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Streets of Rage


	
INTENDED PLATFORMS

	
This game will be produced for Saga mega drive and any future platforms in the Saga company. [1]







	TARGET AGE / DEMOGRAPHIC OF PLAYERS

	
I’m aiming this game towards an audience who enjoy action packed beat ‘em ups, engaging storyline and cooperative gameplay experience. Players who enjoy arcade experience games hopefully will crossover to streets of rage. Teenagers and young adults who are accustomed to arcade games hopefully will be our main target audience. [2]





	INTENDED PEGI / ESRB RATING

	
This game will hopefully be rated V.R.C MA-13 for mature audiences in USA or Pegi 7 in Europe [3] [4]
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SECTION 1: TITLE PAGE	   	
Scott Rogers ‘Ten-Pager’ Template		





SECTION 2: GAME OUTLINE


	GAME STORY SUMMARY 

	
In the sprawling expanse of Metro city, a shadowy criminal syndicate has cast its sinister
grip, plunging the once vibrant streets into chaos. Ex-cops Axel Stone, Blaze Fielding, and Adam Hunter, united bye a common purpose, decided to take matters into their own hands and reclaim their city from the clutches of elusive crime lord, Mr X.

The story unfolds as the trio unravel Mr. X insidious plot to miniplate the city law enforcement for his gains. Fuelled by a mix of outrage and duty, Axel, Blaze, and Adam embark on a hazardous journey through the perilous streets, confronting waves of adversaries dispatched by Mr. X. As they delve deeper, they uncover shocking revelations about their adversaries, pushing their skill and loyalties to their limits.

This tale weaves together themes of camaraderie, betrayal, and unwavering resolve to reinstate justice. Against the backdrop of the city in turmoil, our protagonist confronts personal demons and peel back the layer of deception threatening to engulf Metro City. Every defeated thug and every uncovered secret contribute to the epic struggle of these Ex-Cops against the encroaching darkness. The fate of Meto City Hangs in the balance, and the Streets of Rage resonates with the echoes of relentless battle for justice. 

[4]




	GAME FLOW

	
1. Introduction:
The game begins with an introduction, setting the stage for the story and introducing players to the characters and the abilities (Axel Stone, Blaze Fielding, and Adam Hunter) and their mission to clean up Metro city.

2. Scoreboard:
Throughout the game players will be able to keep scores and become ranked top players hopefully given this came next the depth of competition.

3. Level beginning:
Players begin each level in a new environment, such as a city street, back alley, warehouse, factory, beachfront, elevator, ferry, bridge, and penthouse suite each with a visual style and challenges.

4. Combat:
Players engage in hand-to-hand combat with waves of enemies. Controls will allow you to use a variety of attacks including punches, kicks, and special moves unique to the individual character. Giving the player unique ability of ownership.



5. Progression:
as players defeat waves of enemies, they will progress through the level. The game includes strolling right to left, vertical and horizontal given the player the feeling of control of the area and revealing new challenges.

6. Pickups and power ups:
Throughout the levels players can find pickups health restoring items and weapons like pipes or knives that they can use in combat also players will take weapons off enemies who drop them. Also, through the level money will be dropped such as gold bars of coins that will add up to give the players special abilities. Extra lives can be found too.

7. Boss battles:
At the end of each level a challenging boss battle will take place. Bosses have unique attack patterns that require players to think strategically to defeat them.

8. Cooperative gameplay:
This game will have a two-player cooperative feature which will give players the option to choose from the three main characters and battle their way through Metro city. With the addition of an extra player games hardness will increase with more bad guys and bosses. Also, with two players on screen they will be able to interact with each other either negatively or positively.

9. Level of completion:
After all minions and the boss are defeated the player with complete the level and move on the next stage.

10. Repeat:
the cycle will repeat as the players move through multiple levels, facing increasing difficult enemies and bosses that the lead in the final showdown with Mr X.

11. Decision time:
Before battling Mr X, he will give you a choice to become his right-hand man. If yes, he sends the player back a few levels. If no, the player continues to fight Mr X.

12. Conclusion:
The game concludes either in defeat to Mr X or triumph against him.
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SECTION 2: GAME OUTLINE 
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SECTION 3: MAIN CHARACTER(S)
& PLAYER CONTROLS




	CHARACTER DOSSIER / DETAILS 

	NAME:
	Axel Stone

	GENDER:
	Male

	AGE:
	22

	KNOWN ASSOCIATES:
	Ex-Cop

	Hobby:
	Video Games

	Ability:
	Martial arts



	[bookmark: _Hlk152795161]CHARACTER APPEARANCE

	
Free hand drawing what I would like Axel to look like. [4]
[image: ]
Below you find some reference picture for him. [5]
[image: ][image: ][image: ]
[image: ]

	CHARACTER’S BACKSTORY

	
Axel is 22-year-old white male with blond hair who is a trained martial artis. Axel also like to play video games. He is a well-rounded character. [6]


	CHARACTER CONTROLS / PLAYER CONTROLS

	
[image: ]
Figure 1 Streets of Rage controller. [7]




	CHARACTER DOSSIER / DETAILS 

	NAME:
	Blaze Fielding

	GENDER:
	Female

	AGE:
	21

	KNOWN ASSOCIATES:
	Ex-Cop

	Hobby:  
	Lambada

	Ability:
	Judo

	CHARACTER APPEARANCE

	
Free hand drawing what I would like Blaze to look like. [4]
[image: ]
Below you find some reference picture for here. [5]
[image: ][image: ]
Figure 2 [5]



	CHARACTER’S BACKSTORY

	
Blaze is 21 years old white female, who loves lambada as a hobby and is a master in the martial arts judo. Blaze is far quicker that Adam and Axel, but this comes at a cost with less physically presence. [6]




	CHARACTER CONTROLS / PLAYER CONTROLS

	
[image: ]
Figure 3 Streets of Rage controller. [7]






	CHARACTER DOSSIER / DETAILS 

	NAME:
	Adam Hunter

	GENDER:
	Male

	AGE:
	23

	KNOWN ASSOCIATES:
	Ex-Cop

	Hobby:
	Bonsai

	Ability:
	Boxing



	CHARACTER’S BACKSTORY

	
Adam is a black male 23 years old who is an expert boxer and is the powerhouse of the three main characters. His weaknesses are that he moves more slowly than the other and this can affect his handling around the game stages. [6]


	CHARACTER APPEARANCE

	Free hand drawing what I would like Adam to look like. [4]
[image: ]
Below you find some reference picture for him. [5]
. [image: ] [image: ] [image: ]
Figure 4 [5]

	



	CHARACTER CONTROLS / PLAYER CONTROLS

	
[image: ]
Figure 5 Streets of Rage controller. [7]
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SECTION 4: GAMEPLAY


	SEQUENCE OF PLAY

	
· Introduction/Setup:
Streets of rage will open with an introduction telling the story of the peaceful place of Metro city where three young ex-cop who decide to take on the criminal syndicate run by Mr X and his thugs.

· Level Progression:
The main aim of my game is to play multiple levels, each representing different part of Meto City. These levels are City streets, inner city, beachfront, bridge, fairy, factory, freight elevator and syndicates headquarters. These areas will represent different challenges and unique enemy types.

· Boss Battles:
At the end of each level the player will come across a unique and challenging enemy boss character. These encounters will set up big set piece with special boss who will have their own style of fighting and special attacks. 

· Plot Development:
At the beginning and at the end there will be some cutscenes with written dialogue to give the player some accomplishments with the story.

· Cooperative gameplay:
I want this game to encourage friend and colleges to come together and play cooperative and face the challenges together and hopefully this will enhance their gameplay.

· Power-up and weapons:
Throughout the levels players will be able to see and discover power up that will make there survivability much greater. Different weapons will drop throughout the level as well that will enhance the player damage and fight style.

· Final showdown: 
When and if the player/players get through all the levels and meet Mr X this will in tale the ultimate showdown that will require the player to us all their skills and resources required.

· The End:
The End may vary depending on the player/player choice before engaging in combat with Mr X and his thugs. Once Mr-X is defeated Streets of rage comes to an end with Axel, Blaze and Adam standing over Mr X in his demise. 







	UNIQUE SELLING POINTS (USPs)

	
I feel the main selling point to my game is that the multiplayer element that bring two players together in competition for the highest score and feel of accomplishment you get together to fight as a team and complete the different stages together. Both player and experience all three character and their different ability.

Another selling point will be at the end and in two player option both players can fight each if the right choices are selected to become the boss of Metro City. This option will give the game an extra darker layer for people to choose from.














	PLATFORM-SPECIFIC FEATURES

	
There are no Platform specific features.
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SECTION 5: GAME WORLD




	GAME WORLD

	
My game world will consist of 8 rounds that are located in the city of Metro: City Street, Inner City, Beachfront, Bridge, Aboard ship/fairy, Factory, Freight Elevator, and syndicate headquarters with finally boss fight throne room. Initial location sketches and reference images for 4 of these can be seen below.
Adam, Axel, and Blaze will fight their way through the levels to get to Mr X.




	LOCATION DETAILS

	NAME:
	Round 1 City Street


	WHAT DOES IT LOOK LIKE?
	City street location should be bright with nightclubs and nighttime shops.

[image: ]
Figure 6 [4]

[image: ]
Figure 7

	WHAT MOOD IS BEING INVOKED IN THIS LOCATION?

	I want the player to feel that there is an intense atmosphere were enemies can come at you from either direction make you feel overwhelmed. Hopefully this will keep you guessing what is to come next.


	WHAT KIND OF MUSIC WILL BE USED FOR THIS LOCATION?
	I want upbeat electronic dance music with hints off techno, jungle and trance to keep the player motivated with sound.


	HOW ARE THE LOCATIONS CONNECTED IN THE GAME WORLD?
	I want 8 locations all connected to each other in Metro City. After the location round is completed, you move to next and so on.



	LOCATION DETAILS

	NAME:
	Round 3 Beachfront 


	WHAT DOES IT LOOK LIKE?
	This location I want the feeling of being on a Miami Beach at night with palm trees and crashing sea waves.

[image: ]
Figure 8 [4]

[image: ]
Figure 9 [8]


	WHAT MOOD IS BEING INVOKED IN THIS LOCATION?

	I want the player to feel that they have never fought on a beach before and how cool is this.

	WHAT KIND OF MUSIC WILL BE USED FOR THIS LOCATION?
	I want upbeat electronic dance music with hints off techno, jungle and trance to keep the player motivated with sound.


	HOW ARE THE LOCATIONS CONNECTED IN THE GAME WORLD?
	I want 8 locations all connected to each other in Metro City. After the location round is completed, you move to next and so on.





	LOCATION DETAILS

	NAME:
	Round 6 Factory


	WHAT DOES IT LOOK LIKE?
	In my factory location I want to have holes that the player and enemies can fall into. Moving machinery that can stamp down on you and damage you.
In the factory you find moving walkway that with change you direction.

[image: ]
Figure 10 [4]
[image: ]
Figure 11 [9]



	WHAT MOOD IS BEING INVOKED IN THIS LOCATION?

	The player should feel more in danger in this location with moving factory machinery that can damage you and with floor move in different direction making it harder to fight of the waves of enemies.  


	WHAT KIND OF MUSIC WILL BE USED FOR THIS LOCATION?
	The sound should pick up more here with a deeper jungle beat.




	HOW ARE THE LOCATIONS CONNECTED IN THE GAME WORLD?
	I want 8 locations all connected to each other in Metro City. After the location round is completed, you move to next and so on.






	LOCATION DETAILS

	NAME:
	Round 8 Syndicate Headquarters 


	WHAT DOES IT LOOK LIKE?
	In the headquarters you will fight you way through a posh corridor with gold columns and chandeliers. Big window with extravagant curtains, showing metro city outside.  
[image: ]
Figure 12 [4]
[image: ][image: ]
Figure 13 [10]

	WHAT MOOD IS BEING INVOKED IN THIS LOCATION?

	You start coming across old, defeated bosses and this will give you a feeling that something big is coming and this should give you the feeling of excitement and dread before confronting Mr-X.


	WHAT KIND OF MUSIC WILL BE USED FOR THIS LOCATION?
	Speed of music should increase with endless waves of enemy coming making you feel that something big is coming.


	HOW ARE THE LOCATIONS CONNECTED IN THE GAME WORLD?
	This will be the last level where you will meet Mr-X.





	GAME FLOW

	
[image: ]

[image: ]





1. Introduction to Metro City and the story that put you on the path to defeat the crime boss Mr-X.
2. Introduction the 3 main character and the ability and Back story.
3. Start screen with picture.
4. Option for 1 player, 2 player and options menus.
5. Choose character.
6. Round 1 starting and showing your starting statistics.
7. Round 1 start street city location.
8. Round 2 start inner city location.
9. Round 3 start beach front location.
10. Round 4 start bridge location.
11. Round 5 start onboard ship location.
12. Round 6 start Factory location.
13. Round 7 start freight elevator location.
14. Round 8 start headquarter location then onto throne room final boss fight.

In between the rounds there will be a statistics screen showing you score and bonuses you have achieved.
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SECTION 6: GAME EXPERIENCE




	GAME EXPERIENCE

	
Streets of Rage is a Beat `em up style game that will give the player/players a thrilling experience combining intense, fast paced action and music. As the player proceed through the levels of Metro city and fight their way to the elusive crime boss Mr-X.







	HOW IS THIS FEELING GOING TO BE PRESENTED TO THE PLAYER?

	
The feeling that I have thinking this through and that I want players to have is to be able to beat up enemy with pressure to keep going and sometimes to have the feeling of being overwhelmed by enemy and try to get the upper hand back. Keep moving through waves of enemy giving you excitement in defeating different bosses and using you own character special attack.








	ARE THERE ANY SPECIAL MODES OR INTERFACES FOR GAMEPLAY?

	
None

















	WHAT DOES THE PLAYER FIRST SEE WHEN THEY START THE GAME?

	
I want something like this as the opening scene introducing Metro city to the player and tell the current story to make the player, they have a duty of care to protect the Metro city.

[image: ]



[image: ][image: ]
Figure 14 [11]












	WHAT EMOTIONS ARE MEANT TO BE INVOKED BY THE GAME?

	
I want the players to feel a rang of emotion playing through the stages of the game from feeling of being in intense combat sequences, the rush of been overwhelmed by enemies. With player combating their way to end bosses with the feeling of adrenaline and excitement as they execute their skill and special ability.





	HOW ARE MUSIC AND SOUND GOING TO BE USED?

	
For Streets of Rage to have the right feeling for its players it is crucial that the audio effects will enhance the overall mood of the game and experience for players. The soundtrack should consist of combination of energetic beats with a sense of urgency that will push the player adrenalin.

Below you can find some audio tracks that might be well suited for the pace of the game if mixed well. 


https://youtu.be/5huehUqaA0s?feature=shared
https://youtu.be/VHXvfSmyjj4?feature=shared
https://youtu.be/L5w9h6sR5x8?feature=shared

















	HOW DOES THE PLAYER NAVIGATE THE SHELL MENUS/ SCREENS OF THE GAME?

	
Streets of Rage Shell Menus and Shell Screens.


[image: ]
Figure 15 Shell Menu
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SECTION 7: GAMEPLAY MECHANICS


	GAMEPLAY MECHANICS



	MECHANIC DETAILS

	NAME:
	Glass Bottler

	WHAT DOES IT LOOK LIKE?
	
[image: ]
Figure 16 [4]

	EFFECT ON PLAYER:

	Do extra damage to enemies.


	WHEN WILL IT FEATURE IN THE GAME?
	From round 1 and throughout the game.




	MECHANIC DETAILS

	NAME:
	Knife

	WHAT DOES IT LOOK LIKE?
	
[image: ]
Figure 17 [4]

	EFFECT ON PLAYER:

	Do extra damage to enemies and the ability to throw it.


	WHEN WILL IT FEATURE IN THE GAME?
	From round 1 and throughout the game




	MECHANIC DETAILS

	NAME:
	Lead pipe

	WHAT DOES IT LOOK LIKE?
	
[image: ]
Figure 18 [4]

	EFFECT ON PLAYER:

	Do extra damage to enemies and has a wide swing that will affect more than one enemy.


	WHEN WILL IT FEATURE IN THE GAME?
	From round 1 and throughout the game


	MECHANIC DETAILS

	NAME:
	Baseball Bat

	WHAT DOES IT LOOK LIKE?
	
[image: ]
Figure 19 [4]

	EFFECT ON PLAYER:

	Do extra damage to enemies and has a wide swing that will affect more than one enemy.


	WHEN WILL IT FEATURE IN THE GAME?
	From round 3 and throughout the game





	MECHANIC DETAILS

	NAME:
	Pepper shaker

	WHAT DOES IT LOOK LIKE?
	
[image: ]
Figure 20 [4]

	EFFECT ON PLAYER:

	Incapacitates the enemy for a short period.


	WHEN WILL IT FEATURE IN THE GAME?
	From round 5 and throughout the game









	HAZARD DETAILS

	NAME:
	Falling down a hole/pit.


	WHAT DOES IT LOOK LIKE?
	





	EFFECT ON PLAYER:

	Death or lose a life.


	WHEN WILL IT FEATURE IN THE GAME?
	From round 4.




	HAZARD DETAILS

	NAME:
	Run out of time to complete a stage.


	WHAT DOES IT LOOK LIKE?
	
[image: ]
Figure 22 [4]

	EFFECT ON PLAYER:
	Death or lose a life.

	WHEN WILL IT FEATURE IN THE GAME?
	From round 1




	POWER-UP DETAILS

	NAME:
	Special attack.


	WHAT DOES IT LOOK LIKE?
	
[image: ]
Figure 23 [4]

	EFFECT ON PLAYER:
	Gives the play an extra special attack to use.

	WHEN WILL IT FEATURE IN THE GAME?
	From round 1 and onwards.







	POWER-UP DETAILS

	NAME:
	Red Apple


	WHAT DOES IT LOOK LIKE?
	
[image: ]
Figure 24 [4]

	EFFECT ON PLAYER:
	Gives the player a refill in life one picked up.

	WHEN WILL IT FEATURE IN THE GAME?
	From round 1 and onwards.




	POWER-UP DETAILS

	NAME:
	Gold Bars


	WHAT DOES IT LOOK LIKE?
	
[image: ]
Figure 25 [4]

	EFFECT ON PLAYER:

	Give the player point for the score board and if a mile’s stone is reaches you get an extra special attack. 

	WHEN WILL IT FEATURE IN THE GAME?
	From round 4 and onwards.












	COLLECTIBLE ITEMS

	



	COLLECTIBLE DETAILS

	NAME:
	Bag of cash/gold bars


	WHAT DOES IT LOOK LIKE?
	
[image: ]
Figure 26 [4]

	BENEFIT FOR PLAYER:

	Give the player point for the score board.


	WHEN WILL IT FEATURE IN THE GAME?
	From round 1 and onwards.


	CAN IT BE USED AS CURRENCY?
	No



	WILL IT EARN PLAYERS AN ACHIEVEMENT?
	Yes, the player can be number one in the score board against other players.








[image: A few pieces of paper with writing on it

Description automatically generated][image: A list of handwritten notes

Description automatically generated with medium confidence]
Figure 27 Hand drawn sketches of in game items. [4]








	GAME ECONOMY

	
I don’t want in game economy for Streets of Rage, because I want to keep the focus on the action.
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SECTION 8: ENEMIES



	LIST OF ENEMIES

	List of enemy and areas they fight in.
City street Area 
· Garcia = Common Punk
· Y. Signal = Common Enemy with Mohawk
· Nora = Female Enemy
· Haku-Oh = Common Enemy
· End Boss – Antonio – wields a large Boomerang.
Inner City Area – 
· Garcia = Common Punk
· Y. Signal = Common Enemy with Mohawk
· Nora = Female Enemy
· Haku-Oh = Common Enemy
· Jack the Juggler = Common Enemy
· End Boss – Souther – Has Claws in Gloves
Beachfront Area –
· Garcia = Common Punk
· Y. Signal = Common Enemy with Mohawk
· Nora = Female Enemy
· Haku-Oh = Common Enemy
· End Boss – Abadede - Muscular Brute
Bridge Area –
· Garcia = Common Punk
· Y. Signal = Common Enemy with Mohawk
· Nora = Female Enemy
· Haku-Oh = Common Enemy
· Boss – Bongo – Big fat fight who breather fire.
On Board Ship Area –
· Garcia = Common Punk
· Y. Signal = Common Enemy with Mohawk
· Nora = Female Enemy
· Haku-Oh = Common Enemy
· Jack the Juggler = Common Enemy
· Mid Boss – Abadede - Muscular Brute. (He come back to fight again)
· End Boss – Onihime and Yasha – Twins with Skills
Factory Area –
· Garcia = Common Punk
· Y. Signal = Common Enemy with Mohawk
· Nora = Female Enemy
· Haku-Oh = Common Enemy
· Mid Boss – Bongo – Big fat fight who breather fire. (Back to fight again)
· End Boss – Souther – Has Claws in Gloves (He returns with a duplicate of himself to make it harder)



Elevator Area –
· Garcia = Common Punk
· Y. Signal = Common Enemy with Mohawk
· Nora = Female Enemy
· Haku-Oh = Common Enemy
· Jack the Juggler = Common Enemy
· No Bosses on Elevator.
Syndicate Headquarters –
· Garcia = Common Punk
· Y. Signal = Common Enemy with Mohawk
· Nora = Female Enemy
· Haku-Oh = Common Enemy
· Jack the Juggler = Common Enemy
· All sub-Boss will appear through this level.
Final Boss Fight –
· Garcia = Common Punk
· Mr-X and his machine gun.




	ENEMY DETAILS

	NAME:
	Garcia = Common Punk

	WHAT DOES IT LOOK LIKE?
	I want Garcia to have denim jeans and jacket.

[image: ] [image: ]
Figure 28 [12]

	ATTACKS:

	This character commonly uses Knifes and baseball bats.


	WHEN WILL IT FEATURE IN THE GAME?
	He is a very common character that will be seen right through the game.


	HOW DOES THE PLAYER DEFEAT IT?
	Beating him up 


	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	Point on the score board



	[bookmark: _Hlk153096820]ENEMY DETAILS

	NAME:
	Y. Signal = Common Enemy with Mohawk

	WHAT DOES IT LOOK LIKE?
	This character needs to have a mohawk. And be in leather.
[image: ] [image: ]
Figure 29 [5]

	ATTACKS:
	This character commonly uses punches, kicks and slide attack to knock you of your feet.

	WHEN WILL IT FEATURE IN THE GAME?
	He is a very common character that will be seen right through the game.

	HOW DOES THE PLAYER DEFEAT IT?
	Beating him up 

	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	Point on the score board




	ENEMY DETAILS

	NAME:
	Nora = Female Enemy


	WHAT DOES IT LOOK LIKE?
	
[image: ][image: ]
Figure 30 [5]

	ATTACKS:
	Nora has a whip that she using to attack with. Nora also has a unique ability to make herself invulnerable to certain attack accept throws.
The ability is she can kneel on the floor and become invulnerable.

	WHEN WILL IT FEATURE IN THE GAME?
	He is a very common character that will be seen right through the game.

	HOW DOES THE PLAYER DEFEAT IT?
	Beating her up and throwing her.

	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	Point on the score board












	ENEMY DETAILS

	NAME:
	Haku-Oh = Common Enemy

	WHAT DOES IT LOOK LIKE?
	
[image: ]
Figure 31 [5]

	ATTACKS:
	This character using flying kick and sneak attack from behind scenery.

	WHEN WILL IT FEATURE IN THE GAME?
	He is a very common character that will be seen right through the game.

	HOW DOES THE PLAYER DEFEAT IT?
	Beating him up 

	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	Point on the score board













	ENEMY DETAILS

	NAME:
	Jack the Juggler = Common Enemy

	WHAT DOES IT LOOK LIKE?
	
[image: ][image: ][image: ]
Figure 32 [5] 

	ATTACKS:
	This character Juggles weapons and then throws them intermittently at the paler.

	WHEN WILL IT FEATURE IN THE GAME?
	He is a very common character that will be seen right through the game.

	HOW DOES THE PLAYER DEFEAT IT?
	Beating him up 

	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	Point on the score board















	

	



	BOSS CHARACTER DETAILS

	NAME:
	Antonio


	WHAT DOES IT LOOK LIKE?

	Large Cowboy like character with boots, gloves, and denim jacket.

[image: ] [image: ]
Figure 33 [5]



	ATTACKS:

	He uses a large boomerang.


	WHEN WILL IT FEATURE IN THE GAME?
	At the end of round 1 and in round 8 as final approaches.



	HOW DOES THE PLAYER DEFEAT IT?
	Beat him up in till he has no life left.



	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	Score Points








	BOSS CHARACTER DETAILS

	NAME:
	Souther


	WHAT DOES IT LOOK LIKE?

	Souther is a tale blond hair fight with claw like hands.

[image: ] [image: ]
Figure 34 [5]

	ATTACKS:

	He will lunge at player with claw that on his hands.


	WHEN WILL IT FEATURE IN THE GAME?
	At the end of round 2 and in round 8 as final approaches.



	HOW DOES THE PLAYER DEFEAT IT?
	Beat him up in till he has no life left.


	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	Score Points












	BOSS CHARACTER DETAILS

	NAME:
	Abadede

	WHAT DOES IT LOOK LIKE?

	Abadede is large muscular brute that overpower and dominate anyone he comes across.

[image: ] [image: ]
Figure 35 [5]



	ATTACKS:

	This one will punch you and charge you at distant.



	WHEN WILL IT FEATURE IN THE GAME?
	At the end of round 3 and in round 8 as final approaches.



	HOW DOES THE PLAYER DEFEAT IT?
	Beat him up in till he has no life left.



	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	Score points










	BOSS CHARACTER DETAILS

	NAME:
	Bongo


	WHAT DOES IT LOOK LIKE?

	Bongo is a large bald muscular fat person.

[image: ][image: ]
Figure 36 [5]


	ATTACKS:

	This guy big and fat and will breathe fire at you and moves very quickly.



	WHEN WILL IT FEATURE IN THE GAME?
	At the end of round 4,6 and in round 8 as final approaches.



	HOW DOES THE PLAYER DEFEAT IT?
	Beat him up in till he has no life left.



	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	Score points












	BOSS CHARACTER DETAILS

	NAME:
	Onihime and Yasha twins


	WHAT DOES IT LOOK LIKE?

	They attack together.

[image: ] [image: ]
Figure 37 [5]


	ATTACKS:

	They fight very similar to Blaze and her speed. Using kicking and grappling and attacking together.


	WHEN WILL IT FEATURE IN THE GAME?
	At the end of round 5 and in round 8 as final approaches.



	HOW DOES THE PLAYER DEFEAT IT?
	Beat him up in till he has no life left.



	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	Score points












	BOSS CHARACTER DETAILS

	NAME:
	Mr-X


	WHAT DOES IT LOOK LIKE?

	Mr-X is very smartly dressed large man in a suit and tie with a heavy machine gun.
[image: ][image: ] [image: ] [image: ]
Figure 38 [5]


	ATTACKS:

	Mr-x fill fight with a machine gun and is extremely hard to defeat.



	WHEN WILL IT FEATURE IN THE GAME?
	Final round 8



	HOW DOES THE PLAYER DEFEAT IT?
	Beat him up in till he has no life left.



	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	Score points





	CONTRIBUTING TEAM MEMBER:
	Philip Richmond
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SECTION 9: CUTSCENES



	CUTSCENES

	



	CUTSCENE DETAILS 

	VISUAL STYLE:
	
[image: ]
Figure 39 [4]

	BRIEF DESCRIPTION OF SCENE:

	This scene will be show when the special attack is used by the player.

	WHEN WILL IT FEATURE IN THE GAME?
	Yes, several times depending on character progression.



	PURPOSE:
	This will show the Blaze, Axel and Adam still have  friend police force and they are willing to help with a heavy-duty missile attack.














	CUTSCENE DETAILS 

	VISUAL STYLE:
	
[image: ]
Figure 40 [4]

	BRIEF DESCRIPTION OF SCENE:

	This scene will show the end of Mr-X with Axel, Blaze and Adam standing over him

	WHEN WILL IT FEATURE IN THE GAME?
	End game content if Mr-X gets defeated.



	PURPOSE:
	This will show the player that they have overcome all odd to defeat Mr-X and make Metro City safe again.




	CONTRIBUTING TEAM MEMBER:
	(Philip Richmond)
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SECTION 10: BONUS MATERIALS



	BONUS MATERIALS

	
Score Board – every milestone on the core the player will get an extra life.
50.000 – 150.000 - 250.000 this will give the player the motivation to score max points.

Timed – the player will have a set time to complete each second otherwise they will lose a life or lose the game.

End game content – in two player option I want the players to have an option to join Mr-X. But only one Player. This means player will be able to fight each other for the first time to join Mr-X

[image: ]
Figure 41 [4]









	REPLAY VALUE

	
(What incentives are there for players to replay the game?)


· Character Variety 
· Cooperative Gameplay
· Difficulty levels
· Alternative endings 

I feel by combining the key elements Streets of Rage will give the player an experience that cater for 
To different playstyles, encourages social interaction with friend and family and proved an ongoing challenge.

















	CONTRIBUTING TEAM MEMBER:
	(Philip Richmond)
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	GAME TITLE
	Streets Of Rage



 
	INTENDED PLATFORMS
	Saga Genise / maga drive and future platforms. 




	TARGET AGE / DEMOGRAPHIC OF PLAYERS

	Teenager and young adults.



	INTENDED PEGI / ESRB RATING

	This game will hopefully be rated V.R.C MA-13 for mature audiences in USA or Pegi 7 in Europe [3] [4]



	SUMMARY OF GAME STORY (FOCUSING ON GAMEPLAY)

	In the sprawling expanse of Metro city, a shadowy criminal syndicate has cast its sinister
Grip, plunging the once vibrant streets into chaos. Ex-cop Axel Stone, Blaze Fielding, and Adam Hunter. United bye a common purpose, decided to take matters into their own hands and reclaim their city from the clutches of elusive crime lord, Mr X.

The story unfolds as the trio unravels Mr, X Insidious plot to miniplate the city law enforcement for his gains. Fuelled by a mix of outrage and duty, Axel, Blaze, and Adam embark on a hazardous journey through the perilous streets, confronting waves of adversaries dispatched by Mr, X. As they delve deeper, they uncover shocking revelations about their adversaries, pushing their skill and loyalties to their limits.

This tale weaves together themes of camaraderie, betrayal, and unwavering resolve to reinstate.
Justice. Against the backdrop of the city in turmoil, our protagonist confronts personal demons and peel back the layer of deception threatening to engulf Metro City. Every defeated thug and every uncovered secret contribute to the epic struggle of these Ex-Cops against the encroaching darkness. The fate of Meto City Hangs in the balance, and the Streets of Rage resonates with the echoes of relentless battle for justice. 



	UNIQUE SELLING POINTS (USP)

	· Multiplayer cooperative gameplay.
· Character Variety. 



	COMPETITIVE PRODUCTS / SIMILAR GAMES

	· Double dragon
· P.O.W Prisoner of war
· Final Fight
· The Revenge of shinobi




Scott Rogers ‘One Sheet’ Template	   	 CGD1 GDD-1S
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