· ONE DAY IN THE LIFE OF DANGER

The Official GoogleDoc.

-Danger D. Danger
CORE:
-Challenge the player to seek out dangerous situations in order to progress in terms of locomotive restrictions and combative difficulty.

-Seek Danger (Both in the literal sense and in the personal sense :O)

MENU:

-New Game

-Save Game

-Bonus Features

-Exit


--BASICS
---"Danger is his middle name"

---Hands forever in pockets. 

---Being close to a dangerous situation increases the "DANGER METER", which in turn enhances his locomotive and combat abilities.

--Dangerous CONTROLS
--Left/Right Arrow: move

--Up Arrow: Action

--Down Arrow: Duck/Dodge

--Z button: Jump

--X button: Attack

WHAT'S DANGEROUS?
-Shark Jumping

-Crashing through windows (obviously, a one-time event)

-Dodging bullets (easier than you think).

-Swinging axes

-Ninjas

--DANGER, CHARACTERIZED
---Danger does not speak much, but at the end of each level he utters a relevant philosophical quote. 

        * "As I look into the abyss, so also does the abyss look into me."

        * "Know thy self, know thy enemy. A thousand battles, a thousand victories."

        * "I am become Death, Destroyer of Worlds" (post-Japan?!)

                                                                                                                                                                                                                                                                                                                                                                                                                                                

---In order to increase incentives to complete the game as much as possible (in terms of not just linearly progressing), the 'drop items' of some ninjas and other enemies are stolen artifacts that provide information on Danger's life without interrupting the game with unnecessary narrative.

----Danger has a PhD. Danger has a picture of himself being knighted. His graduate paper was on the combustibility of ninjas. He won a Nobel Prize in every category. He is the author of a series of self-help books. His romance novel was a New York Times bestseller. He has a gold medal in kick-boxing. He went to Harvard for his Law Degree and triple-majored at Carnegie Mellon. He has the stolen Vermeer painting. He has received invitations from the Bilderberg group. He has a subscription to "Popular Mechanics" and spends a great deal of time annotating copies of famous literature. Danger has various passports and some of them are clearly dubious. Danger has the keys to several world cities. He writes anonymous letters to philosophical institutions concerning his thoughts on freewill and the absurdity of life. He has also suggested the existence of a third-dimension, which has riled up the physics community and is still highly controversial among the religious. There is a thank-you letter about donating one of his hands to science; there is a second thank-you note for donating his hands to a cancer-research institute; there is a third thank-you note about auctioning his hand off for a charity organization; there is a fourth thank-you note for donating his hand to the Metropolitan museum. 
The Art of Danger
-Currently one composer, who is creating prospective tracks.

-Two active spriters

Levels of Danger
-100x100 tiles, most of the time.

-Danger automatically affects the speed of everything in the game. 

LEVEL DESIGNERS need to create maps and a sequence of events that are engaging to the player 

--

DANGER REDUCERS:

-Televisions displaying smiling faces will drain you of your Danger when you need it most, most likely. Take out the TV through the environment, since you cannot seem to directly harm them.

-Beware soothsayers with megaphones. They will have the same effect.

--

JAPAN:

BE CAREFUL! (Conditions for an un-winnable event): 

Don't allow Oni masks to stuck on ninjas, that would turn them into immortal Oni's.

OBSTACLES: 

(Jumps), ninjas (throw shuriken, slashing melee), turrets, half-exposed bombs (explode on timer after contact), oni masks, spike traps, MECHS. 

--oni masks

Type 1: [Can attach to Ninjas, creating indestructible Onis]

Type 2: [Sits in clouds along the top of the screen, causes lightning strikes]

BOSS: 

The Japanese Homeland, anthropomorphic. 

--The Rays of the Japanese Flag are a potent attack.

--Outright melee attacks.

--Kamikaze pilots (or perhaps a literal Kamikaze- a Divine Wind that attempts to push you into shit?)

--

"THE MOST DANGEROUS GAME"

AZTEC/MAYA:
BE CAREFUL! (Conditions for an un-winnable event): 

Some Aztec warriors will attempt to throw themselves off of cliffs to summon the immortal Plumed Serpent Quetzalcoatl. 

Obstacles: 

Poison Darts, Jaguar Warriors, Eagle Warrior, various Aztec-esque myth things. Stone traps? 

--Jaguar Warriors

Capable of very high speeds, a high danger-level would certainly help to slow them down and reduce the chance of not-dying. 

Possible behavior- sprint back and forth rapidly before striking, giving Danger time to adapt.

--Eagle Warrior

Drops down from the heavens?!

--More on Level Design: Lots of cool statues present puzzle possibilities. 

--SOMEONE HUNTING FOR DANGER- OTHER THAN DANGER.

Prospective: AMERICA
BE CAREFUL! (Conditions for an un-winnable event):

Stay close to (or kick with you) morbidly obese Citizens in order to avoid a bombing from the precise Predator Drones. These Citizens can also be kicked around to sit on buttons and the like.

Obstacles: 

Police Officers, Riot Police, Precision Bombing, Tanks(?!)

--

Prospectives: Ancient Greece; Mythological Egypt; the Mythological Norse; Soviet Russia; Upside-down Australia

------------------------------------------------

On the Combustibility of Ninjas
A Graduate Paper by Danger D. Danger
ABSTRACT: Combustibility is a measure of how easily a substance will burn, through fire or combustion. Ninja, as it turns out, are highly combustible as a result of their diet and composition. Consequently, upon their death they often burst into flames. There are some theories as to why Ninja have higher rates of postmortem flammability, the most popular of which is purely cultural: Ninja, dishonored by their death and presumed mission loss, will attempt to destroy evidence of their existence and protect their ninja secrets. There are ways to avoid this problem- for instance, I've undergone a project to protect my personal artifacts by fireproofing them. [END ABSTRACT]
***Japanese Checklist

THIS WEEK:

--Background 

--Moar Tiles

--Graphics: Oni

--Graphics: Oni (2: Electric Boogalooni)

--Graphics: Oni Ninja

--Graphics: Danger attack 3

--LIGHTNING (someone please)

--TVs

--Lightning Oni

--Real Oni (graphically)

NEXT WEEK:

-JAPAN

**Civilian Dialogue

--Speed depends on DANGER

--Respect depends on SKILL POINTS

Week 3:

-Menu

--Things for the menu (pictures)

SOMETIME: 

-Ninja variety 

--Glider Ninja

--Ninja that can do other things. 

