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1. Overview 

1.1. High Concept

A frantic space fighter simulator with the challenges generated through a player's uploaded music. 

1.2. Gameplay Overview

A player is able to pilot a space fighter through a series of challenges which throw a varied set of enemy ships and obstacles. What makes the gameplay unique is that it is somewhat "player-defined" by creating the challenges of enemies and obstacles through a player's uploaded audio track. 

1.3. Implementation

Death Metale will be implemented for the PC to be installed upon a player's computer. Expanding to iPhone is also highly desirable, whilst expansions to Xbox360 Live Community Games are also possible. 

1.4. Key Selling Features

· Allow a player to investigate their song's affect on the game. 
· A potentially challenging space fighter simulator. 
· Aims to provide the player with a unique visualisation of their songs. 
· A game that has nearly infinite possibilities. 
· Has large potential for future expansions to both the game and other platforms. 

1.5. Design Goals

· Visually Spectacular: The game should have a clean and flashy appearance to appear somewhat like an audio visualisation. 

· Player-defined: The game should be developed in such a way that the player maintains control over how they can play. 

· Musical: The game should be designed with musical themes as a highly important feature of the game. 

· Challenge Variety: The game should provide a broad range of challenges from quite easy and relaxing to difficult and stressful. 

1.6. Genre 

Music Video Game / Space Fighter Simulator 

1.7. Objective

Players are encouraged to play to discover how songs they know will affect the gameplay, whether they can overcome the challenge, to unlock further challenges and variations and to obtain a decent score. 

1.8. Challenges Overview

Death Metale will aim to challenge players through a series of physical challenges often related to games within both the musical and space simulator genres. Death Metale's challenges should be fairly typical for both of the genres it falls under; both genres which rely upon coordination of physical senses. Though the challenges all require a combination of hearing, vision and movement on the player's part, the player also needs to be somewhat pre-emptive to many of the challenges given how they appear at parts of the audio. 

1.9. Plot Overview

150 years in the future, Earth begins its biggest push to find and ally with other space faring races. The Metale class ship, designed for first contact and exploration is created, with advanced systems to determine the suitability of merging alien technology with our own. 


50 years on, the Metale class is retired to make way for a newer, sleeker design. Its old fashioned radio communications are no longer deemed practical compared to new tachyon communication modules. 


One rusty, rickety old Metale class ship is kept in service; its nervous crew dubs it the 'Death' Metale, but lead by Captain Novatinus, look forward to the challenge of competing against these newer ships. 

While on a deep mission into the Oort Cloud, Captain Novatinus notices some communication anomalies. Upon further investigation, the Death Metale's radio waves are drawn away, sucked to a specific point. The Death Metale moves in closer for a better look. 


Going in under radio silence, the Death Metale lands on a particularly old, icy asteroid. Her crew, lead by Novatinus, head to a large, frigid cave. 


Inside, they make an amazing discover - a fantastically ancient Sphere, of advanced technological design. Novatinus and his crew try to release the Sphere from its icy tomb without success. 


The crew returns to the Death Metale, intent on using its unique salvaging equipment to remove the Sphere and bring it on board. As they prepare the cargo hold, their communications officer sends a radio transmission back to Earth to announce their find. 


The Sphere powers up, engages shield systems, and rockets out of the cave, sending a tachyon blast-wave ahead. It then streaks towards the Death Metale itself. 


The shocked communications officer radios Earth for help, however the transmission is greedily snatched by the Sphere, which glows brilliantly. With the energy from the radio waves, the Sphere energises its ancient teleporter, allowing it to warp allies to it from its own home plane. 


Meanwhile, the Death Metale engages evasive maneuvers, and narrowly avoids the streaking Sphere, and its slowly growing army. 


Novatinus, aware of the danger he's unleashed, orders his crew into pursuit. Aware of being followed, the Sphere searches for the largest, closest source of radio waves to fully empower itself and propel an infinite stream of its host into existence, and thus eradicate all life in the Universe. 


Its sensors hone in on Earth, and the Sphere changes trajectory for this new heading. 


Novatinus flies after the ship, preparing weaponry. After a short distance, he's left aghast at all of the destruction that the original tachyon blast has done - effectively disabling all of Earth's spacecraft, leaving the Death Metale as its sole defender. 


The Sphere gorges on the radio waves emanating from Earth, growing in power, reconfiguring itself. What will it become when it reaches Earth? As Captain Novatinus of the Death Metale, can you stop it in time? 

2. Gameplay Minutes

2.1. Gameplay Minutes

1. A Player begins the game with a menu which they continue from to play the game. 

2. Upon this selection, the player is required to select a saved profile or start a new game. 

3. Within their profile, a player can view all the challenges they have available to play in a "flowchart" style which displays the order and branches. Selecting a challenge will display some information about it including the title and previous play data. After selecting, a player can select the "Play" button to continue forward. 

4. After selecting a challenge, a player is given a few more details and the game requires a player to upload one, or possibly many, audio tracks for the challenge to use. The game loads the song and confirms with the player the details before continuing on. 

5. The challenge begins, with a small intro or countdown to prepare the player for the audio's beginning and allowing them to take in the scene ahead. 

6. As the music begins, the game will invoke challenges alongside audio changes as the player travels through the level to accomplish any tasks set by the challenge. A player continues playing through until they are defeated or the song ends. 

7. Upon the end of the song, the game displays a report of how the player went in playing through the challenge and provides the player with a score. 

8. Return to Step #3. 

2.2. Extra Steps

2 1/2. Menu for loaded profile including ship selection, score view, weapon modifying, etc 

3. Gameplay Modes

3.1. Overview 

This section details the modes of gameplay accessible to a player as defined by different interactions with the game. 

3.2. Space Fighter Simulator 

The primary mode of gameplay, which the game has been built around, is the Space Fighter Simulator. Though Audio is the means which develops challenges and is our key selling point, the base mechanic of Death Metale is the Space Fighter simulator with which the player uses to then interact with the music. 

In this main mode of gameplay, the player controls a ship as it flies through space on a pre-determined path whilst avoiding obstacles and defeating enemies. In controlling the ship, the player is able to move the vehicle up, down, left and right whilst the vehicle steadily travels forward at a constant pace so as not to throw music timing off. The world is 3D, however a player is only able to move in a two-dimensional fashion (i.e. over the x and y axes) and only as far as the screen's boundaries where the player will find they cannot travel beyond, though the camera may assist a little in making it appear more than linear. A player is granted access to a variety of weapons to overcome enemies and obstacles with, all of which are generated by analysis of an uploaded audio clip and specific rules for the selected challenge. 

3.3. Menus 

Menus are an essential part of many games, and are also a part of Death Metale. When a player is within a menu, they are able to go through a series of selections to achieve a variety of outcomes which affect the game. Menus that are available in Death Metale include: Main Menu, Options Menu, Saved Profile Selection, Challenge Selection and Song Upload. 

3.4. Possible Extras 

These extras are something to look at beyond the basic scope of the project. 

3.4.1. Ship Management 

Being able to select and manage a space fighter is a possible addition, allowing a level of customised play by different players. Ship designs can reflect certain common genres of music to further promote the game's musical roots, and each ship can have a set of attributes or equipment system which the player can manage as the game progresses. 

3.5. Player Control 

Within the menu: 

	Action 
	Effect 

	Mouse hover 
	highlights a heading to be selected 

	Mouse Left click 
	selects the menu option 



Within gameplay: 

	Action 
	Effect 

	W key 
	Moves the ship upwards (positively on the y-axis 

	S key 
	Moves the ship downwards (negatively on the y-axis) 

	A key 
	Moves the ship left (negatively on the x-axis) 

	D key 
	Moves the ship right (positively on the x-axis) 

	Q key 
	Rotates the ship anti-clockwise 

	Q + Q 
	When hit twice in quick succession, the ship performs an anti-clockwise 360 degree roll that can deflect bullets when timed well. 

	E key 
	Rotates the ship clockwise 

	E + E 
	When hit twice in quick succession, the ship performs a clockwise 360 degree roll that can deflect bullets when timed well. 

	Mouse Left Click 
	Fires the primary weapon once in the direction of the targeting reticule. 

	Mouse Left Hold 
	Fires a continual stream of the primary weapon in the direction of the targeting reticule. 

	Mouse Right Hold 
	Lock-on for secondary weapon when the reticule passes over an enemy. 

	Mouse Right Release 
	Fires the secondary weapon at targeted enemies designated by lock-on. 

	ESC key 
	Pauses the game and brings up an in-game pause menu. 

	Possible Extras 
	---------------------------------------------- 

	Mouse Wheel 
	Scroll through available weapons. 

	??? 
	Further aerial acrobatics. 

	W + W 
	Boost 

	ESC key 
	Pauses the game and brings up an in-game pause menu. 


4. Music in Gameplay

4.1. Audio Analysis Principle 

Within the analysis of uploaded audio, there should exist a set of rules which define what can cause a reaction from the game. By using audio analysis and checking against these rules, we can have the game respond to the audio in variety of preset ways. 

For the game, a set of "slots" should be available, each with their own set of checks which are done against the audio. If a slot is satisfied with its check, then it will create whatever enemy or obstacle is assigned to that slot along with any additional features the audio has on the creation. Each challenge is required to use all the available slots, and though a challenge may exist in more than one slot, no more than one slot can be activated by the audio at any one point in time (Boss challenges may be an exception to this rule). 

4.2. Audio Tracks 

A user is able to upload any audio track, providing it is one of the supported audio formats, before beginning the challenge. Challenges may require more than one song, where stated, in which case the challenge plays through all uploaded songs before being completed. 

Songs must fit within a duration to ensure that the game is neither too short nor too long. The duration should be greater than 1 minute, but less than 10 minutes. 

Since the game will be run off the player's own computer, there is no file size restriction for the audio track, however if the game is ever run from a website there will need to be a further restriction on file size. 

4.3. Slots 

There will be n slots, the rules which each slot goes by is as follows: 

Example: (Still need to confirm things with Craig) 

· Slot #1: A small rise (less than 20%) across the board (in more than 4 frequency ranges) with a low decibel range (less than 0). 

4.4. Assets and Music 

4.4.1. Enemies 

Most enemies simply spawn from the music, since the design rule for them is that no enemy should stick around for too long. Bosses, on the other hand, attack and maneuver in response to the music with their actions assigned to slots. 

4.4.2. Obstacles 

Obstacles react in different ways to the music, but the same principle of appearing in time with a triggered slot still applies. However, obstacles such as rings work with the music in different ways throughout the challenge to provide a different way for the game to appear reactive to the audio. 

4.4.3. Visual Enhancements 

Visual enhancements are separate from the slots, but may react under similar circumstances. 

4.5. Expansions 

4.5.1. Player Interaction 

4.5.2. Pre-existing Audio 

5. User Interface

5.1. Title Screen 

A few basic commands for the player to use when the game begins. Play takes the player to the Save File Selection, Options to a screen of available settings and options and Quit closes the game. 
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5.2. Save File Selection 

A list of saved profiles for the game. This screen may possibly be removed, a Profile and multiple save feature may be beyond the scope. 
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5.3. Challenge Select 

A graphical display of challenges which have been completed and can be undertaken. Depending on how many challenges we have the time to develop, we can create paths and a story to work with each one. Each challenge should bring something unique to the game, so replaying it with a different song is just as rewarding. The screen should also show the best score for the challenge and what song was used to achieve it (and I also included a "preview screenshot" as an option). 
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5.4. Song Uploader 

After selecting a challenge, a player must upload a song to use for the challenge. It is possible different challenges will have different requirements, and some later challenges may even require more than one song. Once uploaded, and the system confirms it's ok, the player can Start the game (a loading screen may appear after this if required). 
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5.5. Gameplay View 

A preview mock-up of the interface in game. The red dots indicate targets spawned by the music. An equaliser sits on the bottom right of the screen with the duration of the song passed / left. The health is on the top left of the screen. If weapons become interchangeable, or other upgrades are used I would suggest bottom middle or left of the screen. 
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6. Ship Design and Attributes

6.1. Player Ship Design 

Description: 

[image: image6.jpg]



[Concepts courtesy of: Curtis (_CAD_)]

6.2. Player Ship Attributes 

This section details how the ship works within gameplay. 

6.2.1. Movement 

The ship should have fluid and steady movement over the x and y axes whilst moving constantly forward along a pre-determined path. A player should be able to control the ship along x and y axes, and movement in any direction controlled by the player should be of the same speed. The pre-determined path moves at a constant pace as events are timed against the audio, and thus boosts or reductions in speed either need to be accounted for ahead of events or should be non-existent. The camera should follow the pre-determined path, whilst the ship is given a limited space of movement around the path (as far as the screen reaches) and it cannot exceed these invisible boundaries. When moving around, the nose of the ship moves ahead of the ship itself, to give the players a sense of where they are about to be aiming towards. 

The ship is also able to rotate to change the shape of its profile and dodge attacks; rotating the ship has no affect over normal movement controls. Hitting the roll button twice consecutively over a short time period will cause the ship to perform a quick barrel roll which gives it a moment of invulnerability. 

See Player Control 

6.2.2. Combat and Weapons 

In regards to combat, the ship should be able to handle multiple enemies at once, but also maintain a level of difficulty in mastering movement alongside combat. The screen includes a targeting reticule which is pointed in the direction the nose is pointing, allowing a player to shoot something on one side of the screen, even if they are on the other, by moving in that direction rather than having to actually traverse the screen. Shots should emit from the ship, and travel towards the targeting reticule allowing angled shots and encouraging a degree of skill and allowing a player to aim at enemies without obstructing them with the view of the ship. 

See Weapons 

6.2.3. Durability 

Despite the different lengths and difficulties of some audio clips against others, the ships health should remain a constant number so the players are not misguided in the durability of their own ship. Damage should splash off a shield which covers the ship, and when the shield runs out the ship will be destroyed; in this way the shield is the health of the ship. Depending on what the ship is hit with, and the size of the damage, the ship may or may not be forcefully bumped to give further indication to the player they are hit, and providing a small punishment for doing so by slightly ruining their targeting. 

In the same way many musical games allow a player to recover from high-stress moments during low-stress moments, Death Metale should also provide some incentive to continue playing even if there were some early mistakes. In this regard, the ship's shield energy should replenish at a rate comparable to the time the player has remained un-damaged for, or through scoring a combination of defeated enemies. Both methods can be used, and would both promote skills of different kinds. The restoration rate of the shields should never be at such a rate that allows a player to ignore large amounts of damage in an instant however, and will need to be balanced with play-testing. 

6.3. Expansion 

In order: 

1) The ship's weaponry and the player's success in play affects the music that is playing either by adding to the song with extra sounds (beats and other pre-recorded sound-bytes) and/or by blocking and unblocking certain frequencies or lowering and heightening the volume of the song. Music in Gameplay discusses this also. 

2) The possibility for expansion on the ship is available to give it actual numerical values regarding certain attributes, and also allow a player to select from a variety of ships (possibly designed to suit a variety of musical genres). 

3) Weapon expansion is discussed in Weapons, however unlocking weapons may be completed in a variety of ways including a shopping method (where accumulated points are spent), unlocks relative to progress through game (awarded after successful challenges) or automatically attached to different ships types. 

7. Enemies

7.1. Common Enemies 

7.1.1. Quick Shot 

Design: <to be determined> 

Attributes: The Quick Shot enemy type aims to appear quickly and be dispatched by the player with little effort. Quick Shots often appear in large numbers, but are easily dispatched and are of very little threat to the player. They are granted with 1 health point, are unable to attack and cause 5 damage upon collision. When spawned by music, the Quick Shot pops onto the screen and travels to a variable location on screen where it travels along until it either passes the player or is destroyed. 

Relation to Music in levels: The Quick Shot enemy should typically appear with the most common reading in an audio clip to be the most numerous of enemies. 

Difficulty Rating: 2/10 

7.1.2. Snake 

Design: <to be determined> 

Attributes: The Snake enemy type aims to appear slowly and be dispatched by the player with a little effort. More than 1 Snake will never appear on screen at any one time, and pose a small threat to the player given their large form and cyclic movement. The Snake is granted with 2 hit points for every segment (of which anywhere between 3 and 8 segments may appear. Max = 16), are unable to attack and cause 5 damage upon collision with every segment (max damage = 40). When spawned by music, the Snake appears from the distance with each segment adding on as it appears, and travels in a clockwise, or anti-clockwise, spiral that targets the player until it passes or is completely destroyed. 

Relation to Music in levels: The Snake enemy should typically appear when a continued rise and fall is recorded over a short period of time (at least 3 rises). 

Difficulty Rating: 3/10 

7.1.3. Cruiser 

Design: <to be determined> 

Attributes: The Cruiser enemy type aims to appear slowly and be dispatched by the player with a fair amount of effort. Cruisers are not completely rare in songs, but are tough to dispatch and can be of a great threat to the player. They are granted with 20 health, have a few attacks at their disposal and cause 5 damage upon collision. When spawned by music, the Cruiser rises onto the screen and begins firing balls of energy at a constant rate to cause 20 damage. It continually travels across the screen until it either leaves or is destroyed by the player. Never more than one should appear per second. 

Relation to Music in levels: The Cruiser enemy should typically appear when a very large rise is recorded. 

Difficulty Rating: 5/10 

7.1.4. Assaulter 

Design: <to be determined> 

Attributes: The Assaulter enemy type aims to appear quickly and be dispatched by the player quickly, but with a bit of skill required. Assaulters are common in many songs, and are a challenge to dispatch whilst being of moderate threat to the player. They are granted with 4 health, are able to attack and cause 5 damage upon collision. When spawned by music, the Assaulter boosts onto the screen and moves around at a rapid pace whilst occasionally firing its weak lasers to cause 5 damage. It continues its darting movements across the screen until it either leaves or is destroyed by the player. 

Relation to Music in levels: The Assaulter enemy type should typically appear when moderate rises are recorded. 

Difficulty Rating: 6/10 

7.1.5. Elite 

Design: <to be determined> 

Attributes: The Elite enemy type aims to appear quickly and provide a decent challenge for the player. Elites are uncommon in gameplay, are tough to dispatch and provide a high level threat to the player. Elites are granted with 10 health, have 2 attacks at their disposal and cause 5 damage upon collision. When spawned by music, the Elite warps onto the screen and begins moving about at a moderate pace. Elites are able to fire both small balls of energy, for 10 damage, and missiles, for 40 damage. It continues moving forward and around whilst shooting until it either passes the player or is defeated. 

Relation to Music in levels: The Elite enemy type should typically appear when large rises are recorded during periods of high readings (i.e. choruses) 


Difficulty Rating: 8/10 

7.2. Bosses 

7.2.1. Shuttle 

Design: <to be determined> 

Attributes: The Shuttle boss appears at the very start of the challenge and provides a difficult challenge for the player. The Shuttle is granted with health that coincides with the song's duration (possibly 1 health for every 3 seconds of the song), has 3 attacks at its disposal and will not collide with the player as it always travels ahead. When the song/challenge starts, the Shuttle runs away from the player, who is giving chase, and moves sluggishly around the screen, though generally sticks to the centre. The Shuttle is able to fire a pattern of scattered lasers, for 10 damage each, twin bombs, for 60 damage each, and a homing missile, for 50 damage. 

Relation to Music in levels: The Shuttle enemy type appears at the beginning, but attacks in a pattern related to the music. Lasers are associated with small rises, bombs with moderate rises, and missiles with high rises. 

Difficulty Rating: 9/10 

8. Obstacles and Others

8.1. Overview
"Obstacles" is the term used for any object which is spawned through the music which primarily relies upon the player's movement over combat. Some obstacles may be destroyed, and almost all cause damage, however obstacles are devoid of Artificial Intelligence outside of their spawning criteria (as described in their Attributes and Relation to Music in levels). 

Obstacles will need to undergo a large expansion if terrain is added, though in space obstacles can be used to define a style for a level, it will be of a greater level with expansion. At the moment, obstacles should simply assist as a challenge and with the visualisation of audio. 

8.1.1. Asteroids 

Design: A large spherical rock pockmarked with craters. 

Attributes: The Asteroid obstacle aims to appear slowly and be easily avoided, but obstruct a large part of the screen. Asteroids are indestructible, cause 15 damage upon collision and never more than 1 should appear every second. When spawned by music, the Asteroid slowly appears in the distance and travels at a slow pace towards the player to vanish when the player passes it. An asteroid, when passing the player, should never take more than half the screen. 

Relation to Music in levels: The Asteroid obstacle should typically appear with large rises during soft periods. 

Difficulty Rating: 5/10 

8.1.2. Firework 

Design: The Fireworks fire up from the bottom of the screen and shower back down slowly at a continual rate (e.g. http://en.wikipedia.org/wiki/File:RoyalFireworks.jpg) in a select few bright colours. 

Attributes: The Firework obstacle aims to appear slowly, and be easily avoided but is quite dangerous. Fireworks are invulnerable, cause 30 damage upon collision and many can appear in quick succession. When spawned by music, the Fireworks fire up from the bottom of the screen and shower back down slowly at a continual rate until it passes the player. 

Relation to Music in levels: The Firework should typically appear in moderate rises during soft periods. 

Difficulty Rating: 6/10 

8.1.3. Lasers 

Design: <to be determined> 

Attributes: The Laser obstacle aims to appear quickly, is difficult to avoid and can be quite dangerous. Lasers are invulnerable, cause 30 damage upon collision and no more than one can appear every second. When spawned by music, a faint outline of where the laser will appear gives a warning before the laser suddenly blasts onto the screen to linger for a moment before passing the player. 

Relation to Music in levels: The Laser should typically appear in high rises during moderate periods. 

Difficulty Rating: 8/10 

8.1.4. Mines 

Design: <to be determined> 

Attributes: The Mine obstacle aims to appear slowly and needs to be avoided as collision is of great threat to the player. Mines are granted 2 health, cannot attack, but cause an explosion and up to 50 damage upon collision. When spawned by music, the Mine appears at a random point ahead of the player and remains until it is destroyed or until it passes the player. 

Relation to Music in levels: The Mines should typically appear with small to moderate rises within all periods. 

Difficulty Rating: 3/10 

8.1.5. Targets 

Design: <to be determined> 

Attributes: The Target obstacle aims to appear quickly, does not need to be avoided and poses no threat. Targets are granted 1 health, cause no damage upon collision and many may appear at any one time. When spawned by music, the Target appears at a random point ahead of the player and remains until it is destroyed or until it passes the player. 

Relation to Music in levels: The Target should typically appear with small rises within all periods. 

Difficulty Rating: 1/10 

8.1.6. Rings 

Design: <to be determined> 

Attributes: The Rings are a series of targets a player must fly through, rather than shoot, and are invisibly connected to a path designated by the music. The rings pose no threat of collision or combat to the player, and are merely a target to test the player’s control of the ship's movement rather than that of combat. Unlike other music spawning, Rings appear to be passed through for every beat (half a second) so the player passes through them, for where they would be situated according to the music, in time with the related beat. 

Relation to Music in levels: The Rings should typically appear in verses, or times of little combat, or throughout the entire song. Rings are connected together on a path by the music. 

Difficulty Rating: 3/10 

8.2. Drops 

Weapon Upgrade Drop 

see [[1]] 

Bonus Points Drop 

Aside from weapon upgrade drops, there is also a bonus points drop. This drop spawns every 45 seconds, and the player must collect it as they would a weapon upgrade drop - although it is purely a points only drop. 

8.3. Visual Enhancements 

Placeholder: confer with artists'
9. Weapons

9.1. Weapons Attributes 

Primary Weapon 

Forward Lasers - do 1 health points per hit, 0.5 sec rate-of-fire 

Can update to: 

Twin Laser Gatlings - do 1 health points per hit, 0.2 sec rate-of-fire 

Can upgrade to: 

Strong Beams - do 6 health points per hit, 1 sec rate-of-fire 


Secondary Weapon 

Homing Rockets - do 2 per hit, 3 sec rate-of-fire 

Can upgrade to: 

Scatter Rockets - do 4 per hit, 3 sec rate-of-fire (although can hit more targets) 

Can upgrade to: 

Photon Grenade - do 12 per hit, 9 sec rate-of-fire, reasonable area of effect. 

9.2. Weapon Upgrading Process 

The opportunity for a weapon upgrade will be a drop from an enemy that is killed, every 30 enemies (the 30th enemy spawned will hold the upgrade and drop it when destroyed). 

These will alternate between the primary weapon and the secondary weapon (i.e. the first weapon upgrade opportunity will be for the primary weapon, then the second weapon upgrade opportunity will be for the secondary weapon, the third will be for the primary weapon, and so forth). 

The enemy that bears the drop will be a different coloured model to the regular models of that type, to distinguish it and highlight it as something the player can strive for. 

9.3. Alternate Weapons 

These are suggested weapon types only: 

Scatter shots 

Hornet Nest Rockets 

EMP bombs 

Triple Blasters 

Lightning Whip 

Rebounding Lasers 

Cluster Bombs 

Force Balls 

Cutting Arc 

Flame Thrower 


Should other weapons be included beyond the primary and secondary weapons already mentioned, these may be available for the player on completion of levels. 

10. Scoring

10.1. Premise

1,000,000 after 10 minutes of solid, kick-ass play 


10% based on time = 100,000 per 10 minutes = 10,000 per minute = 166 +1/6 points per second 

60% based on enemy destruction = 600,000 per 10 minutes = 60,000 per minute = 1,000 points per second 

15% based on tunnels/obstacles = 150,000 per 10 minutes = 15,000 per minute = 250 points per second 

15% based on pick-ups = 150,000 per 10 minutes = 15,000 per minute = 250 points per second 

10.2. Time

Rounding off from the premise: 

1 second = 150 points 

10.3. Enemy Destruction

Given that we take 2 samples per second, across 8 frequencies, then: 

10 quick shots per second 

1 snake per 5 seconds 

1 cruiser per 10 seconds 

1 assaulter per 20 seconds 

1 elite per 30 seconds 

1 boss per 3.5 minutes 


Per minute: 

600 quick shots 

12 snakes 

6 cruisers 

3 assaulters 

2 elites 


Per 10 minutes 

6,000 quick shots 

120 snakes 

60 cruisers 

30 assaulters 

20 elites 

3 bosses 


If enemies and score progression remain constant, then the 600,000 per ten minute block is evenly spread amongst the enemies. 

6,000 quick shots over 100,000 = roughly 17 points per quick shot 

120 snakes over 100,000 = roughly 833 points per snake 

60 cruisers over 100,000 = roughly 1,667 points per cruiser 

30 assaulters over 100,000 = roughly 3,333 points per assaulter 

20 elites over 100,000 = roughly 5,000 points per elite 

3 bosses over 100,000 = roughly 33,333 points per boss 


Furthermore, it would be expected that the player may only kill 50% of the quick shots, so: 

6,000 quick shots x 50% over 100,000 = roughly 34 points per quick shot 


Rounding these numbers for simplification: 

Quick Shot = 50 points 

Snake = 800 points 

Cruiser = 1,500 points 

Assaulter = 3,000 points 

Elites = 5,000 points 

Boss = 30,000 points 

10.4. Tunnels/Obstacles

A work in progress... 

10.5. Pick-ups

Given that there are two types of drops, a weapon drop and a points drop, and that these might occur every 45 sec each, then there will be roughly 26 drops. Weapon drops are their own rewards, and will be worth 20% compared to the points drop, which will be 80% of the points awarded. 

(150,000 x 80%)/26 = roughly 4615 points per drop 

(150,000 x 20%)/26 = roughly 1154 points per drop 


Rounding, then, we'll make it: 

Points Drop = 5,000 points 

Weapon Drop = 1,000 points 

11. Central Challenges

11.1. Overview 

Death Metale will aim to challenge players through a series of physical challenges often related to games within both the musical and space simulator genres. Death Metale's challenges should be fairly typical for both of the genres it falls under; both genres which rely upon coordination of physical senses. Though the challenges all require a combination of hearing, vision and movement on the player's part, the player also needs to be somewhat pre-emptive to many of the challenges given how they appear at parts of the audio. 

Generally, the challenge layout for Death Metale should result in a linear difficulty curve with the challenges provided slowly growing in difficulty and complexity. However, since Death Metale's challenges are delivered by the music a player chooses, balancing the difficulty curve is difficult and a variety of songs will need to be tested to ensure that, for a variety of songs, the difficulty rises, or at least gives the impression of rising, the further into the game the player gets. 

The types of challenges a player will face include: 

· Physical coordination challenges in the form of controlling the ship whilst avoiding and/or defeating enemies and/or obstacles. 

· Conflict challenges in the form of defeating enemies throughout the game. 

· Pattern Recognition challenges in the form of recognising both enemy action patterns and how audio affects the level. 

* <more to come>

11.2. Central Challenges 

The game involves a simple hierarchy of challenges, and can be viewed as a series of key aspects which group similar challenges together. 
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12. Challenge Layout

12.1. Challenge Select 

Challenge #1 

Challenge Name: Starting Up 

Challenge Features: Targets 

Challenge Objective: Destroy 50% of the targets 


Challenge #2 

Challenge Name: First Assault 

Challenge Features: Targets + Quick Shot 

Challenge Objective: Destroy 50% of the targets 


Challenge #3 

Challenge Name: Lethal Run 

Challenge Features: Quick Shot + Targets + Mines + Rings 

Challenge Objective: Destroy 50% of the targets 


Challenge #4 

Challenge Name: The Graveyard 

Challenge Features: Quick Shot + Snake + Cruiser + Asteroids + Mines 

Challenge Objective: Destroy 50% of the targets 


Challenge #5 

Challenge Name: Persecution 

Challenge Features: Shuttle 

Challenge Objective: Reduce Shuttle to less than 50% health 


Challenge #6 

Challenge Name: Escape the Aftermath 

Challenge Features: Quick Shot + Snake + Assaulter + Asteroids + Lasers + Fireworks 

Challenge Objective: Destroy 50% of the targets 


Challenge #7 

Challenge Name: Challenge of Deep Space 

Challenge Features: Targets + Snake + Elite + Rings 

Challenge Objective: Destroy 50% of the targets 


Challenge #8 

Challenge Name: Space Invader 

Challenge Features: Rings + Quick Shot + Assaulter + Cruiser + Fireworks+ Mines 

Challenge Objective: Destroy 50% of the targets 


Challenge #9 

Challenge Name: Prologue to the End 

Challenge Features: Cruiser + Assaulter + Elite + Fireworks + Lasers 

Challenge Objective: Destroy 50% of the targets 


Challenge #10 

Challenge Name: Finale 

Challenge Features: Final Boss + Asteroids 

Challenge Objective: Reduce Final Boss to less than 50% of total health. 

13. Difficulty Curve

13.1. Overview 

Regardless of the size of the game, the difficulty curve provided by the challenges we work into challenges should be linear in the total rise in difficulty. Challenges challenge the player with a variety of Enemies and Obstacles, and thus to ensure a "linear" difficulty curve, each subsequent challenge must step up the difficulty at a set rate. Given that we are unable to build the challenges into the levels as set-pieces, but rather have to rely upon the uploaded audio to create them, keeping a linear difficulty curve is challenging, however it should run in such a way that the "perceived difficulty" increases assuming one song was used throughout. 

The best way to rate and decide upon difficulty, would be to delegate the challenges with a difficulty rating, add the collection of ratings together and ensure that the average is of constant, or near-constant, linear progression. 

13.2. Challenge Difficulty Ratings 

Difficulty Ratings of challenges added and averaged. Rankings (S,A,B,C,D,E) may be useful instead, but most likely the frequency of the challenges will vary between challenges, and this will affect difficulty. (example: a lot of cruisers may be more difficult than a single laser) 

Challenge 1: 1 (Targets) = 1/1 = 1.0 

Challenge 2: 1 (Targets) + 2 (Quick Shot) = 3 / 2 = 1.5 

Challenge 3: 1 (Targets) + 2 (Quick Shot) + 3 (Rings) + 3 (Mines) = 9 / 4 = 2.25 

Challenge 4: 2 (Quick Shot) + 3 (Snake) + 3 (Mines) + 5 (Cruiser) + 6 (Asteroids) = 19 / 5 = 3.8 

Challenge 5: 8 (Shuttle) = 8 / 1 = 8.0 

Challenge 6: 2 (Quick Shot) + 3 (Snake) + 6 (Asteroids) + 6 (Assaulter) + 6 (Fireworks) + 8 (Lasers) = 21 / 6 = 4.6 

Challenge 7: 1 (Targets) + 3 (Snake) + 3 (Rings) + 8 (Elite) = 15/4 = 3.75 

Challenge 8: 2 (Quick Shot) + 3 (Rings) + 3 (Mines) + 5 (Cruiser) + 6 (Assaulter) + 6 (Fireworks) = 25 / 6 = 4.2 

Challenge 9: 5 (Cruiser) + 6 (Assaulter) + 8 (Elite) + 6 (Fireworks) + 8 (Lasers) = 33 / 5 = 6.6 

Challenge 10: 6 (Asteroids) + 10 (Final Boss) = 16 / 2 = 8.0 

14. Challenge Completion and Failure

14.1. Challenge Completion 

This section defines what occurs when a challenge, or higher group of challenges, is successfully completed by a player. 

14.1.1. Singular Challenge 

Singular challenges the game poses, including, but not limited to, enemies and obstacles, are completed through either defeating or avoiding the challenge. Upon completing a challenge, the player may be rewarded with a set number of points or a selection of bonuses. 

14.1.2. Challenge 

Completing the challenge of a challenge involves successfully surviving the level, without ship destruction, and meeting any set goals the challenge sets out for the player. Upon successful completion of a challenge, a player is granted access to further challenges, extended plot and a points bonus. 

14.1.3. Game 

Completing the game in its entirety (as defined by successfully completing all the challenges available) should reward the player with a points bonus, extended plot and perhaps some extras to encourage further play. 

14.2. Challenge Failure 

This section defines what occurs when a challenge, or higher group of challenges, is unsuccessfully completed by a player. 

14.2.1. Singular Challenge 

Singular challenges the game poses, including, but not limited to, enemies and obstacles, are failed by either colliding with the enemy, obstacle or enemy attacks or by failing to defeat an enemy or obstacle. Collision leads to a loss of health, and successive collision can lead to ship destruction and consequential challenge failure. Failing to defeat an enemy or obstacle results in no points being awarded to the player. 

14.2.2. Challenge 

Failing to complete the challenge of a challenge involves either unsuccessfully surviving the level via ship destruction or by failing to meet any set goals the challenge sets out for the player. If either of these failures occurs, the player is unable to continue forward in the game and will be rewarded with substantially lower points. 

14.2.3. Game 

Failing to complete the game in its entirety is much the same as challenge failure, but as an overview may occur if a player is unable to progress further in the game due to them being overwhelmed by the level. 

15. Artificial Intelligence

15.1. Overview 

Death Metale's Artificial Intelligence needs to be quite simple, given the high possibility of high numbers of enemies in certain types of audio, but meet the level of difficulty attached to the type of challenge. There are a set of rules Artificial Intelligence for Death Metale should abide by which are simple and apply to all enemies. The rules are: 

· Enemies should typically act on where a player is, not predict where they shall be or where they have been, which in general promotes constant movement on the player's part. 

· With regards to movement, enemies with movement A.I should have response times to player attacks and a response pattern to act in a way that coincides with their difficulty. 

· Typically, difficulty is not determined by Artificial Intelligence, but by the tools an enemy has at their disposal. 

· Obstacles and enemies spawn in response to the audio rather than a set time or in response to a player. 


These are the rules which are standard across the board for all enemies and obstacles. For a breakdown of enemy Artificial Intelligence, see the below. 

15.2. Enemy A.I. Breakdown 

Quick Shot: 

Snake: 

Cruiser: 

Assaulter: 

Elite: 

Shuttle: 

Final Boss: 

16. Appearance and Setting

16.1. Theme Priority 

Death Metale's appearance and setting should be based upon a few key themes as described below, in the order of priority: 

· Plot: The plot is the force which gives the game forward momentum and progression and thus must appear to work alongside the appearance and setting. Plot can feature heavily upon the setting for numerous factors, specifically unique enemies and obstacles, terrain/level design and to tie in the appearance of protagonists and antagonists. As the first priority, any graphical aspects must be able to relate to plot and the themes it describes to varying levels. 

· Space Fighter Simulator: First and foremost, this game was designed as a space fighter simulator, and thus the appearance and setting should heavily fall back on this idea. Typically the challenges are set in space, and the general appearance should be instantly recognisable to anyone at a glance that it's a space fighter simulator. Though the plot is the first priority, it should still fall back on this theme as a basis. 

· Music: As the drive for the mechanics, and the major selling point, music should feature prominently within appearance and setting. Both symbols that are common to music and displays that can be related to it, such as disco lights, should be used. In general, though music is a major drive, it is of the lowest priority and thus would be expected to be used alongside other themes, or be much more in the background. 

17. Implementation

Death Metale has a wide variety of available options regarding implementation. As a casual, independently developed game, it naturally rules out mainstream retail production and distribution, yet many less costly and easier channels of distribution are available to the team. 

The primary method of implementation and distribution will be through the internet for personal computers. Whether completely free or attached to a price-tag, the game should be available from a hosted website to download, install and play. Hosting the game to be played online directly from the website is not only a security risk, but with the "song uploader", the bandwidth requirement would be quite large. By comparison, creating and adding an installer for the game should not be overly time consuming in development and should run more efficiently. 

Due to our roots on sumea, we know there is already a small audience who will know of the game, but advertising it beyond our starting audience should not be difficult, just competitive. For independent games, the best form of advertisement is through various competitions and features. In the development of Death Metale, two aims were procured at an early stage of the team gathering: Game Connect Asia Pacific 2009 Independent Showcase and the Independent Games Festival. 

{To Be Expanded pertaining: Other consoles (iPhone, XBLCG, DSi), Distribution (Steam, own website, etc), Other paths for game} 

18. Graphics

See Appearance and Setting for artistic style and aim. 

In this section we delve into the quality of graphics we’ll use within the game. 

The graphics within the game are limited by two factors: targeted platform and artistic skill. 

The power and specifications of the targeted platform(s) for Death Metale will have an influence upon the quality of the graphics. Though the PC has fewer limits, the broad audience aim for the game should bear in mind that many players may not have high end graphics cards or recently purchased computers. The minimum specifications for the game are most likely to be heavily reliant upon the graphical display of the game and graphical fixes may be required to ensure the game plays smoothly enough for the minimum specifications. It should also be noted that porting the game to other platforms will most likely require a level of downgrading the graphical quality and updating them to work with the other platforms. 

The artistic skill of the artists is, though determinable through portfolios and previous work, hard to gauge with reference to their actual impact upon the game. Though it comes down to the graphical capabilities of the hardware the game aims to be developed for, the skill of the artists is also essential to ensure that any possible combination of assets will not cause unnecessary drain on the hardware or cause the game to slow down in any way. 

The possibility of lag is especially important given the game’s aim to work alongside music. A slight delay caused by loading graphics can easily alter the timing between the music and game, thus stress tests will be required to discover what level of graphical stress the game can undergo without losing the timing. 

19. Audio

See Music in Gameplay for the interaction between audio and the game. 

Sound is very important the Death Metale; in fact making up half of its genre classification. In this section we’ll discuss the quality of sound, uploading procedures and style. 

The quality of sound, like graphics, is dependant upon the targeted platform and sound designer’s skill. Unlike graphics, however, the targeted platform does not need to accommodate variations of the sound to help the game work. Rather, it is the quality of the sound that is dependant upon the quality of the platform’s speakers; something which is out of our control. The Sound Designer will be charged with creating high quality audio tracks which can be attached to the game for loading screens, but also audio which can be used for challenges in place of a user’s own audio tracks. The only consideration the Sound Designer should make in regards to the game should be the size of the tracks; however compression may be an option in the hands of the programming team. 

Death Metale requires players to upload audio tracks for use within the challenges of the game, and though some rules are defined for the uploaded tracks, they primarily deal with what can affect gameplay. Audio tracks which are uploaded should also be checked for size and type. A check of the file size can allow us to ensure the game is not in any way corrupted. A minimum size for audio matching the minimum time plus a maximum size for audio matching the maximum time should both become checks for uploading tracks. The type of audio file is important also, and should be, at least initially, limited to .mp3 format. Other formats may be expanded upon recommendations by the programming team and sound designer. 

In the case where the game is unable to upload the track, the reason should be provided to the player. Where a reason is unavailable, a short explanation of possible reasons the game may not have been successful with the upload, plus a help contact should be provided. In order to prevent game corruption or freezing, a time limit should run when reading the audio tracks. If the time limit is reached, and the audio is still unable to load, the game should cancel the uploading and provide the user with the error message relayed in the case a reason is unavailable. 

Finally, the style is something that should generally be left in the hands of the Sound Designer. They should make it their project to discover not only a “style” to suit the game’s aesthetics, but also the gameplay to make full use of the challenges with an “officially supported track” that has been run through playtests and approved.

