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Introduction
In a nutshell, Swap is an action-packed 2D platform game that uses an exciting new gameplay element to immerse the player: the swap-gun. This tool enables the player to fire at certain objects and then swaps places with them. This opens up for a lot of fun puzzles, death-defying action sequences and entertaining boss battles. 

The game will also feature reflective surfaces that bounce the swap projectile, hidden treasures that can only be accessed with clever use of the weapon and a wide array of unique enemies with different behavior, strengths and weaknesses. 

We have scheduled for the game to have four different levels set in different environments, each with a special theme. For example, the first level is located in a laboratory setting, where the player must escape the facility. Pretty soon the player is told that the only way out is through an emergency exit located at the end of the facility obstacle course. This then serves as a tutorial for new players, while veteran players will be able to use advanced tricks to gather special items and reach hidden rooms. Basically it is designed to be a forgiving learning environment for beginners while it still rewards more experienced players.

A lot of time and energy is spent on level design, which is absolutely crucial for this type of game. We also give a great deal of focus to controls, because a bad platform game is usually lacking in one of these two things. 

What more is there to expect? Colorful sprite graphics cool sound effects and red hot music tracks. Then we have some more exciting stuff that will be included if there is enough time after we have perfected the important things. 

Our target audience are casual players that are looking for an easy to learn, immersive, action packed platform game that features puzzle-like game play. It is suitable for ages 8 and up.
Storyline
It was a normal day at the lab. You and the professor were making the final touches on the new weapon. Suddenly a huge explosion rattles the complex, knocking you out. When you wake up the professor is gone and the lab is in shambles. All that is left is a note.
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You decide to chase after the kidnappers in hope of recovering the professor before something bad happens. Armed with the trusty Swap gun you were finishing just before the attack, it’s time to take up the hunt.
 
Gameplay
Player character is equipped with a projectile weapon capable of repositioning target object with the player. The alternative fire mode is cancelled due to time constrictions. The goal of the player is to reach the exit of each level without taking lethal damage.

Controls
The preliminary controls are A & D together with the mouse. Additional weapons are cancelled due to time constriction.
Right arrow - moves the character to the right.

Left arrow - moves the character to the left.

Space - makes the character jump.

The mouse is used for aiming.

Mouse button 1- Fires swap projectile.

Time plan & Milestones

See external excel file for detailed time plan. The filename is timeplan.xls and it is located in SVN folder “document”.
Milestone 1 – Version 1.0 of the design document is to be handed in. 

Milestone 2 – Level design to be 99% finished. Basic sprites are done. Sound effects mostly decided. In short the “skeleton” will be done and just needs some flesh.

Milestone 3 - All done with the planned stuff, hopefully some extras will make it into the final version.

Testing
Initially the testing will be done by the group. Later when the game is more playable we’ll utilize external playtesters to ensure quality and most important that it’s fun. It will also give us helpful critique.
Player-controlled elements
Player

The player character is capable of moving left and right. It can also jump. When the player character comes into contact with an enemy characters hit box, damage is inflicted on the player character. When a certain amount of damage is received, the player character “dies” and the level must be restarted.
Weapon

The weapon rotates independently from the player character and is capable of firing in all directions regardless of player characters position. When the left mouse button is pressed, the swap gun charges up. When released the projectile gains speed relative to the charge meter.
Computer-controlled elements

Swappable enemy characters
Walker – Slow moving enemy that walks around, colliding with hitboxes and thereby avoiding holes and such.

Hunter –  Pretty much the same as the walker, only a lot faster.
The swap1 projectile
Can be fired 360 from the player character. The projectile can bounce against certain surfaces. As the projectile travels it is subject to gravity and will descend over time.

Swap states
1. Projectile connects with swappable object 

2. Teleport animations are played for both objects
3. Swap sound is played

5. Player and object exchange places

7. Swap complete

Environment
We have after further consideration settled on 2 levels, no boss fight. The overall theme is a near future, technology has advanced forward a great deal but the environment still has similarities to our time.

Level 1 – Lab. Player tries to pursue kidnappers but is cut off by a sabotaged door. The only way to leave the Lab is through the emergency exit, located at the end of the Training ground. The Training Ground is cancelled due to time restriction.
Level 2 – City streets. The city is under siege by the evil forces. The player must escape the city limits to reach the forest. This level is cancelled due to time restriction.
Level 3 – Forest. Lush environment, trees and bushes.  This level is cancelled due to time restriction.
Level 4 – Final level. Castle/Fort setting. The player has found the diabolical stronghold of the evil kidnapper.  
Sound Effects
The game will have appropriate sound effects.
Most will be taken from free-to-use online sound libraries.

Level 1 - Lab/Training Ground

Environment

Lab: Signs of struggle is spread throughout the lab. There are broken pipes that vent hot steam into the walkways, smashed objects lies scattered everywhere. The background consists of broken lab equipment and machinery, burned walls and damaged ceiling.

Training ground: The damage here is not as prevalent as in the lab, large portions of the training ground is unharmed. Common objects are wooden boxes, hint signs and metal barrels. There are also speakers mounted on some walls. Furthermore some enemy walkers have breached into the training ground, making it a little more deadly. Background is metal walls with observation windows. Also there are some holes that walkers could have breached in through.

Music

Lab environment: Something dramatic to symbolize the seriousness of the kidnapping. Slow and mellow, nothing too “upbeat”. The lab part is relatively short so it doesn’t have to be a full-length track, just start looping after a minute or two.

Training ground: This part is a lot more action packed so the beat goes up. Compared to the lab music this will be a lot more focused on driving up the pulse of the player, making him/her feel that now is the time to take action and save that professor guy. Motivational and exciting, the real adventure starts now! Avoid a Rock style of music as this will be used in level 2.
Objects used in Level 1

· Barrel, “Metal”

· Crate, “Wood”

· Steam

· Walker

· Coin, Big
Level Maps

Part 1-1. This part is designed to be simple and the first stage of the learning process. The player will get to do some easy jumps as well as use the swap gun on stationary objects while under no pressure. 

Experienced players will recognize a bounce surface early on and can find a big coin by swapping places with the wooden crate.

The steam vent section will be the first part where the swap gun must be used, thereby guaranteeing that when the player passed that part, he/she will know the basics of how it works. Basically there are broken pipes that constantly ventilate hot steam that covers the entire passage. In normal platform games the player would have to switch it off somehow or wait until there is a pause in the ventilation. Instead we force them to use the swap gun on the barrels to go forward.

Next there is the fake exit. It has been demolished during the attack and is unusable. A quick dialogue will appear that tells the player to get to the emergency exit located in the training grounds.

Now the player will swap places with the barrels above. Then the player reaches a room that contains the entrance to part 1-2, the training ground.

Part 1-2. The player will have to be able to use basic skills to finish this level. It is not designed to be hard, rather the next step in the learning process. 

There is a big coin early on that requires a bit of finesse to reach. The player must stand on the first crate to see the hanging crate, then as soon as he/she swaps with the hanging crate another shot must be fired on the barrel. When done successfully the player will reach the platform and collect a big coin.

After having climbed the first high part the player is at risk of falling down in a hole that can’t be jumped up from. The player must then go back via a tunnel and swap his/her way back with the barrel at the end. There is currently a walker patrolling this tunnel.

Next we have three consecutive hanging barrels in the roof. These are designed to be a shortcut for the more experienced players. Below those are a platform with two patrolling walkers. The player is safe on the first platform rise so that he/she can study this new enemy.

Now the player will be introduced to the bounce surface. A sign tells how it is done and the player will just have to perform a simple “one-bounce” shots to swap with the barrels.

The next big coin is hidden behind a barrel. To reach this coin the player must swap with the barrel while falling down. The barrel blocks the opening so the player cannot just hold against the wall and access it that way.

Then we have the the reverse “Indiana Jones”. Instead of running away from big balls coming at you, the player will swap with them and move forward with this technique.

Last is the storage room, the player must swap his/her way through lots of barrels and crates until the exit is reached. This is the end of level 1.

Look at the separate file named lvl1-1.jpg for larger version of level map 1-1 and lvl1-2.jpg for level map 1-2.
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Level 3 – Forest

Environment

Level 3 is played in the forest before the castle. The background will be trees.
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1. Possibility for big coin

2. Possible shortcut (only get 1 try)

3. Player must bounce swap projectile in order to hit the bush

4. Player can´t walk through the forcewalls, but projectiles can pass. Blocks must be placed on buttons with the respective color in order for the wall to disappear

5. Possible shortcut (only get 1 try)

6. Moving platform, player must make his way over by going from platform to platform

7. Key cube must be placed on button in order for exit to open 

Enemies

E1= Walker

E2= Black bat

E3= Jumper

E4= Hunter

E5= Turret(not in level 3)

E6=Soldier
Objects used in Level 3
· Bush
· Seal

· Ball

· Rock

· Colored blocks

· Key blocks
Level 4 – Castle
Environment
Level 4 will be played inside a big castle. The background will be a brick wall. The level will have a darker and more sinister atmosphere. The enemies will come in packs. The level will also feature spikes and seals bouncing a ball between them. This level will require some more skills than the other ones as it is the final level before the boss.
Music

The music for level 4 will be dark and sinister.

Objects

· Wooden barrels

· Cactuses

· Candles

· A “key block”

· Wooden plates

· Balls

· Seals

· Big coins

HUD
This chart describes the intended menus. It is a pretty classic setup, since the target audience is casual gamers there is no need for extravagance that might just lead to confusion. 
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In game GUI
While playing there will be indicators showing health and charge power. There is also a menu button and a “achievement button” that pops up when all coins are collected.
The mouse cursor is a crosshair in the game to help with aiming
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