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Retrofitting Existing Games: Creating a Games Design Document
Streets Of Rage





Frankie Snow (2305483)

	
INTENDED PLATFORMS

	
I intend to develop my game for PC (Windows, MacOS). [1]




	TARGET AGE / DEMOGRAPHIC OF PLAYERS

	The target age is 12-24 - the theme and gameplay can be enjoyed by all ages but is aimed at a younger age bracket. Suitable for players of various skill levels as the game will have a difficulty selection screen. My ideal customer is a teenage boy who enjoys 80’s cop movies and going to the arcade.



	INTENDED PEGI / ESRB RATING

	The intended rating for my game will be PEGI 12 and ESRB 10+, this due to the content within my game. PEGI 12 is most suitable as it contains depictions of “violence in a fantasy environment or non-realistic violence towards human-like characters” [2] as well as vague sexuality in a character’s design (Nora). 

For ESRB, ESRB 10+ is most appropriate as my game features “fantasy, cartoon or mild violence” [3] and “minimally suggestive themes” [3]. There are also scenes that show aggression and conflict between main characters and enemies, however depicted in a way that is “easily distinguishable from real life” [3].




	[image: ]
		GAME DESIGN DOCUMENTS:
TEN-PAGER TEMPLATE
	1





 

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






SECTION 2: GAME OUTLINE



	GAME STORY SUMMARY 

	
Wood Oak, once a flourishing metropolis, has fallen to the hands of a Mr. X. Crime is on the rise after his group of criminals took to the streets and convinced the police force to turn a blind eye. 

Three police officers resist the offers made by the Syndicate that many of their peers fell victim to. Deciding enough is enough, they resign from the force becoming vigilantes and embarking on a mission to free their city of crime.





	GAME FLOW

	
A third person beat ‘em up, set in a fictional crime-ridden city, that finds three ex-cops the only thing standing between their city and Mr. X’s corrupt gang.
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SECTION 2: GAME OUTLINE 
Scott Rogers ‘Ten-Pager’ Template	   	





SECTION 3: MAIN CHARACTER(S)
& PLAYER CONTROLS





	CHARACTER APPEARANCE

	[image: ]


	CHARACTER DOSSIER / DETAILS [4][5] 

	NAME:
	Axel Stone.

	GENDER:
	Male.

	SPECIES:
	Human.

	AGE:
	22 years.

	OCCUPATION:
	Former police officer.

	ASSOCIATES:
	Blaze Fielding, Adam Hunter.

	FIGHTING STYLE:
	Martial Arts 

	CHARACTER’S BACKSTORY

	· Axel, a former police officer for Wood Oak City Police. He quit the police force with his associates to stop Mr. X and his gang of criminals.
· Good power, good speed, bad at jumping.

	
	CHARACTER APPEARANCE

	[image: ]




	CHARACTER DOSSIER / DETAILS [6][7]

	NAME:
	Blaze Fielding.

	GENDER:
	Female.

	SPECIES:
	Human.

	AGE:
	21 years.

	OCCUPATION:
	Former police officer.

	ASSOCIATES:
	Axel Stone, Adam Hunter.

	FIGHTING STYLE: 
	Judo





	CHARACTER’S BACKSTORY

	· Blaze, a former police officer for Wood Oak City Police. He quit the police force with his associates to stop Mr. X and his gang of criminals.
· Good speed and jump ability, weakest power rating.



	CHARACTER APPEARANCE

	[image: ]





	CHARACTER DOSSIER / DETAILS [8][9]

	NAME:
	Adam Hunter.

	GENDER:
	Male.

	SPECIES:
	Human.

	AGE:
	23 years.

	OCCUPATION:
	Former police officer.

	ASSOCIATES:
	Blaze Fielding, Axel Stone.

	FIGHITNG STYLE:
	Boxing



	CHARACTER’S BACKSTORY

	· Adam, a former police officer for Wood Oak City Police. He quit the police force with his associates to stop Mr. X and his gang of criminals.
· Better at using weapons, has good range and power but slower speed. 



	CHARACTER APPEARANCE

	[image: ]




	CHARACTER DOSSIER / DETAILS [10] 

	NAME:
	Mr. X.

	GENDER:
	Male.

	SPECIES:
	Human.

	AGE:
	Unknown.

	OCCUPATION:
	Syndicate Leader

	ASSOCIATES:
	Syndicate members, Wood Oak City Police.



	CHARACTER’S BACKSTORY

	
· Mr. X - the leader of the Syndicate. He created a plot to take over the city, bribing the police force and government to prevent intervention. He is cunning and determined, willing to do anything to carry out his plan.  
· This is a non-player character, however; he carries a tommy gun which has two functions when attacking.







	CHARACTER CONTROLS / PLAYER CONTROLS [11]

	
 [image: ]

‘A’ button - Special attack and also selects options in the menu.
‘B’ button - Attack, pick up items, and return to the previous menu page.
‘C’ button – Jump and selects options in the menu.
‘Start’ - Pause and un-pause the game.
‘D-pad’ - moves the player character or cursor in menus.
Attacks can be strung together in a combo with other attacks and jumps. 
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SECTION 3: MAIN CHARACTER(S) & PLAYER CONTROLS 
Scott Rogers ‘Ten-Pager’ Template	   	





SECTION 4: GAMEPLAY







	SEQUENCE OF PLAY

	· Made up of 8 stages
· 7 stages have boss fights.
· Stages are broken up by an introduction at the start and summary at the end. 




	UNIQUE SELLING POINTS (USPs)

	The unique selling point of the game is the additional local multiplayer option.



	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

	· Cross the screen to progress into the stage – at the end of the stage, the player will appear in the next location.
· Each stage has its own location, these are detailed below:




	LOCATION DETAILS

	NAME:
	City Street[image: ]

	WHAT DOES IT LOOK LIKE?
	· A dark street, lit by neon lights. 
· Various generic street objects can be found here. 
· Colour palette: grey-toned greens and blues, as well as brighter oranges, greens and pinks.



	WHAT MOOD IS BEING INVOKED IN THIS LOCATION?

	Instability.

	WHAT KIND OF MUSIC WILL BE USED FOR THIS LOCATION?
	Music will be unique but cohesive with rest of soundtrack as mentioned. 




	HOW ARE THE LOCATIONS CONNECTED IN THE GAME WORLD?
	Linear Progression



	LOCATION DETAILS

	NAME:
	Inner City
[image: ] 

	WHAT DOES IT LOOK LIKE?
	· Empty streets.
· Low light.
· Wire fences.


	WHAT MOOD IS BEING INVOKED IN THIS LOCATION?

	Fear.

	WHAT KIND OF MUSIC WILL BE USED FOR THIS LOCATION?
	Music will be unique but cohesive with rest of soundtrack as mentioned

	HOW ARE THE LOCATIONS CONNECTED IN THE GAME WORLD?
	Linear Progression



	LOCATION DETAILS

	NAME:
	Beach Front
[image: ]

	WHAT DOES IT LOOK LIKE?
	· Dark and grungy.
· Tall trees.
· Sand and rocks.

	WHAT MOOD IS BEING INVOKED IN THIS LOCATION?

	Bleakness.


	WHAT KIND OF MUSIC WILL BE USED FOR THIS LOCATION?
	Music will be unique but cohesive with rest of soundtrack as mentioned

	HOW ARE THE LOCATIONS CONNECTED IN THE GAME WORLD?
	Linear Progression



	LOCATION DETAILS

	NAME:
	Bridge 
[image: ]

	WHAT DOES IT LOOK LIKE?
	· Industrial.
· Metallic.
· Damaged – panels surrounding the bridge are deteriorating.  

	WHAT MOOD IS BEING INVOKED IN THIS LOCATION?

	Unforgiveness.


	WHAT KIND OF MUSIC WILL BE USED FOR THIS LOCATION?
	Music will be unique but cohesive with rest of soundtrack as mentioned

	HOW ARE THE LOCATIONS CONNECTED IN THE GAME WORLD?
	Linear Progression



	LOCATION DETAILS

	NAME:
	Aboard Ship
[image: ]

	WHAT DOES IT LOOK LIKE?
	· Warm toned room.
· Wooden panelled walls lined with portholes.  

	WHAT MOOD IS BEING INVOKED IN THIS LOCATION?

	
Hostility.

	WHAT KIND OF MUSIC WILL BE USED FOR THIS LOCATION?
	Music will be unique but cohesive with rest of soundtrack as mentioned

	HOW ARE THE LOCATIONS CONNECTED IN THE GAME WORLD?
	Linear Progression



	LOCATION DETAILS

	NAME:
	Factory
[image: ]


	WHAT DOES IT LOOK LIKE?
	
Industrial, full of machinery, red tape and flashing lights.  

	WHAT MOOD IS BEING INVOKED IN THIS LOCATION?

	
Caution.

	WHAT KIND OF MUSIC WILL BE USED FOR THIS LOCATION?
	Music will be unique but cohesive with rest of soundtrack as mentioned

	HOW ARE THE LOCATIONS CONNECTED IN THE GAME WORLD?
	Linear Progression



	LOCATION DETAILS

	NAME:
	Freight Elevator
[image: ]


	WHAT DOES IT LOOK LIKE?
	
A large outdoor elevator, lots of green, blue and grey tones.  

	WHAT MOOD IS BEING INVOKED IN THIS LOCATION?

	Determination.

	WHAT KIND OF MUSIC WILL BE USED FOR THIS LOCATION?
	Music will be unique but cohesive with rest of soundtrack as mentioned

	HOW ARE THE LOCATIONS CONNECTED IN THE GAME WORLD?
	Linear Progression



	LOCATION DETAILS

	NAME:
	Syndicate Headquarters
[image: ]


	WHAT DOES IT LOOK LIKE?
	Regal, red walls, gold trims and décor. Green and red floor, gold throne. 

	WHAT MOOD IS BEING INVOKED IN THIS LOCATION?

	Tension.

	WHAT KIND OF MUSIC WILL BE USED FOR THIS LOCATION?
	Music will be unique but cohesive with rest of soundtrack as mentioned

	HOW ARE THE LOCATIONS CONNECTED IN THE GAME WORLD?
	Linear Progression


















	GAME FLOW

	
[image: ]
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SECTION 5: GAME WORLD
Scott Rogers ‘Ten-Pager’ Template	   	





SECTION 6: GAME EXPERIENCE




	GAME EXPERIENCE

	Theme is justice and vengeance - characters are angered by what happened to their home and seek to set things right.



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

	Presented through heavy theming and is referenced within the character’s backstories and the game’s main story.



	ARE THERE ANY SPECIAL MODES OR INTERFACES FOR GAMEPLAY?

	There is a local multiplayer option within the game.



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

	· A cutscene summarising the story and introducing the player to the theme, the environment and its dangers. 
· They are then introduced to the characters and are shown the main title screen.

[image: ][image: ]



	WHAT EMOTIONS ARE MEANT TO BE INVOKED BY THE GAME?

	· Excitement and preparedness - this is a “beat ‘em up” title, enemies will spawn until the player clears the boss. 
· Need to feel motivated and determined to progress to the next stage.



	HOW ARE MUSIC AND SOUND GOING TO BE USED?

	· Each level has its own music - hip-hop/dance theme and uses synths.
·  Will hype the player up and keep the feeling of excitement and anticipation – the music builds during more integral parts of the game. 




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

	[image: ][image: ]
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SECTION 7: GAMEPLAY MECHANICS
SECTION 6: GAME EXPERIENCE
Scott Rogers ‘Ten-Pager’ Template	   	

	GAMEPLAY MECHANICS

	
· One main mechanic - the containers found in each stage. 
· Two hazards - pitfalls and pistons. 
· Many power ups:
· Health Restoration: Apple (half health) and Beef (full health).
· Player Enhancement: 1UP (extra life) and Special (extra special attack).
· Bonus Points: Money Bag (1000 points) and Gold Bar (5000 points).
· Weapons: Bat, Knife, Pipe, Pepper Shaker.
Some of these are explained further below.




	MECHANIC DETAILS

	NAME:
	Containers

	WHAT DOES IT LOOK LIKE?
	Bins, phone booths, barrels.


	EFFECT ON PLAYER:

	Destroy these objects to reveal any of the power ups.

	WHEN WILL IT FEATURE IN THE GAME?
	Throughout gameplay.





	HAZARD DETAILS

	NAME:
	Pitfalls

	WHAT DOES IT LOOK LIKE?
	Holes in the floor.



	EFFECT ON PLAYER:

	If stepped on, the player falls through and loses a life.



	WHEN WILL IT FEATURE IN THE GAME?
	Stage 4




	HAZARD DETAILS

	NAME:
	Pistons

	WHAT DOES IT LOOK LIKE?
	Mechanical pistons.



	EFFECT ON PLAYER:

	If stepped under, the player is crushed and loses a life.



	WHEN WILL IT FEATURE IN THE GAME?
	Stage 6




	POWER-UP DETAILS

	NAME:
	
Beef.

	WHAT DOES IT LOOK LIKE?
	
A joint of beef.


	EFFECT ON PLAYER:

	
Restores the full amount of health.


	WHEN WILL IT FEATURE IN THE GAME?
	
Throughout gameplay.




	POWER-UP DETAILS

	NAME:
	
Special

	WHAT DOES IT LOOK LIKE?
	
A icon of a police car.

	EFFECT ON PLAYER:

	Gain a special attack.


	WHEN WILL IT FEATURE IN THE GAME?
	
Throughout gameplay.




	POWER-UP DETAILS

	NAME:
	Money Bag


	WHAT DOES IT LOOK LIKE?
	A bag of money.

	EFFECT ON PLAYER:

	Gain 1000 points.

	WHEN WILL IT FEATURE IN THE GAME?
	Throughout gameplay.




	POWER-UP DETAILS

	NAME:
	Bottle

	WHAT DOES IT LOOK LIKE?
	A smashed glass bottle.

	EFFECT ON PLAYER:

	Can knock enemies down.  

	WHEN WILL IT FEATURE IN THE GAME?
	Throughout gameplay.




	POWER-UP DETAILS

	NAME:
	Bat

	WHAT DOES IT LOOK LIKE?
	A baseball bat.

	EFFECT ON PLAYER:

	Can swing it to knock enemies down.

	WHEN WILL IT FEATURE IN THE GAME?
	Throughout gameplay.




	POWER-UP DETAILS

	NAME:
	Pepper Shaker

	WHAT DOES IT LOOK LIKE?
	A red and silver pepper shaker.

	EFFECT ON PLAYER:

	Can stun enemies.

	WHEN WILL IT FEATURE IN THE GAME?
	Throughout gameplay.




	COLLECTIBLE ITEMS

	
· One collectible item – points accumulated through play. 
· Bonuses are earnt for:
· Clearing stages (10000 X the stage number), 
· Remaining time (100 for each second) 
· Finishing the stage (10000 for each). 
· When 50000 points is reached, they are traded for an extra life. 







	GAME ECONOMY

	
There is no economy system within the game.
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SECTION 7: GAMEPLAY MECHANICS 
Scott Rogers ‘Ten-Pager’ Template	   	





SECTION 8: ENEMIES




	LIST OF ENEMIES [12]

	
There are 5 recurring enemies, they are called Galsia, Signal, Nora, Hakuyo and Jack, and the player will have to fight multiple of them within each level.  





	ENEMY DETAILS 

	NAME:
	Galsia

	WHAT DOES IT LOOK LIKE?
	A generic “bad guy” - wears a sleeveless denim jacket and jeans.

	ATTACKS:

	· Punches
· Grapples
· 3-hit combos
· Can use weapons

	WHEN WILL IT FEATURE IN THE GAME?
	 Stage 1 and will then reappear each Stage after.

	HOW DOES THE PLAYER DEFEAT IT?
	No specific tactics to defeat this enemy, just repeatedly hit.

	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	No items or bonuses gained from defeating this enemy.




	ENEMY DETAILS

	NAME:
	Signal

	WHAT DOES IT LOOK LIKE?
	A slim man with a Mohawk and a long fur-lined jacket.

	ATTACKS:

	· Throws player.
· Slide tackle.

	WHEN WILL IT FEATURE IN THE GAME?
	Stage 1 and will then reappear each Stage after.


	HOW DOES THE PLAYER DEFEAT IT?
	Cannot move diagonally - the player must move towards him diagonally avoiding his slide tackle to hit him.

	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	No items or bonuses gained from defeating this enemy.




	ENEMY DETAILS

	NAME:
	Nora

	WHAT DOES IT LOOK LIKE?
	A dominatrix wearing a red bodysuit, boots and hat. Carries a whip used as a weapon.   

	ATTACKS:

	· Whip attack.

	WHEN WILL IT FEATURE IN THE GAME?
	Stage 1 and will then reappear each Stage after.

	HOW DOES THE PLAYER DEFEAT IT?
	Will only attack from long range – keep close to her and grapple before attacking.

	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	No items or bonuses gained from defeating this enemy.



	ENEMY DETAILS

	NAME:
	Hakuyo

	WHAT DOES IT LOOK LIKE?
	A buff, tall man, wearing traditional Kungfu dress, has dark hair.

	ATTACKS:

	· High kick.

	WHEN WILL IT FEATURE IN THE GAME?
	Stage 1 and will then reappear each Stage after.


	HOW DOES THE PLAYER DEFEAT IT?
	Quickly turn and attack after Hakuyo has somersaulted over the player’s head.

	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	No items or bonuses gained from defeating this enemy.




	ENEMY DETAILS

	NAME:
	Jack

	WHAT DOES IT LOOK LIKE?
	A skinny man with orange hair, dressed like a jester. Carries torches/axes.

	ATTACKS:

	· Will throw torches/axes.
· Knocks the player down.

	WHEN WILL IT FEATURE IN THE GAME?
	Stage 1 and will then reappear each Stage after.


	HOW DOES THE PLAYER DEFEAT IT?
	Attack when Jack is about to throw an object.


	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	No items or bonuses gained from defeating this enemy.





	LIST OF BOSS CHARACTERS [12]

	
· 6 different bosses to encounter.
· Stage 8 sees previous bosses return, as well as the Stage 8 boss.



	BOSS CHARACTER DETAILS

	NAME:
	Antonio

	WHAT DOES IT LOOK LIKE?

	Tall man, large upper body and head, carries a boomerang.

	ATTACKS:

	· Throw boomerang.
· Low kick.

	WHEN WILL IT FEATURE IN THE GAME?
	Stage 1, Stage 8

	HOW DOES THE PLAYER DEFEAT IT?
	Stay close and grapple, attack after boomerang is thrown.

	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	No items or bonuses gained from defeating this enemy.




	BOSS CHARACTER DETAILS

	NAME:
	Souther

	WHAT DOES IT LOOK LIKE?

	Blond man with clawed gloves.

	ATTACKS:

	· Scratches with claws.

	WHEN WILL IT FEATURE IN THE GAME?
	Stage 2, Stage 6 (There are two of him to fight), Stage 8.

	HOW DOES THE PLAYER DEFEAT IT?
	Move towards him horizontally or from above and attack immediately.

	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	No items or bonuses gained from defeating this enemy.




	BOSS CHARACTER DETAILS

	NAME:
	Abadede

	WHAT DOES IT LOOK LIKE?

	Wrestler with a mullet, wears face paint, red boxing shorts, wristbands and boots.  

	ATTACKS:

	· Charge at the player.
· Clothesline.
· Throw.

	WHEN WILL IT FEATURE IN THE GAME?
	Stage 3, Stage 8.

	HOW DOES THE PLAYER DEFEAT IT?
	Use jump kicks to repeatedly knock him down.

	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	No items or bonuses gained from defeating this enemy.




	BOSS CHARACTER DETAILS

	NAME:
	Bongo

	WHAT DOES IT LOOK LIKE?

	Obese bald man, wears a yellow shirt and suspenders.

	ATTACKS:

	· Runs diagonally across the screen breathing fire.

	WHEN WILL IT FEATURE IN THE GAME?
	Stage 4, Stage 8.

	HOW DOES THE PLAYER DEFEAT IT?
	Dodge diagonally and grapple. 

	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	No items or bonuses gained from defeating this enemy.





	BOSS CHARACTER DETAILS

	NAME:
	Onihime & Yasha (Mona & Lisa)

	WHAT DOES IT LOOK LIKE?

	Two women, very similar design to Blaze but in different colours.

	ATTACKS:

	· One jump-kicks.
· One grapples

	WHEN WILL IT FEATURE IN THE GAME?
	Stage 5, Stage 8.

	HOW DOES THE PLAYER DEFEAT IT?
	Attack defensively, do not chase, special attacks are key to beating this boss.

	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	No items or bonuses gained from defeating this enemy.




	BOSS CHARACTER DETAILS

	NAME:
	Mr. X

	WHAT DOES IT LOOK LIKE?

	Refer to Section 3 for character description.

	ATTACKS:

	· Sprays bullets at a distance.
· Hits with butt of gun up close.

	WHEN WILL IT FEATURE IN THE GAME?
	Stage 8.

	HOW DOES THE PLAYER DEFEAT IT?
	When spraying bullets - stay within close range and attack, when charging – use the dodge.

	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	No items or bonuses gained from defeating this enemy.
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SECTION 9: CUTSCENES



	CUTSCENES

	
	CUTSCENE DETAILS (use this table for each unique cutscene you include)

	VISUAL STYLE:
	2D pre-rendered cutscene.


	BRIEF DESCRIPTION OF SCENE:

	The background scrolls sideways across the city skyline while text rolls down the screen, introducing the story to the player.[image: ]

	WHEN WILL IT FEATURE IN THE GAME?
	It is the opening cutscene and will feature when the player starts the game.

	PURPOSE:
	This scene is included to introduce the player to the backstory of the game, the setting and giving context to what the characters are doing.






	CUTSCENE DETAILS (use this table for each unique cutscene you include)

	VISUAL STYLE:
	2D pre-rendered cutscene.


	BRIEF DESCRIPTION OF SCENE:

	[bookmark: _Int_QLxv6CFi]Each character is introduced one-by one, a photograph and a short biography flashes on the screen – this starts with Adam first, Blaze second, and Axel last.
[image: ]
It then shows the three characters posing with the game’s title.[image: ]

	WHEN WILL IT FEATURE IN THE GAME?
	Plays once the opening cutscene has finished.

	PURPOSE:
	This cutscene is the title screen and introduces the player to the three playable characters and gives a short description of each.


  
	CUTSCENE DETAILS (use this table for each unique cutscene you include)

	VISUAL STYLE:
	2D pre-rendered cutscene.


	BRIEF DESCRIPTION OF SCENE:

	The player character/characters are in the Syndicate headquarters with Mr. X. engaging in dialogue. This cutscene is similar for both single player and multiplayer – good ending or bad ending. [image: ]

	WHEN WILL IT FEATURE IN THE GAME?
	Whenever the player/s reach Mr. X.

	PURPOSE:
	To further the story. From here, players will: agree with Mr. X and be sent back to stage 6, disagree with each other and fight it out, or take down Mr. X together.




	CUTSCENE DETAILS (use this table for each unique cutscene you include)

	VISUAL STYLE:
	2D pre-rendered cutscene.


	BRIEF DESCRIPTION OF SCENE:

	The player character is shown in Mr. X’s chair and is declared the new leader of the Syndicate and the credits roll. [image: ]

	WHEN WILL IT FEATURE IN THE GAME?
	When the bad ending is unlocked.

	PURPOSE:
	To show the player they have the bad ending unlocked, and to credit those who worked on the game.



	VISUAL STYLE:
	2D pre-rendered cutscene.


	BRIEF DESCRIPTION OF SCENE:

	The characters are shown carrying on with their lives after defeating Mr. X, and the credits roll.
[image: ]

	WHEN WILL IT FEATURE IN THE GAME?
	When the player unlocks the good ending.

	PURPOSE:
	To show the aftermath of killing Mr. X, and crediting those who worked on the game.
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SECTION 10: BONUS MATERIALS



	BONUS MATERIALS

	
· A local multiplayer mode – this unlocks a second ‘bad’ ending to the game. 
· For the good ending, the player/players refuse Mr. X’s offer to join him and defeat him – this will be accessible in both the single player and the multiplayer modes.
· For the bad ending, players must disagree with each other. The agreeing player must defeat the one who did not, and the survivor must change their mind and defeat Mr. X alone. The player takes over from Mr. X’s position as head of the crime syndicate.

	



	REPLAY VALUE

	
There are a few different incentives for players to revisit the game and play through again. 
· Beating previous records 
· Total high score 
· High score for a single stage
· The time it took you to complete your last playthrough
· The number of lives or special attacks you used. 

· Play through the game in co-op  to experience the ‘bad’ ending.
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