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Streets Of Rage


	
INTENDED PLATFORMS

	
I will be developing ‘Streets of Rage’ for the PC. The game will be released on steam. 








	TARGET AGE / DEMOGRAPHIC OF PLAYERS

	The target demographic for this game is people from the age 13 up. They may be fans of 80s cop movies such as ‘Die Hard’. The ideal audience are those that were fans if games such as ‘Double Dragon’ and SEGA’s ‘Golden Axe’.






	INTENDED PEGI / ESRB RATING

	
PEGI – The intended PEGI rating for ‘Streets of Rage’ is a 12. This is due to moderate violence to the ‘human like’ characters  [1].
ESRB – The intended ESRB rating that we will aim to achieve will be ‘Teen’ this is due to the moderate violence used within this title  [2].




	CONTRIBUTING TEAM MEMBER:
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SECTION 1: TITLE PAGE	   	
Scott Rogers ‘Ten-Pager’ Template		






SECTION 2: GAME OUTLINE



	GAME STORY SUMMARY 

	
Mr. X and his evil syndicate have taken over Wood Oak City. With the police force being on their payroll and corrupt violence and crime has swept the city. Three ex-cop vigilantes have taken matters into their own hands and must fight their way through a gang of criminals to take down Mr. X and make the city a better place.














	GAME FLOW

	
A side scrolling Beat ‘Em Up where three ex police officers, Axel, Adam, and Blaze find themselves hunting the evil Mr. X to free Wood Oak City from corruption. They make their way taking down his lieutenants in different areas of the city ranging from the streets to the headquarters.







	CONTRIBUTING TEAM MEMBER:
	Max Jones (2305556)


	[image: ]
		GAME DESIGN DOCUMENTS:
Streets Of Rage
	2





 

SECTION 2: GAME OUTLINE 
Scott Rogers ‘Ten-Pager’ Template	   	





SECTION 3: MAIN CHARACTER(S)
& PLAYER CONTROLS





	CHARACTER APPEARANCE

	















	CHARACTER DOSSIER / DETAILS (Add/adjust categories as appropriate)

	NAME:
	Axel Stone

	GENDER:
	Male

	SPECIES:
	Human

	AGE:
	22

	FACTION:
	Police

	KNOWN ASSOCIATES:
	Adam Hunter, Blaze Fielding

	Power
	A 

	Jump
	B

	Speed
	A



	CHARACTER’S BACKSTORY

	
After realising the police force that he has worked for is getting more and more corrupt by the evil ‘Syndicate’. Axel leaves the police force and devotes himself to taking down the Syndicate leader Mr. X.




	CHARACTER CONTROLS / PLAYER CONTROLS

	
[image: A keyboard with black and white letters

Description automatically generated]
Figure  [3]

A – Special attack
S – Punch attack
D - Jump
Enter – Enter/Start
Arrow/Directional Keys – Movement (Up, Down, Left and Right)

These controls are also mappable to controller to enable 2 player mode.
They can also be remapped to other key binds.
















	CHARACTER APPEARANCE

	









	CHARACTER DOSSIER / DETAILS (Add/adjust categories as appropriate)

	NAME:
	Adam Hunter

	GENDER:
	Male

	SPECIES:
	Human

	AGE:
	23

	FACTION:
	Police

	KNOWN ASSOCIATES:
	Axel Stone, Blaze Fielding

	Power
	A 

	Jump
	A

	Speed
	B



	CHARACTER’S BACKSTORY

	Like Axel, Adam leaves the police force to personally take down the ‘Syndicate’ to free the city of the corruption caused by them and Mr X. 







	CHARACTER CONTROLS / PLAYER CONTROLS

	

[image: A keyboard with black and white letters

Description automatically generated]
Figure  [3]

A – Special attack
S – Punch attack
D - Jump
Enter – Enter/Start
Arrow/Directional Keys – Movement (Up, Down, Left and Right)

These controls are also mappable to controller to enable 2 player mode.
They can also be remapped to other key binds.

















	CHARACTER APPEARANCE

	














	CHARACTER DOSSIER / DETAILS (Add/adjust categories as appropriate)

	NAME:
	Blaze Fielding

	GENDER:
	Female

	SPECIES:
	Human

	AGE:
	21

	FACTION:
	Police

	KNOWN ASSOCIATES:
	Adam Hunter, Axel Stone

	Power
	B

	Jump
	A

	Speed
	A



	CHARACTER’S BACKSTORY

	Like the other protagonists Blaze leaves the police force to personally take down the ‘Syndicate’ to free the city of the corruption caused by them and Mr X. 




	CHARACTER CONTROLS / PLAYER CONTROLS

	


[image: A keyboard with black and white letters

Description automatically generated]
Figure  [3]

A – Special attack
S – Punch attack
D - Jump
Enter – Enter/Start
Arrow/Directional Keys – Movement (Up, Down, Left and Right)

These controls are also mappable to controller to enable 2 player mode.
They can also be remapped to other key binds.
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SECTION 3: MAIN CHARACTER(S) & PLAYER CONTROLS 
Scott Rogers ‘Ten-Pager’ Template	   	





SECTION 4: GAMEPLAY


	SEQUENCE OF PLAY

	
    The Game will be divided into 8 levels each increasing in difficulty from the last. Each level will end       with a pre-determined boss fight. Once the player completes the level, they are awarded points based on their performance. If the player accepts Mr. X’s offer they are then transported back to level 6 and must fightback to the headquarters where they must fight Mr X.








	UNIQUE SELLING POINTS (USPs)

	
One Unique Selling point would be the inclusion of a 2-player mode, this allows friends to team up together to take down the syndicate. This can also affect the outcome if the players disagree on Mr. X’s proposal.






















	PLATFORM-SPECIFIC FEATURES

	
There are no platform specific features.
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SECTION 4: GAMEPLAY 
Scott Rogers ‘Ten-Pager’ Template	   	





SECTION 5: GAME WORLD




	GAME WORLD

	The game world is described in the tables below.




	LOCATION DETAILS

	NAME:
	Wood Oak City


	WHAT DOES IT LOOK LIKE?
	Dilapidated buildings and cityscape with neon lights that light up the streets.



	WHAT MOOD IS BEING INVOKED IN THIS LOCATION?

	 I want to instil a feeling of dystopia.



	WHAT KIND OF MUSIC WILL BE USED FOR THIS LOCATION?
	The music in Wood Oak city will be eerie 90s styled hip hop beats.




	HOW ARE THE LOCATIONS CONNECTED IN THE GAME WORLD?
	They are connected through linear progression.



	LOCATION DETAILS

	NAME:
	Ship
 

	WHAT DOES IT LOOK LIKE?
	Based off a ferry boat with white and brown colours overlooking water in the background.



	WHAT MOOD IS BEING INVOKED IN THIS LOCATION?

	I want this area to invoke a feeling of uncertainty.



	WHAT KIND OF MUSIC WILL BE USED FOR THIS LOCATION?
	Same as the previous, eerie 90s hip hop beats



	HOW ARE THE LOCATIONS CONNECTED IN THE GAME WORLD?
	They are all connected through linear progression. 



	LOCATION DETAILS

	NAME:
	Syndicate Headquarters


	WHAT DOES IT LOOK LIKE?
	3 distinct area of the headquarters:
Factory: Looks dangerous from machinery 
Elevator: Typical service elevator 
Main corridor: Elegant covered in Royal colours.


	WHAT MOOD IS BEING INVOKED IN THIS LOCATION?

	 Intimidated yet excited.



	WHAT KIND OF MUSIC WILL BE USED FOR THIS LOCATION?
	In the headquarters the music builds to be more heroic feeling rather than eerie.




	HOW ARE THE LOCATIONS CONNECTED IN THE GAME WORLD?
	 They are linked via linear progression.



	GAME FLOW
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SECTION 5: GAME WORLD
Scott Rogers ‘Ten-Pager’ Template	   	





SECTION 6: GAME EXPERIENCE




	GAME EXPERIENCE

	
The overall theme is grungy and dystopic this contrasts the vibrant colours of the syndicate to show they are not the ones effected by their actions.













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

	
This will be presented with the visuals of each level as well as the music design.













	ARE THERE ANY SPECIAL MODES OR INTERFACES FOR GAMEPLAY?

	
There will be a 2- player mode available.













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

	




The Player will see the start to the first level. This is a brightly lit city street with a cobbled road with shopfronts in the background. There is also a car, lamppost, and fire hydrant in the foreground to help dress the scene.












	WHAT EMOTIONS ARE MEANT TO BE INVOKED BY THE GAME?

	
I want the player to feel tense when put into hard boss fights however I want the player leaving with a sense of enjoyment and accomplishment.









	HOW ARE MUSIC AND SOUND GOING TO BE USED?

	
The score fits in with the late 80s and early 90s theme with a hip-hop beat.




	HOW DOES THE PLAYER NAVIGATE THE SHELL MENUS/ SCREENS OF THE GAME?
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SECTION 6: GAME EXPERIENCE
Scott Rogers ‘Ten-Pager’ Template	   	





SECTION 7: GAMEPLAY MECHANICS



	GAMEPLAY MECHANICS

	
MECHANIC: Containers

HAZARD: Holes, Crushers

POWER-UP: Apple, Beef, Figurines(1UP), Bottle, Pipe, Knife, Baseball Bat, Pepper Shaker. 




	MECHANIC DETAILS

	NAME:
	Containers


	WHAT DOES IT LOOK LIKE?
	The containers vary in appearance from level-to-level glass phone boxes barrels, stacks of tires, traffic cones, work beacons, barricades, air ducts, wooden crates, food carts and golden statues.


	EFFECT ON PLAYER:

	When broken they will drop a variety of items, either food, extra life, extra special attack, or a weapon.



	WHEN WILL IT FEATURE IN THE GAME?
	They will feature in most levels sparsely dispersed.





	HAZARD DETAILS

	NAME:
	Hole


	WHAT DOES IT LOOK LIKE?
	It looks like a black pit surrounded by breakable safety barriers.



	EFFECT ON PLAYER:

	If the player falls in, they die.



	WHEN WILL IT FEATURE IN THE GAME?
	The holes will feature exclusively on the level ‘Bridge’.









	HAZARD DETAILS

	NAME:
	Crushers


	WHAT DOES IT LOOK LIKE?
	They are mechanical plates that are pushed down by a piston like a hydraulic press.



	EFFECT ON PLAYER:

	If then player gets hit by the crusher, they will lose half their health.



	WHEN WILL IT FEATURE IN THE GAME?
	These will exclusively be throughout the level ‘Factory’. 





	POWER-UP DETAILS

	NAME:
	Apple


	WHAT DOES IT LOOK LIKE?
	A red apple on a white plate.



	EFFECT ON PLAYER:

	Regenerates 25% of the players health


	WHEN WILL IT FEATURE IN THE GAME?
	The apple power-up will feature throughout the game.





	POWER-UP DETAILS

	NAME:
	Beef


	WHAT DOES IT LOOK LIKE?
	A joint of beef on a white plate.



	EFFECT ON PLAYER:

	Regenerates to 100% health



	WHEN WILL IT FEATURE IN THE GAME?
	The Beef power-up will feature throughout the game.








	POWER-UP DETAILS

	NAME:
	 Figurines


	WHAT DOES IT LOOK LIKE?
	Smaller versions of the 3 main protagonists.



	EFFECT ON PLAYER:

	Awards an extra life.



	WHEN WILL IT FEATURE IN THE GAME?
	They will feature throughout the game but first appearing in Level: 2





	POWER-UP DETAILS

	NAME:
	Bottle


	WHAT DOES IT LOOK LIKE?
	It will resemble an empty brown glass bottle.



	EFFECT ON PLAYER:

	This would act as a weapon. On the first hit the bottle smashes allowing the player to use the broken bottle to stab.

	WHEN WILL IT FEATURE IN THE GAME?
	The bottle will be introduced in the first level.





	POWER-UP DETAILS

	NAME:
	Knife


	WHAT DOES IT LOOK LIKE?
	It will resemble a small silver knife with a wooden handle.



	EFFECT ON PLAYER:

	This would act as a weapon. Allowing the player to stab enemies. The player can also throw the knife to get a distanced kill.

	WHEN WILL IT FEATURE IN THE GAME?
	The bottle will be introduced in the first level.









	POWER-UP DETAILS

	NAME:
	Pipe


	WHAT DOES IT LOOK LIKE?
	A long metallic ‘L’ shaped pipe with



	EFFECT ON PLAYER:

	When equipped the player has longer reach and deals greater damage.



	WHEN WILL IT FEATURE IN THE GAME?
	The pipe will be in the majority of levels and first feature in the first level.





	POWER-UP DETAILS

	NAME:
	Baseball Bat


	WHAT DOES IT LOOK LIKE?
	The baseball bat resembles a silver baseball bat with a black handle.



	EFFECT ON PLAYER:

	When equipped the player has slightly longer reach and deals greater damage.


	WHEN WILL IT FEATURE IN THE GAME?
	The baseball bat will first be featured in the first level.





	POWER-UP DETAILS

	NAME:
	Pepper shaker


	WHAT DOES IT LOOK LIKE?
	The pepper shaker is a small silver and red rectangle.



	EFFECT ON PLAYER:

	When thrown a cloud of smoke appears that stuns enemies.



	WHEN WILL IT FEATURE IN THE GAME?
	The pepper shaker will first feature in level 2.








	POWER-UP DETAILS

	NAME:
	Extra Special


	WHAT DOES IT LOOK LIKE?
	The extra special is a smaller version of the police car sprite used during the special attack.

	EFFECT ON PLAYER:

	The player is awarded a second special attack for that Level.



	WHEN WILL IT FEATURE IN THE GAME?
	Level 2





	POWER-UP DETAILS

	NAME:
	Money Bag


	WHAT DOES IT LOOK LIKE?
	The money bag is a large burlap sack with a ‘$’ symbol on the front.



	EFFECT ON PLAYER:

	When the player picks up the money bag, they are awarded an extra 1,000 points.


	WHEN WILL IT FEATURE IN THE GAME?
	Level 2





	POWER-UP DETAILS

	NAME:
	Gold Bars


	WHAT DOES IT LOOK LIKE?
	The gold bars sprite will be 3 golden ingots stacked on top of each other.



	EFFECT ON PLAYER:

	When the player picks up the gold bars, they are awarded an extra 5,000 points.


	WHEN WILL IT FEATURE IN THE GAME?
	Level 6 inside of a wooden crate.







	COLLECTIBLE ITEMS

	After every level the player is awarded, points based on their performance, a multitude of bonuses can be added depending on the situation. For every 50,000 points the player receives and extra life.





	GAME ECONOMY

	
There will be no game economy within this game.
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SECTION 7: GAMEPLAY MECHANICS 
Scott Rogers ‘Ten-Pager’ Template	   	





SECTION 8: ENEMIES




	LIST OF ENEMIES

	
Garcia
Signal
Nora
Haku-Oh
Jack














	ENEMY DETAILS

	NAME:
	Garcia


	WHAT DOES IT LOOK LIKE?
	Garcia has a sleeveless denim shirt and jeans with kneepads and bright orange hair. 3 variants Blue, Green and red


	ATTACKS:

	Punch or use equipped weapon.


	WHEN WILL IT FEATURE IN THE GAME?
	Garcia will feature in every level.



	HOW DOES THE PLAYER DEFEAT IT?
	3-4 punches depending on the player character.



	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	The ability to progress through the level.






	ENEMY DETAILS

	NAME:
	Signal


	WHAT DOES IT LOOK LIKE?
	Signals have spikey hair and brightly coloured clothing .4 variants yellow, purple, orange and green.



	ATTACKS:

	Punches and Slide attacks


	WHEN WILL IT FEATURE IN THE GAME?
	Signal will feature in every level.




	HOW DOES THE PLAYER DEFEAT IT?
	Punch attacks or kick attacks.



	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	The ability to progress through the level.



	ENEMY DETAILS

	NAME:
	Nora


	WHAT DOES IT LOOK LIKE?
	Nora wears a dominatrix outfit and wields a black whip. 3 variants Black, red and White.



	ATTACKS:

	Whip attack


	WHEN WILL IT FEATURE IN THE GAME?
	Nora will feature in every level.



	HOW DOES THE PLAYER DEFEAT IT?
	Either by repeatedly punching or using throw attacks.



	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	The ability to progress through the level.





	ENEMY DETAILS

	NAME:
	Haku-Oh


	WHAT DOES IT LOOK LIKE?
	Haku-Oh wears traditional ninja clothing with 3 variants Blue, red and black.



	ATTACKS:

	Jump kicks.


	WHEN WILL IT FEATURE IN THE GAME?
	Haku-Oh will feature in every level.



	HOW DOES THE PLAYER DEFEAT IT?
	Using close attacks such as punches and grabs



	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	The ability to progress through the level.




	ENEMY DETAILS

	NAME:
	Jack


	WHAT DOES IT LOOK LIKE?
	Spikey Hair and jacket, with shorts and knee length socks. 2 variants red (fire) and grey (hatchet).



	ATTACKS:

	Throwing either juggling torches or hatchets.


	WHEN WILL IT FEATURE IN THE GAME?
	Jack will feature in every level.



	HOW DOES THE PLAYER DEFEAT IT?
	9 hits, if they are juggling kick attacks are effective If not grapple attacks are.


	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	The ability to progress through the level.





	LIST OF BOSS CHARACTERS

	
Antonio
Souther
Abadede
Bongo
Onihime & Yasha
Mr. X












	BOSS CHARACTER DETAILS

	NAME:
	Antonio


	WHAT DOES IT LOOK LIKE?

	Tall, Male, Brown hair, dark glasses, Red and white striped shirt, denim jacket, jeans, and brown boots. Holding an oversize boomerang.

	ATTACKS:

	Kick and throws his boomerang.



	WHEN WILL IT FEATURE IN THE GAME?
	The player will encounter Antonio at the end of the first level “City Street” as well as an enemy in ‘Syndicate Headquarters’.



	HOW DOES THE PLAYER DEFEAT IT?
	Grab then repeatedly attack until defeated.



	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	The player progresses to the next level “Inner City”.








	BOSS CHARACTER DETAILS

	NAME:
	Souther

	WHAT DOES IT LOOK LIKE?

	The Souther is tall, blond, wears a denim gilet with jeans. The Southern also sports claws similar to Marvels ‘Wolverine’.

	ATTACKS:

	The attack that Souther uses is his ‘Claw’ attack where he swipes at the player.



	WHEN WILL IT FEATURE IN THE GAME?
	Souther will feature in ‘Inner City’, 2 Southers will be the boss battle in ‘Factory’ and the Souther will feature as a normal enemy in ‘Syndicate Headquarters’.



	HOW DOES THE PLAYER DEFEAT IT?
	By Draining the health bar by attacking from straight on or above and below.


	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	The player can progress to Level 3 ‘Beachfront’. Or level 7 ‘Freight Elevator’ depending on where he is defeated.



	BOSS CHARACTER DETAILS

	NAME:
	Abadede

	WHAT DOES IT LOOK LIKE?

	Abadede takes the form of a stereotypical wrestler with little clothing and spiked bracers on his forearms as well as a red face paint.

	ATTACKS:

	Abadede’s special attack is an ‘Arm Charge’ that deals significant damage and 



	WHEN WILL IT FEATURE IN THE GAME?
	Abadede will first feature in level 3 as a boss and then return as an enemy in levels 5 and 8.


	HOW DOES THE PLAYER DEFEAT IT?
	By Draining the health bar by either attacks or special attack.
Grab and throw attacks will be most effective.



	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	The player can progress to Level 4 ‘Bridge’.




	BOSS CHARACTER DETAILS

	NAME:
	Bongo

	WHAT DOES IT LOOK LIKE?

	Bald and overweight, wearing a yellow shirt with red suspenders and blue jeans as well as grey military boots.

	ATTACKS:

	Fire Breath, Charge attack which instantly stuns you and if try throw, he will fall and damage you. 


	WHEN WILL IT FEATURE IN THE GAME?
	Bongo will feature as the level boss for level 4. He will later return as an enemy in levels 6 and 8.


	HOW DOES THE PLAYER DEFEAT IT?
	He will be most susceptible to attacks while he is charging up for his fire breath.


	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	The player can progress to Level 5 ‘Aboard Ship’.



	BOSS CHARACTER DETAILS

	NAME:
	Onihime & Yasha (Mona & Lisa)

	WHAT DOES IT LOOK LIKE?

	Onihime & Yasha will be green variants of the ‘Blaze’ Sprite.

	ATTACKS:

	They can jump kick, backflip, and punch.



	WHEN WILL IT FEATURE IN THE GAME?
	They will feature in Level 5 ‘Aboard Ship’ as well as the final enemies before entering Mr. X’s room.


	HOW DOES THE PLAYER DEFEAT IT?
	Facing backwards draws them closer, the player can then execute a backwards attack.



	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	The player can progress to Level 6 ‘Factory’.









	BOSS CHARACTER DETAILS

	NAME:
	Mr. X

	WHAT DOES IT LOOK LIKE?

	Tall male in a green suit, slicked back hair with a cigar in his mouth. He also carries a Thompson Submachine gun.

	ATTACKS:

	He has Bongo’s charge attack, and he also has machine gun fire that creates bullets the character must avoid.


	WHEN WILL IT FEATURE IN THE GAME?
	Mr X will feature as the final boss at the end of Level 8


	HOW DOES THE PLAYER DEFEAT IT?
	While he is charging up either of his attacks this gives the player a window to attack.


	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	The player finishes the game!
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SECTION 8: ENEMIES 
Scott Rogers ‘Ten-Pager’ Template	   	





SECTION 9: CUTSCENES


	CUTSCENES

	CUTSCENE DETAILS 

	VISUAL STYLE:
	2D pre-rendered pixel art


	BRIEF DESCRIPTION OF SCENE:

	The background of the cutscene is a panoramic view of ‘Wood Oak City’. Whereas the foreground introduces the story to the player via scrolling text.


	WHEN WILL IT FEATURE IN THE GAME?
	It will feature on startup before the character select.



	PURPOSE:
	Introduces the plot and characters to the player giving the player a motive to complete the game.



	CUTSCENE DETAILS 

	VISUAL STYLE:
	2D pre-rendered pixel art


	BRIEF DESCRIPTION OF SCENE:

	This cutscene includes the credits for everyone that works on the game. In between the credits there is images interspersed of the city returning to normal and the main protagonists celebrating.


	WHEN WILL IT FEATURE IN THE GAME?
	This will feature after beating Mr. X



	PURPOSE:
	Gives closure to the player and celebrates those who made the game.



	CUTSCENE DETAILS 

	VISUAL STYLE:
	2D pre-rendered pixel art


	BRIEF DESCRIPTION OF SCENE:

	The cutscene starts looking at the player sitting in a throne while the words ‘You became the boss! You are great!’ appear on screen. This cutscene includes the credits for everyone that works on the game. After the credits text appears letting the player know they got the ‘Bad End’.


	WHEN WILL IT FEATURE IN THE GAME?
	This will feature after answering one player says yes to Mr X. and one player says no. whoever wins becomes the right-hand man.



	PURPOSE:
	Gives closure to the player and celebrates those who made the game.
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SECTION 9: CUTSCENES 
Scott Rogers ‘Ten-Pager’ Template	   	





SECTION 10: BONUS MATERIALS



	BONUS MATERIALS

	
This game will not feature any bonus material that can be unlocked.


















	REPLAY VALUE

	
There are technically 2 different endings however one is only achievable via 2 player mode. This second ending is accessed when one player accepts Mr X’s offer, and one denies.

Trying to beat your high score also adds replay value.
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