Snack Wars Design Document

Premise: Snack Wars is a platforming shooter, in which you get to control a piece of popcorn in a war with other types of snack foods.
Gameplay: Similar to Metal Slug, it will be a run and gun.  You will navigate your way through levels in a 2-D platforming environment, with enemies trying to shoot you as you go along.  The level will have one goal at the end, but multiple paths to get to it.  As such, the design of the levels will be important, to create the distinct paths within each of the levels.  The end of each level will have a boss at it.  Each level will feature a different type of snack food as the basis for its enemies.
Controls: Moving with either WASD or Arrow Keys, with shooting controlled with the space bar.
Programming: The game will be made using C# and XNA Game Studio 3.0.

Art: 2D Tile based, allowing for easy use of a level editor.  Cartoon-ish snack foods.
Planned Elements:

Enemies/Levels
· Gummies, all ground based, with melee attacks only

· Gummy Bears (with Whips)

· Swedish Fish

· Chocolate, grounds based, with ranged attacks
· Chocolate Bars

· Hershey Kiss Bombs

· Bunnies

· Drinks, Pirate themed, including water, cannons, etc.
· Paper Cups with Straws

· Bottles throwing Caps

· Vending Machine to Spawn

· Candies, combination of ground and flying enemies
· Hard Candies (Flying)

· Lollipops (Ground)

· Chips, mix of everything, with a ninja theme
· Doritos as ninjas

· Ruffles (Flying)

Weapons
· Kernel Shooter (Pistol)
· Microwaves (Bazooka)

· Hot Sauce (Flamethrower)

· Melted Butter (Shotgun)

· Salt Crystals (Machine Gun)

· Pepper Flakes (Grenades)

· Garlic (Gas Bombs)

· Spork (Melee)
