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I.
Overview
The goal is to get past the various obstacles and defeat the opponent(s) with the help of 4 different attacks, in the beginning the player only have one attack, but three more can be unlocked by picking up special attack-tokens that have a chance of spawning every time a destroyable obstacle is destroyed. Furthermore there will be various other power ups that improve the player in some way, either for a short time or until the player picks up the corresponding power down. There will also be items that spawn at random when an obstacle is destroyed, when picked up by the player, those items will be shown in the item bar, to use them, press the corresponding key to the item bar slot that the item is shown in. To make it more fun there will of course be power downs that looks almost the same as every power ups, when the player touches these items he/she will gain the opposite effect as from the corresponding power ups, in addition there is a few pure power downs that’s easy to spot but also easy to move somewhere by blowing it up.
II.
Game Mechanics

i. Overview

Each player/AI opponent have 3 lives (improvable with power ups) and 5 energy, each attack costs 1 – 5 energy depending on witch attack it is, all attacks do different amount of damage and they all have some kinds of effects as well. To win either combatant will have to defeat the other(s) by attacking them until they got 0 lives left. There’s also more than one class to play as, each with some unique skills (such as higher damage, faster movement speed).
ii. Controls

Keys for movement:

· W = turn/move up on the map

· A = turn/move left on the map.

· D = turn/move right on the map.

· S = turn/move down on the map.
Only movement in the directions: Up, Down, Left and Right will be supported, that means no diagonal movement at all.

Keys for attack:

· Numpad 0 = attack 1.

· Numpad 1 = attack 2.

· Numpad 2 = attack 3.

· Numpad 3 = attack 4

Item bar keys:

· Number keys 1-4.

iii. Camera

Dragonia is in Top Down view. The player will always be in the center of the screen and the map will be scrolling when the player moves.
iv. In Game GUI

The GUI will include the following elements:’

· Life indicator (1).

· Energy indicator (2).

· Item bar (6).

· Armour indicator (3).

· Weapon indicator (4).

· A bar for unlocked attacks (5).
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IV.
Artificial intelligence (AI)

i. Enemy AI

The basic needed AI for the opponents is:

· Path finding.

· Obstacle avoidance (For invisible obstacles that the AI agent won’t see).

· Decision-making (State Machine).
Other AI for the wish list:

· Learning (For adjusting the AI agent’s behaviour to that of the player).

· Genetic Algorithm (For generating some optimized AI opponents in the game).
V.
Game Elements

i. Obstacles

The obstacles are objects that block the way for the player, they are categorized in three types witch are:

· Indestructible (The player must find a way around these ones).*
i. Blocking (These obstacles block the line of sight witch means that the player can’t hit anyone on the other side).*
· Thick Walls.
· Pillars.*

ii. Stopping (These obstacles works like a visible snare + trap but does not disappear when triggered. The player can still hit things on the other side with ranged attacks).

· Holes.
· Destructible (The player can attack these obstacles to get through them, they also have a chance to spawn a random power up/power down upon death).*
i. Large Barrels.

ii. Large Boxes.*
iii. Thin Walls

· Lift- / throw able (Once the player unlocks the required attack, he/she can lift these and throw at an opponent or push it across the map to hit any opponents in the way, if they hit an opponent they deal some damage and breaks, they also act like the destructible obstacles).

i. Tables.

ii. Chairs.

iii. Small Boxes.

iv. Small Barrels.

(The Obstacles marked with a * is minimum requirement).
ii. Power Ups

There are different types of power ups, each with a different positive effect, these are:

· Armour tokens (increases life with 1 point, can get three at a time, lasts until the player touches a Fake Armour token).
· Weapon tokens (increases damage done, can get three at a time, the unlocked attacks needs different number of these to be accessible, lasts until the player touch a Fake Weapon token).

· Attack tokens (unlocks a locked attack, there’s three attacks to unlock).

· Elixir of Speed (The player gains a bonus to his/her movement speed for a short duration).

· Medallion of Invulnerability (The player becomes immune to all sources of damage for a very short duration).

iii. Power Downs

There’s a fake version of almost every power up as well as a curse, each with a different negative effect, these are:

· Fake Armour token (if the player has at least one Armour token he/she will loose one of them along with the 1 extra point of life they gained from it).

· Fake Weapon token (if the player has at least one Weapon token he/she will loose one of them along with the effect gained from it.

· Elixir of Slow (The player’s movement speed is reduced for a short duration).

· Medallion of Vulnerability (The player gains double damage from all sources of damage).
· Curse token (When this token is spawned it can be pushed away by attacking it, however it will jump around at random when moved. When someone touches it, his/her controls will be reversed, his/her movement speed is highly increased and he/she can not stop moving, this lasts until the affected player/AI agent touches an opponent to pass the curse onto him/her. The curse is also broken if the cursed one get hit, when this happens the token will move to a random location).
iv. Items

There’s a few items that the player can pick up for later use, these are:

· Life pot (restores 1 point of life).

· Energy pot (restores 1 point of energy).

· Trap (when used, the player sets out a trap for opponents. The trap is invisible for all opponents and deals 1 – 3 damage to any opponent that touches it, the trap will disappear after it is triggered).

· Snare (when used, the player sets out a snare for opponents. The snare is invisible to other players and will immobilize any opponent that touches it for a short duration. The snare will disappear after it is triggered).
After the player have picked up one or more items they will be placed in the item bar, to use any of them just press the corresponding key for that item bar slot (Number keys 1 – 4), once the item is used it will be removed from the item bar. The player can only have one of each item in the item bar at any one time. The items take no time at all to use and have no timers so they can be used at any time once they are in the item bar.
v. Classes

There will be different classes to play as, each with some unique spells/abilities (the class marked with a * is minimum requirement for the game). The spells/abilities can only be cast if there is enough energy points left, once used they will decrease the amount of energy points currently stored, though the used energy points regenerate over time. Each spell/ability deal different amount of damage depending on how many Weapon tokens that the player have collected (the amount of Weapon tokens is shortened to Wt below). The 4:th attack is meant to instantly kill the target if the one who uses it have equal or more weapon tokens than the target have armour tokens, but none of them will see how many points the opponents got and the attacker will be very vulnerable for a counter attack for a short period after the spell/ability was used, this is meant to make the 4:th ability/spell less overpowered.

The classes that are planned are:
	Wizard*

	Attack Nr:
	Name:
	Cost:
	Effect:
	Damage:

	Attack 1
	Fireball*
	1 Energy Point
	Explodes upon impact, blows up nearby obstacles and deals damage to all nearby opponents.
	1

1.5 (if Wt = 1)

2 (if Wt = 2)

2.5 (if Wt = 3)

	Attack 2
	Frost Bolt
	1 Energy Point
	Slows the target for a short duration.
	1

2 (if Wt = 1)

3 (if Wt = 2)

4 (if Wt = 3)

	Attack 3
	Force
	2 Energy Points
	Can move targets and even push away opponents when two or more Weapon tokens are collected
	1

2 (if Wt = 1)

3 (if Wt = 2)

4 (if Wt = 3)

If you hit an opponent with an obstacle.

Otherwise it deals no damage.

	Attack 4
	Lightning Bolt
	5 Energy Points
	Stuns the target for a very short duration. Once cast the spell needs to reload for a long time before it can be cast again. Also leaves the caster vulnerable to a counter attack (any damage taken is doubled).
	3

4 (if Wt = 1)

5 (if Wt = 2)

6 (if Wt = 3)


	Knight

	Attack Nr:
	Name:
	Cost:
	Effect:
	Damage:

	Attack 1
	Crushing Blow
	1 Energy Point
	Crushes any obstacles around the player, also deals damage to any nearby opponents.
	1.5

2 (if Wt = 1)

2.5 (if Wt = 2)

3 (if Wt = 3)

	Attack 2
	Stunning Blow
	1 Energy Point
	Stuns the target for a short duration.
	2

3 (if Wt = 1)

4 (if Wt = 2)

5 (if Wt = 3)

	Attack 3
	Throw Object
	1 Energy Point for lifting and another 1 Energy Point to throw.
	The player lifts an obstacle and carries it around until the button is pressed again, while carrying the obstacle the player can’t use any other attacks. If an opponent gets hit by the thrown obstacle, he will be stunned for a very short duration.
	1

2 (if Wt = 1)

3 (if Wt = 2)

4 (if Wt = 3)

	Attack 4
	Charge
	5 Energy Points
	Causes the player to charge straight forward and crush everything in the way until he/she hits an indestructible obstacle or step into a snare, all traps that are triggered on the way will deal damage. It takes a long time to reload and slows the player for a short duration.
	3

4 (if Wt = 1)

5 (if Wt = 2)

6 (if Wt = 3)


	Ranger

	Attack Nr:
	Name:
	Cost:
	Effect:
	Damage:

	Attack 1
	Exploding Arrow
	1 Energy Point
	Explodes upon impact, blows up obstacles and deal area damage
	1

1.5 (if Wt = 1)

2 (if Wt = 2)

2.5 (if Wt = 3)

	Attack 2
	Shot
	1 Energy Point
	Causes the target to bleed (Adds a risk of loosing 1 extra life point at any time during a medium duration)
	1

2 (if Wt = 1)

3 (if Wt = 2)

4 (if Wt = 3)

	Attack 3
	Trap Object
	2 Energy Points
	Adds a trap to an object that will trigger when someone touches it
	1

2 (if Wt = 1)

3 (if Wt = 2)

4 (if Wt = 3)



	Attack 4
	Poison Arrow
	5 Energy Points
	Makes the target vulnerable for a long time (all damage done to this target is doubled). . It takes a long time to reload and leaves the caster vulnerable to any counter attack for a short time (The movement speed is slightly reduced)
	2
3 (if Wt = 1)

4 (if Wt = 2)

5 (if Wt = 3)


VI.
Story
It’s been 300 years since the emperor of Dragonia left on an important journey and without it’s emperor, the empire have fallen into chaos, chaos brought by the current steward who seeks to claim the crown for himself and the only ones who can stop him is the members of the Dragon Guard, the old emperor’s personal bodyguards.
The player will take the role of a member of the Dragon Guard and fight against various villains to finally face the corrupt steward.
VII.
Game Progression
The player will play against one or more opponents for several preset levels, he/she must win in order to advance to the next level and to win a mission the player needs to defeat all opponents by reducing their life points to 0, the order in witch the maps is coming is randomized. At the last level the player will face the end boss witch will be far superior to the other opponents.
VIII.
Bibliography
This game idea was inspired by some similar games (such as Bomberman etc.). As well as a previous project (The mobile-phone project Karma).
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