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Game Overview
Philosophy

Philosophical point #1

Scion of the Wolf combines the traditional elenseoit both a maze game and a fighting game,
with an additional twist of gathering items to uisé¢he fight system.

Philosophical point #2

The game runs on both the PC and the Xbox360sawdtten using XNA and C#. We believe in
supporting the grassroots movement to put gamea@went back into the hands of the smaller design
teams.

Philosophical point #3

When you create some of these overarching philtisappoints about your design, say whatever
you want. Also, feel free to change it to “My gadesign goals” or whatever you like to call it.

Common Questions
What is the game?

Scion of the Wolf is a fighting game where the glagnust defeat his/her brothers and sisters to
successfully win the right to challenge the Kingtlee throne. In the game, the player must firsdhar
siblings in the maze, picking up items to aid hien/Huring the fights, and defeat them in hand twdha
combat. Once the player has defeated his/her iloérgs, the player must defeat the King to benared
ruler of the realm.

Why create this game?

We are making this game as a part of our courdefeorthe University of North Carolina,
Charlotte’s Intro to Game Design and Developmeitearthe tutelage Dr. Michael Youngblood. Also, we
like fighter and puzzle games.

Where does the game take place?

The land of many paths, Vai'Datha, is an anciant| where only the strongest survive. Setin
the Iron Age, the land is ruled by many Clans, eaith their own King. The Clan of the Wolf,
Vyu’'Sedrin, owns the grassy plains in the centeghefRealm.

What do | control?

The player selects the character, one of thedbildren of the King, they wish to use in the game.
Once the player character is selected, the playmrals the movements and actions of that charadtde
the Al controls the rest.

What is the main focus?

The player must defeat his/her siblings in ordewin the right to challenge the King for the
throne. Once that is successful, the player mght the King.
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What's different?

Instead of traditional fighting games, where thaypl, typically, picks a character and just beats
up the other players, usually in a Karate tournarae, this game has a plot as well as traditi®RG
and maze elements built into the gameplay. Wealkseallowing the players (and the Al) to colleahte
items, which they can use in the combat systemallyi we are using Shaders to do special effecthe
players when items are used, as well as in ottzeepl
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Feature Set

General Features

Two different worlds — a fight world and a maze lddtile based)
2D graphics
Custom sound

Editor

Maps are easily customizable

Fight backgrounds are customizable

Make your own maps and fight backgrounds
Make your own player characters

Gameplay

An overhead scrolling maze for players to traverse.

Items for players to collect and use in the figlotra.

Side view 2d fighting system.

Two-tiered rock-paper-scissors system: Low attdikkigh-blocking opponents, mid attacks hit low-
blocking opponents, and high attacks tend to betatmid attacks.

Confidential Page 6 2/21/2609
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The Game World

Overview

The game world consists of two separate typesnfes — the maze system and the fight system.
The player moves through both worlds, using histties and skill to survive.

Maze System
The maze system of the world is simply an overhéaw of a tile based maze built from a text
file. Items are located in randomized places ertiaze as are the Al. Players can use the mabeito

advantage to either encounter or avoid the Al. Welayer encounters the Al in the maze, the game
changes to the fight system.

Fight System
The fighting system is a side view 2D fight systelflayers will be able to use the two-tiered
rock-paper-scissors fighting system to defeat thpponents. Players can also use any items foutiebi

maze system to freeze, harm, or otherwise effecbtlicome of the fight, depending on the item’s
properties.

The Physical World

Overview

The maze system is built on a tile based engitie an overhead view. The fight system is simply
a side view 2D graphic system where the playergs aefeat their opponents in two out of three fights

Key Locations
In order to defeat the siblings, a player must enter them in the maze. That location is saved
when the players go back from the fight system.
The throne room — once the siblings are all detkdtes player will then be able to access the
throne room and defeat the King.

Travel
In both worlds, players walk from one locatioratwother.

Scale

In the maze, the scale of the player is basethetile width and height. In the fight system, the
player scale is the texture height and width wiéch00 by 250.

ltems

Freeze — stops the opposing player for five seconds

Cannonball — throws a cannonball at the opposiagel

Healing Draught — restore health to full

Slow — cuts the opposing player’'s movement rateaif, lasts for ten seconds
Shield — reduces damage, lasts for ten seconds
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Time

Time, based on GameTime, is used in both the maddahe fight system. In the maze system, we
track how long it takes the player once insidertfaze. That number is subtracted from the ovecalles
In the fight system, we have a 90 second time limithich the player must defeat the enemy or tee/sh
dies once the time expires.
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Rendering System

Since we are using XNA, we will be using the remiesystem built into XNA.
Camera

We are using two different camera angles in theegaraverhead (maze) and side (fight) view.

Game Engine
Overview

The game engine has three distinct parts — theimgstem, the maze system, and the fight
system. We control which part we are in by usirgn@Rules.GameType in order to switch between the
three parts. Player is an abstract class thatAlo#imnd Human extend.

Menu System

The screen manager is a component which managesranore GameScreen instances. It
maintains a stack of screens, calls their UpdateCamaw methods at the appropriate times, and
automatically routes input to the topmost activessn.

Maze System

The maze system handles the loading and drawitigeahap the players traverse. It also
maintains a player list, an item list, and a walkdlst. Once a player dies or something is ugead,
removed from the respective list. Maze also hanifle own Update and Draw methods.

Fight System

The fight system is a component which managesdhebfights between the players. It handles
the HUD for the player, draws the world the playight in, handles the player collisions and phgsitie
game state, the game items used, and handlesngatia time of the game as well as player deaths.

Player

The player is an abstract class that both the Althea Human use for initialization, update, draw,
and various other methods such as ChangeHealthpBama RollBackPosition. We will allow both the Al
and Human to move about the world using the infatesmanager. Animations are also controlled tijinou
the player class as well as the textures, nameisstspeed, velocity, scale, and item inventory.

Collision Detection

Using the built in BoundingBox in XNA, we will ugghysics to determine collisions and
responses. For the maze and fight system, thedimgibox will be the size of the player characteage.
Also, in the fight system, we will use a weapon iding box, smaller than the player image, to siteula
fists and feet.
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The World Layout

Overview
The maze is one maze, tile based, that the playalisaround. The fight system worlds are 2D

textures set as background images that the pléightson. The fight system will use four different
textures that are used randomly in the fights.

Maze Mockup

Flgur 1- cp of the Maze
Fight Mockup

N DRACO | ] 80 N ORACO GREED [ ]

Figure 2 — Mockup of the Fight, Including HUD
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Game Characters

Overview

Players will have the chance to pick between drieeofour contenders for the throne. Each
character will have personalized attributes antlisstiat the players can use to defeat the otrereps, so
choose carefully.

Creating a Character

Once in the menu system, players need to go tpl#yer select screen and pick which player they
want to use in the game. The three players tlegtdio not select become the Al for the game.

Player Select Screen Mockup

Figure 3 — Player Select Screen Mockup

Enemies and Monsters
The three siblings left after the player selectiane the standard Al and their own capabilities.

The King, the enemy fought at the end of the gdrae,the standard Al, his own capabilities, andna fe
surprises for the player (better items, more heatibves faster).
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User Interface

Controller Configuration

The basic controls (seen in Figure 1 below) haeeoiitions for players to kick, vertical strike, izontal
strike, and guard. Using the movement to contrelttigh and low attacks, players press the aptpri
buttons to launch attacks on their opponents.

Controller Configuration

Figure 4 - Shows the Controller Configuration

Fight HUD

The HUD (see figure 2 below) during battle will ghthe two player’s in battle, their icons, theiahf,
the Human's items, and the time the fights havenakThere is a scoring bonus for ending fightskjui
as well as not taking damage during a fight thateentually be cashed in for fighting upgrades.

Basic User Interface

Figure 5- Basic HUD

Maze HUD

The only HUD the maze will have will be the timetihe center, the same as the fight HUD. Itemsivéll
on the maze itself, until the player picks them up.
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Weapons

Overview

The only weapons in the game, with the exceptadriists and feet, are the game items.

Freeze — stops the opposing player for five seconds

Cannonball — throws a cannonball at the opposiagesl

Healing Draught — restore health to full

Slow — cuts the opposing player’'s movement rateaif, lasts for ten seconds
Shield — reduces damage, lasts for ten seconds
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Musical Scores and Sound Effects

Overview

There are two basic types of sounds in the gathe musical score and the sound effects. Since
XNA provides an audio manager (XACT2), we will being that to put the sounds into the game.

Sound Effects

We are using sound effects to denote changegim#nu system, items selected, decreased
health, starting a fight, winning a fight, usingitam, as a warning when the time/health is runmiag
and when the player wins the game. These souedgoamg to be simple wav files that we create \&ith
keyboard or a microphone. All object collisiot®sld have appropriate concussion noises andfalitef
should be at a sublime level, so that repeatedgag not become annoying to the players.

Musical Score

Both the maze and the fight system will have tbgin theme songs written for the piano. The
maze theme will be slightly lighter and a littlewfer than the fight theme.

Sound Design

We will use a "circle of fifths" pattern to trarisit from one thematic key to another. The use of
major, harmonic minor, and melodic minor shouldeetfreal world events.

Pure Scales

Major — Victory; Doing well; Happy

Melodic— Sad; Thoughtful; Deliberative; Driven
Harmonic— Danger; Action; Wry; Scary

Mixed Scales

Major/Melodic— Airy; Interesting; Watery; Space odyssey;
Major/Harmonic— Important/Ending

Melodic/Harmonic— Suspense; Conflict; Climax
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Single-Player Game

Overview

In the single player mode, the player will walkand the maze, locating items and the Al. Once
the player has found the Al, the game will trawsitio the fight system where the player will haveléfeat
the Al two rounds out of three. At the end of fight, the character will go back to the map wottd,
collect more items and to find new Al to fight. t&f all three Al have been defeated, the playdrgailto
the Throne room where he/she will fight the Kingaitwo out of three round battle.

Story

In the great clan, Vyu'Sedrin, there is only thengathat matters; the game of thrones.
The best player, the King, is aging and needs teenihe Heir to the Throne. Following the grand
tradition, the King sends his offspring to the hast corners of the realm with the simplest of
instructions — return and claim the throne.

Beat the other players to the throne city and Wwendhance to rule, if you can survive the

journey. Players move around the world in an efimknock the other players out of the game in
battle. Defeat the other players and win the rigtite named Heir.

Hours of Gameplay

The game will last anywhere from five to thirtymates, depending on how the players choose to
play the game.

Victory Conditions

Defeat all three of your siblings and then dethatKing. Each fight is two falls out of three.
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Character Rendering

Overview
Characters are going to be hand drawn and scanteeBaint Shop Pro (PSP). Once we have the

sprite sheets into PSP, we can do any touch ugisecimdividual sprites that needs to be done asal al
figure out what the specific bounding range for gpétes for use in the animation system.
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World Editing

Overview

The world editor will consist of a simple text &i(for the mazes) and a graphics editor (for the
fight system).

Maze Editing
If a user wishes to add a new maze, all he/shéoh@s is create a new text file with the correct
values. We are using a multi level map, where etdte array to hold the terrain layer, the isWhbli&a

layer, the transition layer, and the object lay@fith the values set and defined in the game ctréady,
anyone can create a new text file and make a nexe ma

Fight Editing

If a user wishes to add new backgrounds to theegamshe will need to have the source code of
the game. All they need to do at that point, hoeveis create a new background at 1280 by 960 gixel
add it to the game, and recompile the code.
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Extra Miscellaneous Stuff

Overview

This is my ‘if | had more time, more people, andn@ap to do what | want to do’ section.

Later Ideas

At some point, | want to make this game multiplayerat least have an option for the players tofjgat
one another. This is relatively easy to do, howeteloes put the game out of scope for the ctipesject
and the pitch for the game.

Later, | would like to make this a networked garsen&ll as port it over to 3D graphics. Eventuallglan
on pulling it out of XNA entirely and writing it $ely in C++ and OpenGL.
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“Images Appendix”

Figure 1 — Mockup of the Maze

Figure 2 — Mockup of the Fight, Including HUD
Figure 3 — Player Select Screen Mockup
Figure 4 - Shows the Controller Configuration
Figure 5- Basic HUD
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