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1 Game Overview

1.1 Introduction

Rudolph is an original 3D adventure game. It takes the character of Rudolph the red-nosed reindeer and places him in a completely new situation. This has been proven effective in books and plays (e.g. Wicked), but has not yet been tried in any video game with the exception of Alice. 
1.2 Target Audience and Platform

The target audience is those who are familiar with the tale of Rudolph. The platform this will run on is the PC.
1.3 Key Features

· Playing from the POV of a 4-legged animal.
· Allows users to live out the fantasy of a childhood tale from a different perspective.

· Re-opening up the genre of using nursery tales as the basis of video games.

1.4 The Story (Summary)

Rudolph the red-nosed reindeer has grown sick of tired of being made to pull sleighs and other heavy objects around Santa’s workshop. He seeks to escape his captivity but has to overcome many obstacles, including the fat man himself.
1.5 Locations

There will be 3 levels. Each level shall be followed by a boss area.
1.5.1 Location 1

The Stables. The level will be an enclosed area where the reindeer are kept, manned by elves.

1.5.2 Location 2

The Yard. This level shall be an open area filled with snow, trees, and snowmen.
1.5.3 Location 3

The Workshop. This is another enclosed area with lots of rooms, and populated by elves and mechanical toys.

1.6 Risks 

· Learning torque. The program may prove to be more complex to use than originally anticipated.

· Time. Though we have planned for a short game, we might not have enough time to complete all of the levels.

2 The Characters

2.1 Main Character

Rudolph. A reindeer, his nose is red and can be buffed to give him powers such as flight, area affect of heat, magically unlocking/locking doors, and bedazzling enemies.
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2.2 Main NPCs
2.2.1 Elves
They chase you and attempt to ensnare you in their nets.
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2.2.2 Snowmen
They throw dirty snow and freezing bolts at you.
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2.2.3 Mechanical Toy (One shot toys)

They run in straight lines with cattle prods that can knock Rudolph unconscious.
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2.2.4 Mechanical Toy (Evil trains)
They chase you down and attempt to dirty Rudolph’s nose with smoke.
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2.3  The Bosses

2.3.1 Smartie Smizzle
Santa’s head elf who attempts to put you in chains.
2.3.2 Frosty the Snowman

The giant snowman who attempts to recapture you by slowly giving you frostbite.

2.3.3 Santa Clause

The jolly fat man who attempts to laugh you into submission. 
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2.4 Other Characters/NPC

2.4.1 Helper characters

· NPC reindeer: Give Rudolph overviews of the danger of each level at its start.

3 Preliminary Level Design. 

3.1 Levels
The Stables.
· Primary focus: Familiarizing Player with the game environment.
· Lock/Unlock Door: power-up for nose.
· Bedazzle: power-up for nose.
· Defeat Smartie Smizzle.
Level Objectives:
· Get unlock door power-up.
· Get to Smartie Smizzle getting caught 10 times.
Characters specific to this location:
· NPC reindeer: Tell Rudolph the dangers of the level.
Optional requirements for level design:

· Two hidden doors, leading to a room that contains either magic treats or a toy.
The Yard.

· Primary focus: Escaping to the workshop.
· Heat: power-up for nose.

· Flight: power-up for nose.

· Unlock: power-up for nose.

Level Objectives:

· Get to the unlock door power up.

· Get to the Workshop entrance without getting frostbite 3 times.
· Defeat Frosty.
Characters specific to this location:

· NPC reindeer: Tell Rudolph the dangers of the level.
Optional requirements for level design:

· One tree should have a hidden door which can be unlocked to find a toy inside.

The Workshop.

· Primary focus: Escaping to the exit.

· Bedazzle: power-up for nose.

· Unlock: power-up for nose.

· Flight: power-up for nose.

Level Objectives:

· Get the unlock door power-up.

· Get to the Workshop exit without being caught/knocked unconscious 3 times.
· Defeat Evil Santa.
Characters specific to this location:

· NPC reindeer: Tell Rudolph the dangers of the level.
Optional requirements for level design:

· Have two secret rooms only reachable using flight. Each will contain either magic treats or a toy.

3.2 Game Progression Flow Chart
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4 Player Reward and Advancement

The player is rewarded for exploration in the level by permanent power-ups in the form of magic treats or permanent distractions in the form of toys. 
4.1 Difficulty Levels

Each level will be slightly harder than the one previous. The AI will remain the same, but the pathing/placement of the enemies will be arranged so that the player has to use strategy to beat each level.
4.2 Nose replenishment

Rudolph’s nose will get dirty with time, use, and enemy interference. He can replenish any non-permanent ability by visiting the appropriate buffer.

4.3 Scoring System

The time it takes to complete each level will be recorded. Players can always go back and try to best their previous time scores in a later game.

5 Scope Summary

· Game Modes

· Three dimensional. 3rd or 1st person point of view.
· State Machines (types of movement states for main character in each game mode) 

· Running
· Walking
· Flight
· Playable Levels (3)

· The Stable
· The Yard

· The Workshop

· Power Ups
· Key Sheen
· Heat Buff

· Flight Shine

· Dazzle Gloss

· # of Hostile Elements (varies per level)
· Elves
· Snowmen

· One shot toys
· Evil trains

· Interactive elements

· Magic Treats
· Nose Buffers
· Doors

· NPC reindeer

· Toys

· Broken Toys

· Double mirror

· Magnifying Glass

· Santa’s Belt
· Save game system
· Saved games will allow you to specify a game file to save information in.

· Saved games can be loaded from a file.
· Games will be saved via save-points. (Free saves may be implemented later, but are not guaranteed.)
6 Game Mechanics

The game will be an exploration/puzzle based game. The player will control the character through the mouse and keyboard. The main focus of the game will be to escape each level. Replayability will be introduced by keeping the lowest time of completion.

6.1 State machines

6.1.1 Player Controls

	Action
	Controls

	Move forward
	W

	Move back
	S

	Toggle walk/run
	Shift

	Strafe left
	A

	Strafe right
	D

	Action button
	E

	Jump
	Spacebar

	Toggle altitude(flight)
	PgUp/PgDn

	Throw toy
	G

	Toggle active power
	Alt

	Use active power
	Left mouse click

	Kick
	Right mouse click

	Free look
	Hold down Z


6.2 Power Ups

· Dazzle Gloss – enables bedazzle – stuns elves for a brief period of time

· Key Sheen – enables Lock/Unlock door – locks and unlocks doors

· Heat Buff – enables ambient heat effect – can incapacitate snowmen

· Flight Shine – enables flight – when activated, can change altitude using PgUp and PgDn and move faster (1.5x run speed once airborne)
· Level Key – enables Lock/Unlock door lvl2 – can also unlock level exits and secret rooms

· Magic Treat – permanent buff application – enables one of the previous listed buffs permanently (except level key) with a 5% chance of failure.
6.3 In-Game Items

	Item
	Locations

	Toys
	Randomly placed throughout level

	Magic Treat
	One per level in a hidden room (unlockable with the level key)


7 AI

The AI for all creeps in this game will be fairly simple. The AI movement will be controlled through waypoints. There will be no hit point/spawning systems in this game. Collision detection will be done using bounding boxes. Doors can be opened when Rudolph’s bounding box is in touch with them.
7.1 Collision Handling

Collision detecting will be handled using bounding boxes on each character. Enemies can act upon the main character when their boxes touch. Elves may have a second bounding box used for detection at a distance.

7.2 Enemy AI

· Elves (seen in stables, workshop): Elves default state will be to patrol a short path in an area. If Rudolph appears in front of them, they will break that state and begin to chase him. If Rudolph goes through a door and locks it, they will break the chase state and return to their original location and begin the patrol state again. If the elves get close enough to act upon Rudolph, they will throw a net on him and capture him after a 1 second delay. If kicked, they will be stunned for 2 seconds. If bedazzled they will be stunned for up to 8 seconds. If Rudolph cannot be seen after a bedazzle, the elves will resume patrol.
· One shot toys (seen in workshop): These toys will also wander on a small patrol path. If Rudolph is detected by them they will head in a straight line towards his last known location. Once having reached that point, they will continue for 3 game yards and then repeat (attack last known location, skid, and repeat). Should the toys collide with anything they will break apart. If it’s a wall, door, or other static game object nothing will happen. If it is Rudolph then he will be knocked unconscious. If it’s another enemy, that enemy will be incapacitated.

· Evil trains(seen in workshop): These toys will act similar to elves, except they will try to blow smoke on Rudolph’s nose in order to dim its power. They will also move slightly faster than elves. They can be defeated if kicked over.
· Snowmen(seen in yard): These will be stationary enemies. If Rudolph gets within range of them, they will begin to chuck snowballs at him. Rudolph will have a frost meter in this level which will be raised every time a snowball hits. If it reaches full, he become frozen and thus, captured. An alternate type of snowball will be a dirty snowball that will dim Rudolph’s nose power. You can kick their heads off if you get close enough or activate your heat power and stun them. (Kicking would be high risk, as you must maneuver to them backwards while they continue to throw snowballs at you). If they’re stunned you cannot kick their heads off (they will be too mushy from the heat)
7.3 Environmental Objects

Doors: These can be opened/closed using the action button and lock/unlocked using Rudolph’s active power (if available).
8 Boss AI

All Boss battles will be puzzle based. You are given a task to complete and must do so before he captures you. Failing a boss battle gives you two options (retry or quit). However the time taken for failed boss battles is not discarded.
8.1 Smartie Smizzle

Smartie is very stubborn. The task is to bedazzle him into a merry Christmas spirit. The player must visit 5 different Dazzle Gloss stations then get close enough to Smartie to bedazzle him with this strong version of it. They must do this 3 times. Smartie will attempt to thwart you by sending one shot toys at you every 5-10 seconds. (Smartie will be stunned for a few seconds if they hit him)
8.2 Frosty the Snowman

This will be the only character in the game with some sort of health meter. The objective is to melt frosty (he has the level unlock buffer in his hat). Around him are a few magnifying glasses. You must stand by a glass long enough to fire a beam of heat at him (thus lowering his frostiness bar). He will be throwing snowballs at you at a faster rate than ordinary snowmen. In order to  gain a respite, you can use your nose power in a set of two opposing mirrors in order to heat yourself up.
8.3 Santa Clause

There is only one exit from Santa’s Workshop. A sky port on the ceiling where his sleigh is kept. However, he has cast a magic preventing high flight in his Workshop. In order to escape the player must buff his nose at the special flight buffer on the back of Santa’s belt.  The goal is to sneak behind Santa and use the special  buffer  for a total of 60 seconds.
Santa will detect you after one second of use and teleport away. In his place will be left (at random) an elf, a snowman, or one of the toys (each of which can capture you using their default AI). To get around this, you can exploit his weakness. You can throw a Broken Toy in front of Santa (found around the level). This will extend the time you have to 6 seconds.
9 UI Design

9.1 Screen Design
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· The nose meter should always be present and should reflect the amount of power left in Rudolph’s nose

· The active power list should list all of his current active power’s and have the one selected to be used surrounded in a glow or somehow highlighted

· Lives left should reflect the amount of times to be captured he has left before the game ends.

· Frostiness level should appear whenever he has been hit by a frost snowball. When it reaches full he has been captured. This bar should disappear if he uses a double mirror to heat himself up.

· The Menu Screen should pop up when the P or ESC key is pressed. 
· Control and Sound options should work as detailed below.

· Restart Level should place the player at beginning of current level.

· Restart Game should place player at beginning of first level.
9.2 Main Menu Flow Chart
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· New Game should start a new game

· Load Game should open up a dialog displaying a list of any saved games

· Controls should show a list of player changeable key bindings.

· Sound should have a scalable way of toggling effects and music volume.

· View High Scores shows the best time rankings per level, boss battle, and overall.

· The up/down arrow keys are used to navigate menu. Mouse clicks are also to be used.
· The enter key will perform the same as left mouse click.
9.3 NPC Interaction

This will be handled by text boxes that pop-up when the action button is pressed around them. The messages will be scrollable if they are long. The NPCs will not require responses, they will just give advice.
10 Concept Art
[image: image10.png]


 [image: image11.png]


 [image: image12.png]



[image: image13.png]taon




 [image: image14.png]


 [image: image15.png]


 [image: image16.png]



[image: image17.png]


 [image: image18.png]









Find level buffer





Start





Interrupt Condition: Get caught





Run out of lives.





Game over.





Defeat Level Boss.





Find level exit.





Yes





No











Lives left:





Nose Meter





Active power list:


e.g. Bedazzle





Frostiness Level





MENU


Resume Game


Control Options


Sound Options


Save Game


Load Game


Restart Level


Restart Game


Exit











Main Menu


New Game


Load Game


Options


View High Scores


Credits


Exit





Controls


Sound


Back





Music Volume


///////////


Sound Effect Volume


/////////


Toggle All Sound On/Off


Apply Changes


Back








Key / Binding


A       forward


…


Apply Changes


Back








Revised 8/22/05

Page 11

