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Premise: You're a kid, 8 or 9 years old, and your playplace has been invaded by

monsters.  Your mission is to navigate through the playplace while killing monsters

and collecting powerups. 

Game Style:  SuperCrawl is a kid-style game, meaning that the art should be simple and cute.  We don't want a lot of very intricate, complicated drawings.  We want detail, but the images should be bold with distinct borders and bright colors (James, I like what

you've done so far with the characters).  The enemies should be scary enough that it

is obvious they mean danger, but still cute and not too complex.  The playplace

structure itself will have a lot of colors going on, and the powerups will be

colorful as well, so the characters should not have so many colors that they get

lost in the scenery (for example, one solid color for shirt, one solid color for

pants, etc.)  We want them to stand out (same goes for enemies--not too many colors

or lines).  Again, the drawing style should be "cartoony": bold with distinct lines

and borders, NOT fine art or "sketch" style.  The background wall and floor carpet

should be 80's style (Diana, I think you know what I mean by that...the kind of

designs you would normally see in those playplaces...confetti or balloons, for

example), but again, not too distracting.  The things we want to stand out the most

are the characters, enemies, and powerups.  And a word about colors: the colors used in this game should be mostly bright, bold, primary colors (red, yellow, blue, green, orange.  Ok, green's not primary, but still...), NOT light, earthy, or pastel colors (except maybe for in the background so it doesn't stand out too much).

Core Game Play: Navigate through the playplace by crawling through tubes, up

ladders, walking over bridges, and sliding down slides.  Along the way, collect

powerups and ammo (ballpit balls), and defeat enemies by throwing ballpit balls at

them.  Beat each level by reaching the end.  After beating last (fourth) level, you

enter into a room with a big ballpit and a giant monster.  Defeat him by ducking

behind the ballpit and throwing balls at him until he disappears.  After beating the

ballpit battle, you win the game.

Characters:

"Jungle Jim" (Level 1)

"Sammy Slider" (Level 2)

"Bouncin' Bridget" (Level 3)

"Ballpit Bryan" (Level 4)

Levels:

Four levels--one for each character--the world elements in each level match the

character's name (somewhat):

Level 1 = mostly tubes and ladders

Level 2 = tubes, plus a lot of slides 

Level 3 = tubes, plus a lot of bridges

Level 4 = equal amount of all elements

*Ballpit Bryan beats the ballpit battle*

World:

-tubes

-connecting boxes/spheres between tubes

-ladders

-straight slides 

-bridges

-supports that hold up tube structure (straight and criss-cross)

-rooftops with supports

Misc. Objects:

-Shoe Cubby :-)

-tic-tac-toe board (?)

Tile Types:

-floor

-ladder

-straight tube

-corner tube

-tube with slide

-square connector

-sphere connector

-bridge

-straight supports

-diagonal/criss-cross supports

-rooftop with supports

Weapons

-throwing ballpit balls (ammo--to collect, you get a pack of maybe...10 at a time?)

(depending on the type of enemy, it takes a certain amount of balls to kill each

one, ex: 2 balls for smaller enemies, 3 for medium enemies, etc.)

Enemies: 

-giant clown (ballpit boss)

-jack-in-the-box (boss?)

-think of more (!)

-

-

-

-

-

-

- 

Note (mainly for level designers): Enemies are the main obstacle in this game.  So

far, there are no other dangers that cause the player to lose health (we can think

of some other things if we have time).  So, that means enemies must be carefully

placed in each level--we need to put them in places where the character has to work

hard to kill them (or figure out ways to get past them)

Player info:

-you have a health meter, and it goes down (by how much...not sure?) when an enemy

touches you

-your health meter goes up when you get special health powerups

-your points meter goes up when you get regular powerups

-you start with 3 lives

Info bar (at top of screen):

-lives left

-points earned

-health meter

Note: The following may seem like an odd list of powerups, but here's the thing: one

of the most fun parts about this game is supposed to be collecting powerups; not

because you need them to win, but because they are really cool and attract your

attention.  I guess they could give you points (programmers, is this easy to do?) 

Anyway, the powerups in this game are supposed to be a lot of random, neat little

things you would find in a kid's room (or backpack, etc.)  Here is a list of some,

but feel free to think of more as well.  Some of the more boyish items will appear

only in Jim and Bryan's levels, and other girlish items will appear only in Sammy

and Bridget's levels.  The majority of the items are generic, though.  

Again, the role of powerups is very important in this game because 1) the gameplay

is not extremely complicated so we need something else to make the game super fun,

and 2) the idea is to really give the player the feeling of being a kid again.  (We

also don’t have to use all of these if it’s too many).  

Powerups (regular--for points):

(G = found in girl levels only, B = found in boy levels only)

-stuffed animals

-army men (B)

-marbles

-calculators

-pencils

-keychains                                                                         

-nail polish (G)

-legos

-dolls (G)

-star wars figures (G-Leia, B-Vader)--(Ok, I know this is a commercial thing...but

we've   gotta have at least one star wars reference, come on!)

-piggy banks

-baseballs, footballs, basketballs, etc.

-trucks (B)

-robots (G-pink, B-blue)

-books

-small boomboxes (colorful, kid-style)

-dinosaur figures (B)

-hats

-swim goggles

-sneakers (chuck taylors, preferably)

-gameboys

-umbrellas

-markers/drawing tablet

-

-

Special powerups for health:

-

-

(to make it obvious that these items are special, there will be a brighter border

around them, or some kind of distinguishing feature)

Stuff character can do:

-walk/run

-crawl

-climb ladders

-jump

-slide down slides (in sitting position with arms up)

-duck

-throw balls

-collect ammo

-collect power ups

-put shoes in shoe cubby (possibly?)

(Note: All player characters must be wearing SOCKS!  No shoes!)

Possible ideas if time:

-temporary invincibility

-fireman's pole

-super-gripper socks

Ending Conversation:

At the end of the game after Ballpit Bryan beats the ballpit battle, the other three

players are there to greet him and they have an ending conversation, which ends the

game.  The conversation would go something like this: 

Jim: "Way to go guys, we won back our playplace!"  

Sammy: "Yeah, that was exhausting...who's up for some DarkWingDuck?"  

Bridget: "I'll bring the Chips Ahoy!" 

Bryan: "Milk's on me!"  

(There would be white speech bubbles/squares [with black writing] that pop up when

each player says something)

Ideas/Questions/Things to Change:

-At the end of each level, can we have a screen that shows you all the (sweet)

powerups you got?

-If you beat the first level, but die in the second, do you have to go back and

repeat the first level?

-Do lives start over when you begin each new level?

-Should there be a meter for points?  Is this easy, programmers?

-Should there be 5 characters (and Ballpit Bryan would just do the ballpit boss

level?)  If not, it seems like there's too much attention given to one character.  

-Or should the boss battle be a "choose your character?"  Might be too much work...

-If we don’t have time to implement something, I think things are easy enough to

change (for example, if the ballpit boss battle is too much, we can always just end

the game at the fourth level and change Ballpit Bryan’s name)

*Questions?  Comments?  Ideas?  Suggestions?  Write ‘em down!*

