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1. Gameplay

1.1 Basic Concept

Play as desperate robots that must flee from the robot demolishing factory in order to achieve freedom and live another day. 

This is a game made in 2D. It’s a puzzle game where you have to use your robots’ special skills to beat the levels. You must free robots on the way to be able to complete the levels. 

1.2 Background Story
In the year 2472 the robots had taken control of the world. After several years of battle with the mankind the robots finally won by shutting down all power plants and implementing viruses that knocked out every electronic machine that still was under human control. When the battle ended most of the human race had been slain or taken prisoners. The humans were kept alive for experiments in order to find out the mystery of life. The world had become a better place with less pollution. Rainforests were yet again growing wildly and animals could live in peace without having to fear the human poachers. 

Unfortunately a band of rebels had managed to develop primitive EMP weapons with which they started to regain control of the world. More and more humans crawled out of their hiding places and joined the rebels. After another war that lasted for over 30 years the machines had been crushed and humans had regained control. New computers and machines were being built, primitive ones, so the machines’ viruses could not take them out. 

Now, the year 2504, a single StrongBot have escaped his holding cell in a demolishing factory where he and other robots were to be crushed. His only hope for survival is to rescue his brothers and destroy the factory.
1.3 Goals

The main goal is to rescue all robots and manage to escape the final level. 
A sub goal in the game is to rescue other robots that have special skills that will allow you to complete the next level. In order to unlock the next level you must get the HackerBot to access the control panel. All levels have a high score list that shows the fastest time it has been completed in.
1.4 Game Mechanics

All robots can move in 360° and they can all move wooden boxes and use buttons and levers. 

Each robot has its own unique ability such as:

· Moving heavy boxes

· Reflect lasers

· Shoot 

· Hack control panels

You control one robot at the time and can switch between them at any point. 

Robots can die by getting shot or walking into traps. When a robot dies the level resets and the player gets to retry the level. 

1.4 Game flow

When the game starts the player only has access to the StrongBot and it starts in a corridor that has several doors in it. Only one door is open at the start and it leads to level 1. The other doors leads to other levels but in order to open them the player needs to complete level 1. When the player moves his robot through the open door it comes out at the entrance of level 1. In all levels there is a control panel that can open the door to the next level back at the corridor. But the only robot that can use the control panel is the HackerBot, which happens to be located behind a door on level 1. The player has to move some boxes and reach a lever that opens the door to the HackerBot. Then the player can switch so that he controls the HackerBot and move it to the control panel. After that the player moves out to the corridor where another door has opened up, which leads to level 2. This procedure repeats until the player has reached the final room.
1.5 Single player/Multiplayer

At this time there is only single player mode available to play but we plan to implement multiplayer modes in the future.

As a single player you control all robots one at the time and can switch between them at any time. This makes the game a slow paced puzzle game.

In the future multiplayer mode the players will control one robot each and can't switch between them. The players have to synchronize their puzzle solving in order to complete the levels. Another mode that might be implemented is the “Versus” mode. Here players will have to solve a puzzle before the other player in order to win the game.  

2. Graphics & levels
2.1 Environment

The game graphics is simple 2D viewed from a top-down perspective. The graphics will be colorful and different objects will be clearly distinguishable from each other.
The environment of the game is the inside of a futuristic robot demolishing factory. 

The levels will represent different areas of the factory.
2.2 Objects
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Wall

Covers the outer edges of the playing area and can not be passed by anything.
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Weak wall

A wall that can be destroyed by shots and laser beams.
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Wooden box

Can be pushed by the player’s robots and it can also be destroyed by shots and laser beams.
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Steel box

A heavy box that can’t be destroyed and it can only be pushed by the StrongBot.
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Laser cannon

Shoots laser beams. It can sometimes be turned off by a lever or a button.
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Laser Shot
It kills robots if it touches them. Also destroys weak walls and wooden boxes.
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Lever

Can be used by robots and it triggers something on the level when activated. Can open a door, turn on/off a laser cannon or open/close a floor pit
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Button

Lies on the floor and it trigger something on the level when activated. Can open a door, turn on/off a laser cannon or open/close a floor pit. Is activated when something is standing on top of it.
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Moving floor

Moves everything that stands on it in the direction the floor moves.
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Floor pit

Can be opened or closed. Robots and boxes can fall through it if the pit is opened. Works just like ordinary floor when closed.
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Door

Blocks a passage. Can be opened by buttons or levers.
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Laser door

Rotates all the time unless it’s turned off. Kills robots if they touch the laser. It’s possible for robots to pass if they move carefully following the rotation of the laser door.

[image: image21.png]


Control Panel
Can only be used by the HackerBot. It opens the door to the next level and is thereby the goal to reach on all levels.

2.3 Levels

Level 1:
The player starts the game with the StrongBot and the first robot to be saved is the HackerBot since it is needed to unlock the next level.
The StrongBot must move different wooden boxes in order to get through the level. At the end of the level there is a laser cannon which needs to be blocked by a metal box. A wooden box breaks if a laser beam hits it. Then the StrongBot can walk up to the lever in the upper-right corner and activate it, which opens the door for the HackerBot who then should go down to the control panel to unlock the door for the next level.

[image: image1.jpg]



A representation of Level 1.
Level 2:
The player starts this level with both the StrongBot and the HackerBot. To complete this level the player must get the HackerBot to the control panel at the upper left of the level. But the only way to get past the laser beam is to take cover behind the steel box. The moving floor continuously roll upwards and boxes put onto it will be moved upwards. If the steel box is put onto the moving floor it’s possible to get past the laser beam during the time the steel box is in front of the laser beam while it rolls upwards by the moving floor. At the end of the moving floor is a floor pit which is open from the beginning. The steel box will fall through and vanish if it is moved onto the floor pit. The player can prevent that by placing the HackerBot on the red button. The button closes the floor pit while something is placed on top of it. When the floor pit is closed the player can use the StrongBot to move the steel box to the left and then downwards until the box blocks the laser beam. The HackerBot can then reach the control panel. After that all that remains for the player is to move the robots back out through the entrance and enter the level-selection corridor where the door to level 3 is now open.
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Level 2.
Level 3:
The player starts with StrongBot and HackerBot. To finish the level, the player should first place StrongBot on the conveyer belt and use HackerBot to turn of the laser beams in the right order. StrongBot then pushes the Steel box towards the magnet which will draw the box to itself, making it unable to be pushed around anymore. Then use StrongBot to open the door to ShieldBot by using the lever. StrongBot should then move back down on the other conveyer belt to open the bottom door. Then use StrongBot to operate the buttons while HackerBot makes his way up. Now that the player has ShieldBot, he can use that to black the laser beam and let HackerBot through to the control panel and open the door to the next level. After that all bots need to return to the door while having StrongBot operating the buttons.
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Level 4: 
In this level the player starts with three robots, the StrongBot, the HackerBot and the ShieldBot. The first thing that the player has to do is to move a mirror in front of the laser shots. The mirror shall then be turned 45 degrees to the right so that the laser shots bounces 90 degrees and continues to the right. The ShieldBot will then have to be placed in such a way that it can reflect the laser shots 90 degrees upward. The laser shots will then go over the moving floor and eventually hit a wooden box and destroy it. It’s now possible for the player to reach the upper part of the level. The main goal is to reach the lever in the upper right corner. It opens the door to the control panel. But to get past the wooden boxes that blocks the way the player must manage to reflect laser shot into the small passage and make the laser shots destroy the wooden boxes. To be able to do that the upper mirror must be moved down to the position where the moving floor ends. In order to do that the player must first get past several steel boxes. When all that has been done the ShieldBot can once again reflect laser shots upward. The laser shots will now bounce 90 degrees to the right on the mirror. Then the last two wooden boxes will be destroyed.
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Level 4
Level 5: 
The goal of this level is to get the StrongBot to reach the lever behind all the spinning laser doors. Easiest way is to follow the outer walls. When the lever is activated the GunBot is free. It can shoot the wooden boxes and go out. Then it must shoot the weak wall so that the HackerBot can reach the control panel.
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Final level: 
The last level in the game. The key on this level is to get the StrongBot to reach the lever which opens the left door. The lowest floorpit can not be closed so the only way to reach the control panel is by shooting the weak wall with the GunBot. 
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The final level
2.4 Characters

The playable characters in this game are 4 different robots. 
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The StrongBot
The StrongBot can move heavy boxes besides the normal things such as using levers and buttons. It has green color and two arms.
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The HackerBot
The HackerBot can use levers, buttons and push wooden boxes. Its unique ability is that it can interact with control panels and computers. It has yellow color and one flexible arm.
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The ShieldBot
The ShieldBot has a shield in front of it that can reflect laser beams. It can also do simple functions such as pushing wooden boxes and using levers and buttons.
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The GunBot

The GunBot can do the simple functions also; push wooden boxes, use levers and buttons. But it has a gun integrated in one arm as well. With it the GunBot can shoot unlimited amounts of shots. It’s possible to shoot down weak walls or wooden boxes.
3. Interface

3.1 Game menu

The game menu looks like this
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3.2 Controls

The player only uses both keyboard and mouse to play the game.

The player controlled robot always faces the mouse pointer and it will move forward when the left mouse button is pressed. Pressing “e” activates the currently controlled robot’s unique ability. The GunBot uses the left mouse button to fire. The 1-4 buttons will be used for switching between robots or you can click on the robot’s picture in the UI to gain control of it.
In the future multiplayer mode, the second player will be able to use the keyboard to control his robot.

3.3 User interface

The UI will contain a quit button, a reset button and pictures of the robots which will be used to choose which one you control. 

4. Audio
4.1 Music

There will be music which the player can choose to turn on/off.

More details later. 

4.2 Sound effects

The sounds of the game will match the sounds that could come from a factory. 

More details later. 

5. Difficulty and length
5.1 Difficulty

The game will vary a lot in difficulty, but the first levels will be very easy ones that introduce the robots and their abilities. The game will become harder after each level and there will be a big final level which will take a lot of brainpower to solve. 

There will not be any difficulty settings or help available for the player in-game.

The length of the game will very a lot depending on who is playing. It can take anywhere between a minute up to an hour for each level. 

6. Distribution

6.1 Homepage

We plan to have the game available for download at our homepage. 

Blog and current homepage:

http://blogs.gscept.com/2008/mp7/
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