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Akita Adventure: Design Document

      1)  Hi level game concept: 


One, the Komachi Bear navigate the forest and interact with the Trees to find the way to the Sushi. The trail of Sushi will lead him to the ultimate location of his captured friend, Kappa. Watch out for beehives, snakes, and other dangers in the woods! Komachi can interact with and help animal friends, who will be more than willing return the favor.

2) Audio:


-music: trompin' through the woods, victory! (found the sushi), boss music


-SFX: 'caught in a trap' squeal, collect fruit, collect acorn, speak to tree (neutral, sad), 'tree opens the way' jingle, hungry panda grunt


-voice overs: japanese sounding girl says “Great Job!!!” (when you find the sushi)

     3)    Art: 


char: Komachi Bear (happy and standing, walking 4 directions, hurt, give acorn, 'victory' pose)


backgrounds/floors: forest floor, leaves, autumn


npc: Trees (neutral, angry, sleeping), Forest Critter, Swamp Monster, Hungry Panda, Zero, Kappa


playable env: fruit, acorns, sparkle (for collecting acorn), Sushi, tree walls, bush walls, cherry blossom tree walls (place near the sushi), bee's nest, snake

      4)   Tools: 


sound: Reason


imaging- Photoshop


programming languages- GameMaker

5)   Level descriptions (detailed)

Env descriptions- Every room is set up the same, but with increasing complexity. Walls of trees and bushes are set up like a maze, with fruit, acorns, and traps spread about. The Trees are strategically placed at intersections to act as a door. An acorn is placed in the area before the Trees, so the player finds acorn, then delivers it to the Tree). 

Goals and Quests- (mini goals, midrange goal, big final goal; how does the player learn the goal) 

6)   Character details- backstory, motivation, skills, role in the game, NPCs

1. One, the Komachi Bear- a friendly bear native to Akita, Japan. He enjoys wandering the woods in search of fruit and acorns. One is a happy-go-lucky friend of many critters in the forest, and he loves to dance with his best friend, Kappa.

2. Kappa, the Greatest Sushi Chef- a turtle with an attitude, he was kidnapped by the jealous and hungry Zero. While in captivity, he must make sushi non-stop for Zero.

3. Trees- The guardians of Komachi Forest, the Trees always know the lay of the land. Though they come in many varieties, the Trees of Akita will help One find the Sushi and his friend Kappa. One can speak to the Trees, though some may require an offering of acorns, a dance, or some other requirement before letting him pass.

4. Forest Critters- They help you complete tasks and advance to the Sushi. If you help them along your way, they'll help you save Kappa!

5. Hungry Panda- this great forest animal is will move out of your path, if you have acorns to feed him.

6. Swamp Creatures- These meanies are out to cause trouble for the Forest Critters. If you catch them, then they'll give back items they've stolen from the Forest Critters. If you don't catch them, they're going to cause trouble for you later!

7. Zero, the Hungry Monkey-  Zero is a selfish outcast of the happy Forest community, allied with the swamp monsters. He's jealous of One and Kappa's friendship,. He kidnapped Kappa to make him sushi, but he is still troubled by something...

7)   Programming task-not HOW to, but WHAT to do***

1. Set up a room (like Pac-Man) with walls

2. Player- move all directions on key presses, stop moving when no key pressed. Has lives, fruit points, and acorns. He can dance, get hurt, celebrate victory, and interact with Trees, Forest Critters, and swamp monsters.

3. Trees- solid objects that One can talk to.

1. Neutral- talk to them, then they dissappear 

2. Bored/Sleepy- must dance for them, increment the dance var, then they dissappear

4. Fruit- gives you 10 points and an extra life

5. Acorns- gives you 1 health

6. Sushi- triggers victory dance and music, then sends the player to the next room

7. Beehive- subtract 1 life, 

8. Snake- subtract 1 life, bounces horizontally and vertically off of player/walls

9. Forest Critters- talk to player, if player has an item then they thank him, give him an acorn, and scurry away. If you decide to help a critter, they appear in the last level to cheer you on!

10. Swamp Monster- if player contacts swamp critter, they give up an item that belongs to a forest critter. If you don't catch a swamp critter, they will appear in the last level.

11. Hungry Panda- must feed them Acorns, subtract score from Player, then they dissappear

8)   Schedule, development methods (agile- plan out tasks into 2-6 week sprints, where you end with a playable prototype that WORKS and is testable) (SCRUM-- bottom-up construction, people meet for 2 mins each day to touch base and see what needs to get done)

1. Nov 6- working prototype with +50% programming completed

2. Nov 13- design doc at beta completion

3. Nov 20- All mechanics, objects, and levels are programmed to completion

4. Nov 27- Record and program all sounds, design all levels, export finished game to Yoyogames

5. Dec 4- All artwork for characters and menus completed

6. Dec 11- Title screen, menus with controls, and final debugging/ level adjustment completed

