stone creature.  (Walking, 

Attacking, Dying, Getting 

Not started 25 Dan 
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converted). 

One environment drawn Not started 15 Dan 

Milestone 6 Due 12/12  Jaime, Don, 

Dan 

Vertical Slice complete Very early stage N/A Jaime, Don, 

Dan 

Play testing complete.  Art 

implemented.  Some 

sound added. 

Not started 30 Jaime 

Art is finished entirely for 

first 2 levels. 

Early stage 30 Dan 

All coding is done and the 

game works for a few 

levels.  The player can get 

from 1 level to the next 

and see a stat chart. 

Not started 30 Don 
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Asset List 

Highlighted = Due for Vertical Slice 

Art 

- Avatar 

o Drawn 

o Idle animation 

o Walk cycle 

o Jump animation 

o Attacking animation 

o Attacked animation 

o Converting animation 

o Death animation 

- Stone Creature 

o Drawn 

o Walk cycle 

o Attack animation 

o Converting animation 

o Converted animation 

o Death animation 

o Peaceful Idle 

- Trampoline Creature 

o Drawn 

o Walk cycle 

o Attack animation 

o Converting animation 

o Converted animation 

o Trampoline animation/Bouncing player 

o Death animation 

o Peaceful Idle 

- Wall-Breaker Creature 

o Drawn 

o Walk cycle 

o Attack animation 

o Converting animation 

o Converted animation/Always flailing 

o Death animation 

o Peaceful Idle 

- Environments 

o Tutorial level 

o Temple/Bone-yard 
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Á 1 

Á 2 

Á 3 

Á 4 

Á 5 

o Desert/Industrial 

Á 1 

Á 2 

Á 3 

Á 4 

Á 5 

- Cutscenes  

o Introduction Slides 

Á God in space (or whatever his domain is) 

Á God lifting a finger to make world 

Á God creating creatures on the world 

Á creatures interacting peacefully 

Á God looking at world from space, happy and satisfied 

Á Time passes, creatures become less peaceful 

Á Chaotic creatures abusing the peaceful and destroying the world 

Á Chaotic creatures showing a symbol for their theocracy 

Á Theocracy preaching and persecuting creatures 

Á Theocracy creates towers to control people 

Á God looking at world from space, disappointed and outraged 

Á God landing on world 

o Peaceful Ending Slides 

Á Sky is bright and clear 

Á The god goes back to the heavens 

Á Creatures interacting peacefully again (same as in introductory 

scene) 

o Forceful Ending Slides 

Á Sky is grey and cloudy 

Á The god goes back to the heavens and watches over his creatures 

intensely 

Á The creatures see him watching and are scared to do anything 

wrong 

o Wrathful Ending Slides 

Á Sky is full of fire 

Á The god goes back up to the heavens 

Á The creatures rally together and live in fear because they believe 

the devil has come up to the surface to kill all evil creatures (the 

god is depicted as a devil in the creaturesô drawings). 

- Objects 

o Tower 

o Spikes 

o Breakable wall 
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Á Idle 

Á Breaking 

- UI 

o Menu screen 

Á Title 

Á Background 

Á Play button 

o Pause screen 

Á Window 

Á Resume button 

o HUD 

Á Playerôs health display 

o Stats window (at end of level) 

Audio 

- Background music  

o for temple levels 

o industrial levels 

o main menu and cutscenes 

- Player sounds 

o Attacking sound 

o Dying sound 

o Converting sound 

- Enemy sounds 

o Death 

o Attacking 

o Converting 

o Trampoline bounce 

- Object sounds 

o Wall breaking 

o Tower converting 

Design 

- Design Document 

- Level Design 

- Play testing 

Programming 

- Camera 

- World 

o Platforms 
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- Player  

o Walking 

o Jumping 

o Converting 

o Attacking 

o Attacked 

o Health 

o Death 

- Creatures 

o Walking in an area 

o Following player when within range 

o Converted 

Á Player can jump on stone creature 

Á Player gets shot up by trampoline creature 

Á Breakable walls break when wall-breaking creature is pushed into 

them 

Á Player can push all creatures when they are converted 

Á Converted creatures interact with each other (canôt push one on top 
of another) 

o Attacking 

o Death 

- Level transitions 

- Stats at the end of the level 

- Camera that pans over level following a set path 

- Menu Screen 

- Pause Screen 

- Spikes/something that hurts player on contact 

Vertical Slice 

Levels 

- Tutorial and 1 level with only stone creatures in it (other enemies will be coded 

and working properly, but not fully animated) 

Mechanics 

- All main mechanics working 
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Miscellaneous  

- Some sound integrated 

Closing 

 The unique selling points for our game are how the playerôs choices affect the 

gameplay and narrative intensely.  The major challenge of our game is if the player can 

stay ethical and not kill the creatures even though it seems like the easy way out.  

Hopefully, by the end of the game the player will understand our message of how beliefs 

can gain power peacefully, forcefully, or ignorantly.  

 


