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Game Overview 
 

Philosophy 
 

Philosophical point #1 
 

 My game is trying to mesh two very popular game genres together to see if the combination of 
the two is successful. 

Common Questions 
 

What is the game? 
 

The game is a mixture between a top down arena shooter and a rogue-like set in space. You play 
as an adventurous space scientist investigating the sudden appearance of void zones within an extremely 
remote and uninhabited part of space, or so you thought. The game is punishing and difficult yet 
constantly rewarding.  

 

Why create this game? 
 

 I enjoy small arcade games that at first glance seem very simple and easy but underneath are very 
complex and involved. I love customization in games, especially when it affects the players play style. 

 

Where does the game take place? 
 

 The game is set in a remote part of space that was originally thought to be uninhabited. The 
location is experiencing extraordinary spatial anomalies; void zones continue to pop up in the region 
without and explanation. The player quickly finds out that it is teeming full of life in the form of mystical 
creatures from the fey wild. 

  

What do I control? 
 

 The player plays as an adventurous space scientist while in the arena and while shopping for new 
equipment. While traveling through the Overworld the player controls the space scientists spaceship to 
navigate to new objectives. 
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How many characters do I control? 
 

 The player only has control of a single character, the main protagonist, the space scientist. 

What is the main focus? 
 

 The main focus of the game it to find out the source of the void zones and put a stop to them all 
while trying to survive the hostile encounters with the locals.  

 

What’s different? 
 

The game is unique to the market because no one is paring the two genres, Rogue-like and Arena 
Shooter together in this way. The game also includes a very involved character load out system that 
allows the player to create interesting and creative weapon, gadget, consumable combinations to better 
suit their play style and upcoming battles. The game has a special system for calculating the players score. 
The player can achieve a higher point value for killing enemies with the use of more difficult and unique 
techniques, these extra points gained are referred to as style points. The player also is constantly 
struggling with the mechanics of the nearby void zone, the void zone allows for some very interesting in 
game physics within the closed environment. 
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Feature Set 
 

General Features 
 

100+ Different enemies    

100+ Different item combination options 

2D graphics 

Very in depth character customization system 

Customizable Weapons and Gadgets 

 

Multiplayer Features 
 

Play with friend via Blue Tooth 

Play with up to 4 friends 

Highscore leaderboards   

 

Gameplay 
 

Each play through is a new experience 

Funny and exciting art style 

Exciting weapons, gadgets and consumables 
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The Game World 
 

Overview 
 
 The game world is set in a remote part of space that was thought to be uninhabited. This region is 
now taken over by warring factions of Fae creatures who have mysteriously stumbled into the player’s 
plane of existence. The region the player plays in is absent of most human life aside from the random 
wanderer or lost traveler. The Fae creatures have begun to build cities and military compounds to increase 
their presence and power within the region.  

 

The Physical World 
 

 Overworld 

  The player has access to the Overworld, which they may us to freely fly around in a 2d 
space where they can move onto the next level, stop at a town for supplies or accept missions and quests 
from some of the locals. 

 

 Arena 

  The arena is the name of the mode the player enters when they start each level, they stay 
in this mode until the level is completed. It is referred to as the arena because it is a small enclosed area in 
which the player fights their enemies. 

 Shops, Mission Hubs, Vendors, ect. 

  The player will have access to other areas in the game via the Overworld where they may 
interact with friendly NPCs. Through these interactions they may sell and buy new items and gain 
missions and quests.  

Travel 
 
 The player travels the Overworld from within their spaceship where they may navigate to any 
location they currently have access to. Within the arena the player hovers around using their jetpack.   

 

Object Classifications 
 

 Enemy NPCs 

 Neutral NPC 
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 Spaceman PC 

 Consumables 

 Weapons 

 Gadgets 

 Destructible Environmental Objects 

Coins 

 Units 

Mods 

See the “Objects Appendix” for a full list of the objects found in the world. 

 

Rendering System   
 
2D Rendering 
 

 Character 
 

  We will use sprite images that are specifically aligned together and chaining of images to 
create multi limbed and layered sprites.  

Parallaxing Level Backgrounds 
  

  All level background images will be multilayered images with alpha channels. The 
player’s movement will cause the displacement of the background layers based on the player’s current 
position and the depth of the specific layer in the background image. The effect is made to give the player 
the illusion of significant depth to the levels background iamge. 

 

Camera 
 

Overview 
 

Within the arena the cameras view is from the side and all characters are viewed from a three 
quarter perspective. The camera in the Overworld stays in a top down view fixed to the player’s spaceship 
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as it navigates the region of space that the Overworld is set in. The camera while at screens like the Shop, 
Inventory, and Talent screens us a first person view, this view is fixed and cannot move. 

 

Game Engine 
 
Overview 
 

 MonoGame is the game engine to be used. MonoGame is an open source implementation of the 
Microsoft XNA 4.x Framework. Using MonoGame will allow us to port to multiple platforms such as 
Xbox 360, Windows & Windows Phone to port their games to the iOS, Android, Mac OS X, Linux and 
Windows 8 Metro. 

Collision Detection 
 

The game currently relies on what I would call a "dumb" or "naive" collision detection 
implementation. Every update (once per frame at an ideal fps of 60), the game checks if any two units 
collision rects are intersecting (by checking if any of the sides intersect or if one rect contains the other). 
If so, it modifies the units’ velocities according to the principle of conservation of momentum. The next 
update, the units will be moving with these new velocities, hopefully away from one another so it looks 
like they bounced. The reason I call this dumb is that although our game renders at discrete intervals (60 
per second), collision detection should really be continuous. Consider the situation where two units 
(rectangles) are moving towards each other quickly. One frame they may be slightly separated and not 
colliding and the next frame they are intersecting, that is, one is "inside" the other. If they are moving fast 
enough, one might even pass through the other in the amount of time that passes between updates. Units 
generally have small enough hit rects and move slow enough that they do not pass through one another, 
but the situation can arise where units get stuck together because the velocities they are given after the 
collision are not enough to get the rects to stop intersecting after one update. Then the units are stuck 
colliding at very low speeds every frame and it is difficult to disengage the two. A smarter collision 
detection system would recognize that if units are not colliding in one frame and are intersecting in the 
next that a collision must have occurred sometime in between frames. Running at 60fps, or ≈ 
.0166sec/update, maybe two units should have collided at a point ≈ .0100sec between updates. A smart 
system would recognize this and try to "roll back time" to identify the exact time and place of collision by 
interpolating with the units current velocities and positions. Collision forces would be calculated and 
applied at this "mid-frame" time and then time would be rolled forward back to the current "end-of-
frame" time, giving the units the positions and velocities they should have had if the collision occurred in 
continuous time (or close to it). As you can see, the smart system is more complicated to implement, so 
we've been going with the dumb one because it’s mostly been "good enough" for the time being. 
 
Projectiles 
 

Projectile collision detection is similar to that for units, but has a few more details. For one, 
projectiles are generally smaller and faster than units, so it is plausible that one would pass entirely 
through a unit in one frame. For this reason, projectile paths are interpolated if moving fast enough, and 
this path is checked for intersection with unit rects. In addition, detection is needed for AOE weapons like 
rockets. Upon collision, a rocket projectile changes a flag to indicate that it is exploding and stops 
moving. On subsequent update calls (until the explosion dissipates) a circle with a given radius for the 
explosion is checked for intersection with every units hitrect. Melee weapons generate an arc of some 
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radius and length (0 to 2π) which is checked for collision with hitrects during a single frame. The laser 
uses a raycasting method to detect collision. This involves generating a start and end point, creating a line 
segment, and checking if that segment intersects any rects. To account for the fact that the laser has some 
width when charged, three rays are used: one at each edge of the beam and one in the center. This is not a 
perfectly reliable method as a unit could have a hitrect small enough to fit between the center and one 
edge of the beam. I'm just counting on this not happening because a perfectly reliable method would be 
more difficult. 
 
 
Extended Firing Effects 

 
When firing automatic weapons like the gatling gun or flamethrower, the weapon becomes less 

effective over time. For the flamethrower, this means decreasing the range of the flames as the trigger is 
held. For the gatling gun, the rate of fire decreases as the trigger is held. When the weapon is not being 
fired, the affected attribute gradually returns to its normal state. 
 
 
Data Management 
 

I wanted a way to define configurable gameplay-affecting stats (unit attributes such as 
health/speed, weapon/item stats, appearance of sprites, much much more...) in a human-readable format 
that could be tweaked without having to touch source code and recompile. These attributes are stored in a 
set of XML _les which are loaded into the game by the DataManager. The DataManager surfaces a 
GetData<T>(key) call that retrieves data from these XML _les and makes it available in game. 
The data is located via a two-stage dictionary lookup using the type T, then the key (a string unique for 
data of that type). The type determines which XML _le to load and what kinds of elements to look at, and 
the key uniquely identifies the element within that set. It then uses reaction to match the elements and 
attributes in the xml element to public fields of a C# class designed to hold that data and populate an 
instance of that data type with values found in the xml element. This process is recursive, so a complex 
object within the main object can be defined by a sub-element with its own set of attributes. In addition, 
custom parse functions can be defined for non-primitive data types such as Color, Texture2D, Vector2, 
and Rectangle. Once constructed, this data object is returned so it can be used to instantiate in-game 
objects (for example, a ProjectileWeaponData might be fetched to populate the fields of a Gatling Gun). 
The data object is also cached, so if another call is made to fetch the ProjectileWeaponData for a Gatling 
Gun, the DataManager can return the cached object without re-opening the xml _le. This process seems to 
take significant time (around 5s, long load time for a game like this) while running in debug mode, but 
seems to be fine (around 1s) when running the executable outside of a debugging environment. 
 
Particle Engine 
 
The Particle Engine has three main components: 
Particles Graphical objects representing particles 

Position location of particle 
Velocity speed and direction 
Angle Rotation around center 
Scale Size relative to base texture size 
Lifetime Time left to exist 
 

Generators Objects that produce particles based on number of parameters 
 

Speed/SpeedVariance Range of speeds for spawned particles 
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ParticleLife/LifeVariance Range of durations for spawned particles 
ParticleRotation How much particles rotate during their life 
Start/End Color Range of color through which particles transition 
SpawnRate How quickly to spawn particles while active 
Reversed If true, spawn particles at end of life (see below) 
DecelerationFactor factor of particle speed reduction over time 
SpawnArc Angle through which to spawn particles 
UniqueParticle Texture to render for particle 
 

Effects Collections of Generators 

Particle Effects Are the top level components in the particle engine. A particle effect is a 
collection of one or more generators - it was designed this way to provide an easy way to compose more 
complicated effects by combining multiple simpler effects. For example, the gatling gun firing particle 
effect is composed of two generators: one generator sprays sparks out of the muzzle while another sprays 
empty casings. The properties of particle generators are loaded from an XML file as described in the Data 
Management section. The XML files also specify Particle Effects as collections of Particle Generators. 
 

When an effects Spawn method is called, it passes the spawn request down to each of its 
contained generators. Each generator produces a number of particles based on the time elapsed since the 
last update multiplied by the spawn rate (which is given in particles per second).  
 

During the update cycle, a particle effect updates each generator. Each generator updates each of 
its particles to modify its position, rotation, and scale. 
 

During the draw cycle, each particle is rendered to the screen. Its color (including transparency) is 
determined as a linear interpolation between its start and end colors based on its remaining lifetime. Many 
particles define their end color as completely transparent to create a "fading" effect. 
 

Most particle generators spawn particle for a central point that spread out. However, some effects 
like the black hole spawn particles within a radius, and all of the particles move towards a central 
location. This is the use of the reverse option, which causes particles to start at the "end" of their life and 
behave as though time were reversed for them. 
 

The default particle texture is a single white pixel (which is tinted based on the color interpolated 
between the StartColor and EndColor) but particles may optionally use a "UniqueParticle" (such as a 
circle or hollow square) instead. The generator stores a reference to this texture and renders it to each 
particle position (using the scale, color, and rotation of each particle) 
 
Object Management 
 

C# is a managed language that uses a mark-and-sweep garbage collector to free programmers 
from the burden of manual memory management (and the risk of memory leaks). In general, the garbage 
collection process should not noticeably impact the performance of a program. However, for real-time 
programs like this game, the time required for a collection could be longer than the frame time (1 / FPS). 
A collection occurs every time a certain amount of memory is allocated, and if the collection takes too 
long, the framerate will stutter. 
 

In order to avoid this, I took the approach of object pooling. Instead of allocating objects on 
demand, objects are pre-allocated before a real-time gameplay segment begins. Each pre-allocated object 
has a ag determining its "active" status, and when a new object is needed, an "inactive" object is provided 



14 
 

from the pool. When the object is done being used (e.g. a projectile has exploded) it is labeled as inactive 
so it can be recycled. This avoids allocations during real-time gameplay. 
 
AI Enemies 
 

An enemy has a preferred distance representing the ideal distance they would like to maintain 
from the player. During each update an enemy compares their current distance from the player to the ideal 
and moves closer or farther accordingly. Each enemy also has a preferred distance from the black hole. If 
an enemy finds that their current distance to the black hole is less than this, they prioritize moving away 
from the black hole over moving towards/away from the player. 
 
Fairies 
 

A fairy in light mode's only priority is to avoid the black hole. Other than that it moves randomly. 
A fairy in dark mode moves towards the player. 
 
Goblin Looter 
 

The looter prioritized coins as targets while avoiding the black hole. Once a looter obtains enough 
coins it will attempt to exit the level. 
 
Goblin Medic 
 

Medics prioritize enemies that are missing the most health. This is calculated as an absolute rather 
than a percentage, so enemies that have more health (e.g Ogres) have more possibility to be prioritized 
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The World Layout 
 

Overview 
 

 The world layout is broken up into three different modes, the arena, first person and the 
Overworld.  

 

Arena Layout Detail #1 
 

 The Arena is the portion of the game where the player fights the antagonists. The player is forced 
to survive against waves of enemies, neutral npc who may or may not be of help to the player, void zones 
that are constantly causing changes to the physics inside the arena, and random space junk! The arena is a 
closed environment where the player loads into upon starting a level and may not leave it until the void 
zone is filled. The void zone is filled by incapacitating enemies which causes them to float helplessly into 
the void zone, increasing its capacity. Once the void zone is filled the level is over and the player is 
rewarded with in game currency and a score for the level.  

 

First Person Detail #2 
 

 The First Person portion is a blanketing term for whenever the player is at a screen that is made to 
look like you are viewing the work from their eyes. For example when a player goes to view their 
inventory or look at what’s in stock at the nearby vendor they are in First Person. There is no movement 
involved, only game options, such as equipping an item or buying a gadget. 

 

Overworld Layout Detail #3 
 

 The Overworld is a large 2D environment in which the player may explore. The Overworld 
initially is covered by a layer of black fog concealing areas of the zone until the player travels to it; this is 
often times referred to as fog of war. Uncovering the zone allows the player to see new locations of 
levels, cities, shop and quest giving npcs. The player may traverse the Overworld by following 
predetermined paths that lead from one area of interest to the next, these paths branch off in many 
directions giving the player options on where to travel. 
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Game Characters 
 

Overview 
 

 There is one Playable Character, the Spaceman, the space scientist that is exploring and studying 
the region the game is set in. There are Neutral and Hostile Non-Playable Characters, the majority of 
them are made of up the creatures from the Fae Wild, the plane of existence where they come from. There 
are a few other Neutral Non-Playable Characters that aren’t from the Fae Wild who are either lost 
wandering salesmen.    

 

Creating a Character 
 

 When you start a new game you may name your character and adjust the color of their space suit. 
Additional character customization comes in the form of character loadout options. The player has a large 
arsenal of items to choose from when preparing for each level. The player is only allowed to carry a 
specific amount of items with them into the arena, because of this limitation the player is forced to pick 
and choose which items they would prefer to wield while in combat during the following encounter. 
These items may be bought with in game currency or earned as rewards for completing missions and 
quests. Each item has a special property that helps the player in combat. The items are separated into three 
different categories: Weapon, Gadget and Consumable. Character customization also comes in the form 
of a specialization system. The specialization system allows the player may spend their collected points 
earned after each arena battle, to gain additional modifiers to their character. Within the specialization 
system there is a myriad of different talents to choose from, all with different modifiers the player can 
benefit from. The specializations the player decides to invest their specialization points on is up to them, 
allowing the player to further customize their character. 

 

Non-Playable Characters (NPCs) 
 

 The enemies and monsters found in the game are from a different plane of existence, known as 
the Fae Wild. The Fae Wild is inhabited by both friendly and evil characters, as a whole these characters 
are known as Fae creatures. The Fae creatures are mysteriously appearing in the players’ universe and 
causing all sorts of chaos in the region they’re appearing. They are separated into multiple, currently 
warring factions, the elves, goblins, orcs, dwarves and a few other smaller groups. Each faction has 
multiple different units all with their own unique abilities, attributes and art.  
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User Interface 
 

Overview 
 

 The overall theme of the user interface is to look like a hodgepodge of scrap space parts and 
holographic displays. The user interface changes depending on the game setting the player is in.  

Arena User Interface #1 
 

 The user interface set for the arena is intended to be very clean and minimal. It is designed this 
way to maximize the view the player has of the current level. Many of the user interface assets are 
designed to have a transparency level to assist with the players overall awareness of the level. Some of the 
user interface options will remain hidden until the player needs access to that portion of the user interface, 
for example the consumable item buttons.  

Overworld User Interface #2 
 

 The user interface for the Overworld is also very clean and minimal. The reason for this design is 
to provide a smooth transition for the player from location to location while navigating the Overworld.   

Shop User Interface #2 
 

 The user interface for the shop is made to be comical and engaging. The shop is set within an old 
dingy food truck that has been repurposed to sell items that the player may need. There is an area in the 
shop user interface that displays the objects for sale, when an item is selected there is a portion of the user 
interface that displays the specific attributes that belong to that item. Here a player can browse the shops 
inventory, the inventory of the shop changes after a specific duration of time based on an in game timer.  

Inventory User Interface #3 
 

 The user interface for the inventory screen displays the player’s current character in the center, 
along with different menus that are brought up by selecting tabs that are labeled and correspond with the 
different classes of items the character can equip: Weapons, Gadgets and Consumables. The player may 
browse through a list of items they have obtained and inspect the item and its attributes buy clicking on 
the specific item. The player may drag the icon of an item they want to use from their list of items onto a 
portion of the user interface that depicts the items the character is currently using, called character slots. 
The character slots can only hold two weapons, two gadgets and six consumables at a time. The items the 
player has placed into their character slots when entering an arena are the only items they have access to 
for the duration of the arena. If the player wishes to make adjustments to the items they have in their 
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character slots they must do it through the inventory user interface which is only accessible through the 
Overworld screen. 

 
Scoreboard User Interface #4 
 

 The user interface for the Scoreboard appears at the end of a completed arena. It displays a large 
amount of statistics based on the previous arena completed. The Scoreboard always displays the number 
of enemies the player destroyed, the amount of coins the player collected during the arena, the new 
current total amount of coins the player has and the total score the player earned. There is a portion of the 
Scoreboard that displays Fun Random Stats, the subject of the statistics are randomly pulled from a large 
table of options and only 6 of these options are displayed on the Scoreboard at a time. The stats for the 
subjects however aren’t random; they are kept track of by the game and then displayed if the subject of 
the stat is randomly chosen to be displayed on the Scoreboard once the arena is completed.   

 

Fun Random Stats 
Scoreboard Display: Fun Random Stats 

Enemies Set on Fire Fire Damage done to Enemies 

Enemies Frozen Ice Damage done to Enemies 

Enemies Shattered Over All Damage Unicorn did to You & Enemies 

Consumables Used Health Restored 

Shots fired that didn’t hit anything  
 

 

 
Load Screen #5 
 

 The temporary user interface for the load screen is an image that overlays the previous 
background and displays a load bar with a helpful tip for the game and a humorous reason for why the 
loading bar has appeared. 

 

Load Bar Sayings: 

Cleaning up space junk Loading humorous message... 

Fueling jet pack Tightening straps 
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Reloading Weapons Lacing up boots 

Patching holes with space tape Parking spaceship 

Defrosting  
 

Suiting up  
 

Reticulating splines  
 

 
 
Loading Screen Tips: 

Hitting a frozen enemy causes them to 
shatter, instantly killing them! 

Activating Immovable Boots while pulling something 
toward you with the Grapple Shot keeps you in one place. 

You can use the Grapple Shot to pick up 
coins from afar. 

Standing near a Light Fairy heals you. Standing near a Dark 
Fairy hurts you. 

Shoot the Goblin Heavy in the back for 
maximum damage. 

 
 

Protect the Leprechaun and he may 
reward you. 

 
 

Lead enemies into an oncoming 
Unicorn for much damage, such wow! 

 
 

 

Escape Menu #6 
 

The escape menu is an image that overlays the previous background and displays a small menu with 
options for the player to choose from. This menu is accessible at any point in the game by pressing the 
ESC key on the keyboard. While this menu is active the game progress is halted until the escape menu is 
turned off. To turn off the escape menu the player only has to press the ESC key while the escape menu is 
active or press the resume button on the escape menu. 
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Weapons 
 

Overview 
 

 Within the arena the player may use the weapons they have equipped in their character slots. 
Within the arena the character wields two weapons at once, one in each arm. The player may wield two of 
the same weapon. To shoot a wielded weapon while the player is in the arena the player will use the left 
mouse button (M1) and the right mouse button (M2) to use the corresponding weapon, which is 
determined by the placement of the weapon in the character slots on the inventory user interface screen. 
Only one weapon may be used at a time. The aiming of the weapon is based on the coordinates of the 
player’s mouse cursor and where the player controlled character is while they are using the weapon. Each 
weapon has a separate set of attributes: Accuracy, Damage, Range, Rate of Fire and Special Abilities. All 
weapons can be found at the shop, however not all of them may be in stock while the player is there, all 
weapons cost 400 gold to purchase.  

 

Shotgun (S) Details #1 
  

 The shotgun shoots a spread of 5 projectiles in a cone-like fashion from the character, spreading 
out from the location of the player. Each projectile on impact does its own set of damage. Holding the fire 
button for the gun causes it to store up shots, for every second the button is held 2 extra projectiles will be 
fired once the button is released. This may stack up to 3 times, allowing for a maximum of 11 projectiles 
fired for a single shot.      

 

Gatling Gun (G) Details #2  
 

 The gatling gun shoots individual bullets with an extremely high rate of fire. On impact the bullet 
does low damage. When firing the gatling gun the weapon becomes less effective over consistent 
uninterrupted use. The rate of fire decreases as the trigger is held. When the weapon is not being fired, the 
affected attribute gradually returns to its normal state. 

 

 

Flame Thrower (F) Details #3  
 

 The flame thrower shoots a steady stream of fire, the range of the fire being shot is affected by 
how long the player has been firing the flame thrower and how recently the flame thrower has been fired. 
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When firing the flamethrower the weapon becomes less effective over consistent uninterrupted use. This 
means decreasing the range of the flames as the trigger is held. When the weapon is not being fired, the 
affected attribute gradually returns to its normal state. 

 

Laser Gun (L) Details #4 
 

 The laser gun fires a single laser beam, this beam spans the entire map for a very brief second. 
Holding the fire button for the gun causes it to store up power and unleash it when the button is let go 
doing more damage than a normal shot based off of the length the player held the button down before 
releasing. There will be a set cap for the amount of extra damage holding the button down causes.   

Rocket Launcher (R) Details #5 
 

 The rocket launcher fires a single projectile, a rocket that when it hits and object explodes dealing 
damage to what it collided with and other nearby objects that are within a certain distance from the initial 
place of impact. Holding the fire button for the gun causes a mark to be placed on the object that the cross 
hair is currently over, releasing the button while there is a mark active causes the rocket launcher to fire a 
homing rocket. A homing rocket tracks the target to a certain degree and time, after a duration of not 
making contact with an object the rocket explodes, dealing damage as usual.  

 

Axe Details (A) #6 
 

 The axe is a melee weapon and does not have a projectile. Clicking the corresponding button to 
use the axe causes the player to swing the axe in an arc in front of the player in a downward motion 
starting at 12 o’clock and continuing for about 140 degrees. The axe has a limited range. 

 

Here is a table to help layout the attributes of each weapon: 

Weapons Damage Rate of Fire Accuracy Range 
Shotgun 5 1 High 6 shot at once - 

Conal 
Gatling Gun 1 2.5 High-Low Full Screen 

Flamethrower 0 .5 Low (x distance out) 
diminishes over 
constant use to 
right in front of 

player 
Laser Gun 3 4 High Full Screen 

Rocket Launcher 7  Medium Full Screen 
Axe 6 1 sec High Conal 
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Gadgets 
 

Overview 
 

 Within the arena the player may use the gadgets they have equipped in their character slots. To 
use a gadget while the player is in the arena the player will use the left shift button (L Shift) and the space 
bar (Space Bar) to use the corresponding gadgets, which is determined by the placement of the gadget in 
the character slots on the inventory user interface screen. Only one gadget may be used at a time. The 
aiming of the gadget, if needed, is based on the coordinates of the player’s mouse cursor and where the 
player controlled character is while they are using the gadget. Each gadget has a separate attribute then 
weapons: Energy Consumption. Each gadget has a pool of energy assigned to it which is represented on 
the arena user interface by a bright blue bar. Each pool of energy may store up to 100 points of energy. 
On use of a gadget the pool of energy that is linked with the gadget is reduced by a specific cost, this cost 
is unique to the gadget. A gadget may be used until using the gadget would reduce the energy pool to less 
than 0. The energy in the energy pools replenished over time, at a rate of 2 energy every second. All 
gadgets can be found at the shop, however not all of them may be in stock while the player is there, all 
gadgets cost 400 gold to purchase.  

 

Stopwatch Details #1 
 

 Using the Stopwatch causes every enemy projectile, enemy movement speed, enemy rate of fire, 
neutral movement speed and object movement speed, to become slowed by 80% for duration seconds. 
The players movement speed, rate of fire and projectile speed becomes slowed by 30% for duration. 

Grapple Shot Details #2 
 

 Using the Grapple Shot causes a claw extends from player in a straight line to the edge of screen, 
first object hit by claw is grappled and pulled towards the player, the player is also pulled towards 
grappled target unless they are immobilized, if claw doesn’t hit an object the claw returns to player 
without grappling any targets on return. Re clicking the Grapple Shot while outgoing, the grapple shot 
starts retracting. Re clicking the Grapple Shot while retracting causes the grappled target to bet let go and 
the space man kicks. Kicking is a melee attack targeted only on the previously grappled target. If you 
have a melee weapon equipped you use it in place of the kicking, dealing more damage and a conal attack 
that can hit multiple enemies 

Personal Shield Generator Details #3 
 

 On use the player creates a force field that prevents (x damage) to the player for a duration based 
off of a static decay rate and for every (x damage) prevented (y energy) is used from the energy pool. If 
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the player doesn’t have enough energy to maintain the effect of the force field, the force field is 
deactivated. 

Teleporter Details #4 
 

 On use the players current position becomes the position of where their cursor was located during 
the use of the teleporter. 

Immovable Boots Details #5 
 

On use the player creates an area of effect (AoE) that spans (x distance) from player, knocking 
back all enemies within the AoE by (y distance). All enemies hit by the AoE have their movement speed, 
projectile and rate of fire, slowed by 40% for 5 sec. Also on use player becomes immobilized for 3 
seconds. 
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Consumables 
 

Overview 
 

 Within the game the player has access to items that they may use that have a onetime use ability 
on them that causes them to be destroyed after their use. 

Cake Details #1 
 

 On use the cake restores the player’s health to 100% however it also decreases the player’s 
movement speed by 20% for 3 seconds.  

Burger Details #2 
 

 One use the burger restores the player’s health by 50. 

Bacon Details #3 
 

 One use the bacon restores the player’s health by 25. 

Candy Details #4 
 

 On use the candy restores the player’s health 10 and it also increases the player’s movement 
speed by 50% for 6 seconds. 

Cryonade Details #5 
 

On use the player throws the cryonade to the coordinates of where the player’s crosshair was 
when the cryonade was used. Once the cryonade reaches the designated coordinates it explodes causing 
an area of effect (AoE) with a (x radius). Any neutral or enemy character caught in the AoE gains the 
status effect of burning.  

Molotov Cocktail Details #6 
 

On use the player throws the molotov cocktail to the coordinates of where the player’s crosshair 
was when the molotov cocktail was used. Once the molotov cocktail reaches the designated coordinates it 
explodes causing an area of effect (AoE) with a (x radius). Any neutral or enemy character caught in the 
AoE gains the status effect of burning.  
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Status Effects 
 

Overview 
 

 Units can be affected by different status effects, these status effects aren’t just binary but some of 
them have varying degrees of severity represented on a scale of 0 to 100. The higher the severity the more 
pronounced the effects are. The severity of the effect decreases over time, based on the units resistance to 
the specific effect. 

Immobilized #1 
 

 The effected character cannot move for the duration of the immobilizing effect however the 
effected character may use weapons, gadgets and consumables.  

Burn #2 
 

 An Effect that has the Burn ability will apply Burn Points to the target. Burn Point can 
accumulate up to 100 starting at 0, the rate of Burn Point accumulation on the Unit is regulated by the 
Units Resistance to the specific Effect. While a unit has >0 Burn Points they take damage per second 
based on the number of Burn Points they currently have. Burn Points diminish over time based on Unite 
Resistance. If the Burn Points on a Unit reaches a specific set threshold the unit gains the Panic Status 
Effect. 

Panic #3 
 This effect causes units to move randomly for several seconds and neglect attacking the player.  

 

Cold #4 
 

 An Effect that has the Cold ability will apply Cold Points to the target. Cold Point can accumulate 
up to 100 starting at 0, the rate of Cold Point accumulation on the Unit is regulated by the Units 
Resistance to the specific Effect. While a unit has >0 Cold Points their movement speed is decreased 
based on the number of Cold Points they currently have. Cold Points diminish over time based on Units 
Resistance. If the Cold Points on a Unit reaches a specific set threshold the unit gains the Frozen Status 
Effect. 

  

Frozen #5 
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A Frozen Unit cannot perform any action however is affected by gravity, and if a Frozen Unit 
takes (x damage) it will Shatter. Shatter is the effect that happens when a frozen unit takes (x damage) and 
is destroyed killing the unit immediately. Upon Shattering the units sprite is divided into the 9 separated 
pieces that are effected by gravity. 
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Enemy Non-Playable Characters 
 

Overview 
 

 Within the game the player ends up having to battle for survival within arena mode against 
enemies of various strengths and weaknesses. The first race of enemies the player encounters on their 
travels are the Goblins. 

Goblin Melee #1 
 

 This unit is one of the two most very basic units that Goblin race has, they solely wield melee 
weapons.  

Goblin Ranged #2 
 

 This unit is one of the two most very basic units that Goblin race has, they solely wield the 
shotgun or the laser gun weapons. 

Goblin Elite #3 
 

 This unit is one of the strongest units among the Goblin race, with a large health pool and access 
to the axe, shotgun and flamethrower 

Goblin Heavy #4 
 

 This basic unit has the largest health pool of the Goblin race aside from boss level npcs. It wields 
a very heavy tower shield that reduces all damage take from the front of the Goblin Heavy by 90%. The 
tower shield has its own health pool of 100 health points. If the tower shield’s health pool is reduces to 0 
it is destroyed and the Goblin Heavy loses the 90% damage reduction from the front buff that the tower 
shield was granting it. The Goblin Heavy has access to the axe, rocket launcher and gatling gun. 

Goblin Pilot #5 
 

 This basic unit spawns immediately after a Goblin Mech has been destroyed, right where it 
happened. The Goblin Pilot has access to the axe, laser gun and shotgun. 

Goblin Engineer #6 
 

 This basic unit is one of the few among the Goblin race that can use consumables, it may throw 
cryonades, it also has access to the laser gun and the gatling gun. 
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Goblin Demolitionist #7 
 

 This basic unit is one of the few among the Goblin race that can use consumables, it may throw 
molotov cocktails, it also has access to the flamethrower and the rocket launcher. 

Goblin Kamikaze #8 
 

 This basic unit is unique in the sense that it doesn’t wield a weapon, it instead charges onto the 
map and towards the player strapped to a rocket. If the Goblin Kamikaze makes contact with the player it 
explodes dealing damage to all units within (x radius) of the impact including itself. The Goblin 
Kamikaze will explode after one 1 of not making contact with the player or any environmental objects, 
dealing damage to all units within (x radius) of the impact including itself. 

Goblin Medic #9 
 

 This basic unit is unique because it can heal and revive other injured or dead goblins. The Goblin 
Medic may shoot a green energy beam at an injured Goblin within (x distance) and heal it for (x health), 
the Goblin Medic may only do this once every (x seconds). The Goblin Medic may also revive dead 
Goblin while floating their way to the void zone. The dead Goblin must be within (x distance) bringing it 
back to life at (x% of total health), the Goblin Medic may only do this once every (x seconds). The Goblin 
Medic has access to the laser gun. 

Goblin Looter #10 
 

 This basic unit is unique because it doesn’t attack the player, but instead it flies around the map 
collecting as many coins as it can without falling into the void zone and avoiding the player. The Goblin 
Loot must be within (x distance) to collect a coin. The Goblin Looter will despawn after 1 minute of 
being in the arena. If the Goblin Looter is killed any coins it has collected during its current spawn time 
are dropped where it died. For every 10% health lost the Goblin Looter drops 1 coin, these coins are 
separate from the coins collected during the current Goblin Spawn spawn duration. 

Ogre #11 
 

 This basic unit isn’t a Goblin but is a part of this faction. The Ogres as a race are not a part of any 
one faction and are found fighting a log side all factions in the Fae Wild. This Ogre does not wield any 
weapons but instead punches his foes for a large amount of damage and has a large health pool; he 
however has a very slow movement speed. 

Goblin Boss #12 
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 This is the first boss unit the player encounters in the game. The Goblin Boss has a very large 
health pool, does not use any weapons instead he punches his foes for a large amount of damage. The 
Goblin Boss can also throw cryonades and molotov cocktails. 

Enemies Health Weapons Movement Damage Special 
Goblin Melee 20 A Fast n/a  
Goblin Ranged 15 L,S Medium n/a  
Goblin Elite 50 A,S,F Medium n/a  
Goblin Heavy 80 A,R,F Very Slow n/a Buff: Tower 

Shield = 90% 
reduced 
damage from 
the front 

Goblin Pilot 15 A,L,S Fast n/a  
Goblin 
Engineer 

20 L,G Medium n/a Can Throw: 
Cryonades 

Goblin 
Demolitionist 

20 F,R Medium n/a Can Throw: 
Molotov 
Cocktail 

Goblin 
Kamikaze 

2 n/a Very Fast 25 Runs to player 
position and 
explodes 
dealing (x 
damage) to 
both player and 
enemies 

Goblin Medic 40 L Medium n/a Heals and 
Revives dead 
goblins, player 
may intercept 
heal 

Goblin Looter 100 n/a Very Fast n/a Random 
movement, 
tries to avoid 
player. Can 
pick up coins, 
despawns after 
1 minute. If it 
dies it drops all 
gathered coins 
and a sack of 
gold (x value). 
For every 10% 
hp lost it drops 
(x gold) 

Ogre 70 n/a Slow 35 Strong Melee 
attack, doesn’t 
use weapons 

Goblin Boss 1000 n/a Slow 35 Strong Melee 
attack, doesn’t 
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use weapons. 
Can Throw: 
Cryonades and 
Molotov 
Cocktails 
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Neutral Non-Playable Character 
 

Overview 
 

 Within the game there are non-playable characters, these characters can provide advantages and 
or disadvantages for the player.  

Unicorn #1 
 

 When the unicorn spawns, it specifically spawns on either the left or right border of the screen, 
stays in place for 3 seconds and then charges in straight line to where player was during the first second of 
the unicorn spawning and continues off screen as a very fast movement speed. Any unit hit by the unicorn 
is dealt 50 points of damage. 

Leprechaun #2 
 

 When the leprechaun spawns it maintains random movements, avoids any void zones and tries to 
avoid enemies. The leprechaun may be damaged by the player, enemies and neutral characters. If the 
leprechaun is still alive after 2 minutes after spawn, he drops his pot of gold for the player at its current 
position and then runs off screen. Collecting the pot of gold rewards the player with (x gold). The pot of 
gold is affected by the pull of void zones. The leprechaun has 100 health points. 

Light Fairy #3 
 

 When the light fairy spawns it maintains random movements, avoids any void zones and tries to 
avoid enemies. The light fairy may be damaged by the player, enemies and other neutral characters. The 
light fairy heals the player while the player is within (x distance) of the light fairy, the player is healed for 
5 health points every 2 seconds. If the light fairy dies it floats to the void and returns as the dark fairy. 
Light fairy flies off screen after staying alive for 1 minute. The light fairy has 50 health points. 

Fairy (Dark) #4 
 

 When the dark fairy spawns it maintains random movements, avoids any void zones and tries to 
avoid enemies. The dark fairy only spawns if a light fairy dies and comes in contact with a void zone, the 
deceased light fairy is replaced by the dark fairy. The dark fairy is not affected by void zones. The dark 
fairy may be damaged by the player and neutral characters. The dark fairy damages the player while the 
player is within (x distance) of the dark fairy, the player is damaged for 5 health points every 2 seconds. 
When the dark fairy dies it explodes and deals 30 damage to player, enemies and neutral characters within 
(x distance). The dark fairy has 50 health points. 
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Environmental Objects 
 

Overview 
 

 Within the game there are objects that will spawn in the arena for the sole purpose of being an 
obstacle for all units. These obstacles have health points and may be destroyed. Upon being destroyed 
some of the objects have an effect. 

Moon Rock #1 
 

 The moon rock has a very slow movement speed, 100 health points and it deals 0 points of 
damage when destroyed. However when destroyed the moon rock has a 5% chance to leave behind a 
random item. 

Moon Rock Random Item Table Chance to Drop 
Random Weapon 2.5% 
Random Gadget 2.5% 

Random Coin Amount (5-10) 50% 
Cake 5% 

Candy 10% 
Burger 10% 
Bacon 15% 

Cryonade 5% 
Molotov Cocktail 5% 

  

Cryo-Barrel #2 
 

 The cryo-barrel has a slow movement speed, 10 health points and it deals 20 points of damage 
when destroyed. When destroyed the cryo-barrel freezes all units within (x radius) of the place of 
destruction. 

Flammable Barrel #3 
 

 The flammable barrel has a slow movement speed, 10 health points and it deals 40 points of 
damage when destroyed. When destroyed the flammable barrel burns all units within (x radius) of the 
place of destruction. 

Crate #4 
 

 The crate has a slow movement speed, 60 health points and it deals 0 points of damage when 
destroyed. However when destroyed the crate leaves behind a random item. 
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Crate Random Item Table Chance to Drop 
Random Weapon 2.5% 
Random Gadget 2.5% 

Random Coin Amount (5-10) 50% 
Cake 5% 

Candy 10% 
Burger 10% 
Bacon 15% 

Cryonade 5% 
Molotov Cocktail 5% 

 
 

Table of Environmental Objects: 
Environmental 

Objects 
Damage Upon 

Destruction 
Movement Speed Health Points 

Moon Rock 0 Very Slow 100 
Cryo-Berrel 20 Slow 10 

Flammable Barrel 40 Slow 10 
Crate 0 Slow 60 
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Specialization System 
 
Overview 
 
 The Specialization System is another way to personalize your character. The reason for the 
Specialization system is so that every player may play their character slightly different from another 
person and to build their character to fit their specific play style. The way the Specialization System 
works is, at the end of every completed Arena the player is rewarded a certain amount of Specialization 
Points (SP) after the scoreboard is done calculating their score for the level. The SP rewarded correlates 
directly with the score earned for the level. On the Specialization System user interface the player may 
spend their collected SP to unlock new abilities and attributes called Specialties, for their character. Some 
Specialties are available to purchase with SP immediately, and some are grayed out. This is because the 
player must first unlock a specific Specialty that is linked to the desired Specialty before being able to 
unlock it. When a player dies and is forced to start the game over, any previous purchased Specialties 
remain unlocked, but any unspent SP is lost. 

Critical Hit I  

 Increases Critical Hit chance by 2% 

Critical Hit II  

 Increases Critical Hit chance by 2% 

Critical Hit III  

 Increases Critical Hit chance by 2% 

Critical Force  

 Increases Critical Hit severity by 2% 

Brutality I  

 Increases Damage done by 1% 

Brutality II  

 Increases Damage done by 1% 

Brutality III  

 Increases Damage done by 1% 

Brutality Master 

 While below 35% health gain Empower 

  Empower: Increases Damage done by 5% of your current maximum. 
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Physical Damage I  

 Increases Physical Damage done by 2% 

Physical Damage II  

 Increases Physical Damage done by 2% 

Physical Damage III  

 Increases Physical Damage done by 2% 

Physical Damage Mastery  

 Increases Physical Damage done by 4% 

Lifesteal I  

 Increases Lifesteal by 2% 

Lifesteal II  

 Increases Lifesteal by 2% 

Lifesteal III  

 Increases Lifesteal by 2% 

Lifesteal Mastery  

 Increases Lifesteal by 4% 

Devastate  

 Your Critical Hits deal 25% extra Physical Damage to units below 25% health.  

Fueled Up I  

 Increases Movement Speed by 5% 

Fueled Up II  

 Increases Movement Speed by 5% 

Fueled Up III  

 Increases Movement Speed by 5% 

Fueled To The Brim  

 Increases Movement Speed by 10% after not losing any health for 1 minute. 
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Back Up Thrusters  

 After being Immobilized you gain a 30% Movement Speed increase for 3 seconds. 

Deflect I 

 Increases Deflect Chance by 1% 

Deflect II 

 Increases Deflect Chance by 1% 

Deflect III 

 Increases Deflect Chance by 1% 

Deflect Mastery 

 Increases Deflect Chance by 1% and Deflect Critical Hit Chance by 2% 

Rift Walker 

 After using the Teleporter gadget you gain a 30% Movement Speed increase for 3 seconds. 

Healthy I 

 Increases Health Pool by 1% 

Healthy II 

 Increases Health Pool by 1% 

Healthy III 

 Increases Health Pool by 1% 

Sucker Punch I 

 Increases Melee Damage done to Immobilized units by 5% 

Sucker Punch II 

 Increases Melee Damage done to Immobilized units by 5% 

Sucker Punch III 

 Increases Melee Damage done to Immobilized units by 10% 

Battery Backup I 

 Increases total Energy by 5 
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Battery Backup II 

 Increases total Energy by 5 

Battery Backup III 

 Increases total Energy by 5 

Crit Severity I 

 Increases Critical Severity by 4% 

Crit Severity II 

 Increases Critical Severity by 4% 

Crit Severity III 

 Increases Critical Severity by 10% 

My Turn 

 Taking direct damage grants 1 stack of my turn. Upon reaching 10 stacks all nearby units are 
Stunned for 2.5 seconds. This effect can only occur once every 25 seconds. 

Keep Up 

 Landing a Critical Hit has a 15% chance to grant Swiftness.  

  Swiftness: Increase Movement Speed by 20% for 5 seconds. 

Fatal Wounds 

 Critical hits deal 2.5% damage every 2 seconds for 10 seconds. 

Much Needed Sustenance 

 Taking a Critical Hit grants Hunger for 5 seconds 

  Hunger: Increases Healing received by 15%. Stacks 3 times. 

Commanding Presence I 

 Grants Vitality to you and allies within 30 meters. 

  Defense: Increases your Health Pool by 2% of your current maximum.  

Commanding Presence II 

 Grants Vitality to you and allies within 30 meters. 

  Defense: Increases your Health Pool by 2% of your current maximum.  
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Commanding Presence III 

 Grants Vitality to you and allies within 30 meters. 

  Defense: Increases your Health Pool by 2% of your current maximum.  

Fully Charged I 

 While both Energy Pools are at full capacity your damage is increased by 5% 

Fully Charged II 

 While both Energy Pools are at full capacity your damage is increased by 5% 

Fully Charged III 

 While both Energy Pools are at full capacity your damage is increased by 5% 

Radioactive 

 While both Energy Pools are at full capacity your deal 5% of your total Energy Pool Maximum 
Capacity in Damage to any unit that hits the player with a melee attack. 

Strikethrough I 

 Increases your Strikethrough chance by 1% 

Strikethrough II 

 Increases your Strikethrough chance by 1% 

Strikethrough III 

 Increases your Strikethrough chance by 1% 

Sure Shot 

 When your attacks are Deflected you have a 35% chance to gain Bullseye for 5 seconds. 

  Bullseye: Your next attack cannot be Deflected. Can only occur every 5 seconds. 

ADHD 

 Grants a bonus to Energy regeneration, however the player uncontrollably switches weapons 
every 5 seconds. 

Fast Metabolism 

Heal over time effects on the player happen faster and the player is no longer slowed from food. 
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Lead Trigger Finger  

The players rate of fire is increased , but they can't stop firing. 

Hot Blooded  

The player regenerates health while burning instead of taking damage 

Cold Blooded  

The player moves faster while cold 

Insurance Fraud  

Enemy medics have a chance to randomly heal you as well 

Stone Skin  

The players defense is increased but the players speed is slowed for (x time) after taking damage 

COD Bod  

The player regenerates health after not taking damage for (x time) 

Transient  

The player randomly teleports after taking significant damage 

YOLT  

After the first time the player dies they are revived with 50 health. You only live twice! 

Defiant  

You refuse to accept physics, and are less affected by gravity 

High Strung  

The players speed is increased but they never stop moving 

Inconspicuous  

Enemies don't turn as fast to aim at the player 

Rock Market  

Space Rocks often drop coins. Sorry for the pun. No I'm not 

Luck  

Does nothing 
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Greater Luck  

Really, we're not joking 

Ultimate Luck  

Fine, whatever. You're really lucky. 
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Item Upgrade System 
 
Overview 
 
 Within the game the player has the option to modify the weapons and gadgets they are carrying. 
When a weapon or gadget is dropped in the arena or generated randomly at the in-game store to be sold, 
the weapon or gadget may come with 0 to 2 sockets in on it. The sockets are used for modifying the 
properties, attributes and function of the item. The specific modification that is placed into the weapons 
and gadgets to modify them is called a Mod. Mods come in various types; each type of Mod affects each 
item it’s placed into differently. There is a specific user interface that is dedicated to modifying items and 
is the only place where item modifying may be done; this user interface is accessible through the 
inventory screen. Once a Mod has been placed into an item it cannot be removed. A Mod may be placed 
in a socket that has a preexisting Mod in it, the new Mod replaces the old Mod and the old Mod is lost 
forever. Only one of each type may be placed into an item. There are X types of Mods, each different type 
of Mod is represented by a color. 

Weapons  
 

 Axe 
 

  Red – Adds a burning effect to the attack 

  Orange – Increase damage done and knocks back the target (x distance) 

  Yellow – Increase attack speed 

  Green – Life Leach - You have a 20% chance when hitting a unit with the weapon to 
gain 5% of your max health pool back.  

  Blue – Adds a cold effect to the attack  

  Purple – Energy Steal – You have a 20% chance when hitting a unit with the weapon to 
gain 5% of your max energy pool back.  

  White - Whirlwind - Holding down the attack button causes your player to spin once in a 
circle hitting everything in an AoE around him at a max distance of (x). Cannot be socketed while there is 
a Yellow Mod in the Axe. 

  Black - Axe Toss – Holding down the attack button causes the player to throw their Axe 
to where their crosshair was when they clicked the button. Once the Axe reaches that position, it returns 
to the player, dealing damage to any unit hit along the way. Cannot be socketed while there is a White 
Mod in the Axe. 

  Additional Mod Concepts: 
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  1: Hitting a unit with the axe applies a debuff that causes the units Movement Speed to be 
reduced by 50% for 3 seconds. 

 

 Laser Gun 
 

  Red - Adds a burning effect to the attack 

  Orange - Increase damage done 

  Yellow – Holding down the attack button causes the weapon to charge faster.  

  Green – Life Leach - You have a 20% chance when hitting a unit with the weapon to 
gain 5% of your max health pool back. 

  Blue – Adds a cold effect to the attack 

  Purple - Energy Steal – You have a 20% chance when hitting a unit with the weapon to 
gain 5% of your max energy pool back.   

  White - Holding down the attack button causes the player to fire a multiple projectiles 

  Black - Holding down the attack button causes the player to fire a high damage but very 
focused [projectile  

  Additional Mod Concepts: 

  1: Double Tap - 20% chance to fire additional shot, immediately after the triggering 
shot is fired. 

  2: Oversized Capacitor - You may charge the Laser Gun for twice as long and do twice 
the damage then a fully charged shot currently does. 

  3: Piercing - your Laser Gun shots pierce through your targets hitting others behind 
them 

 

 

Gatling Gun 
 

   Red - Adds a burning effect to the attack 

  Orange - Increase damage done 

  Yellow – Increases the accuracy of the weapon 
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  Green - Life Leach - You have a 20% chance when hitting a unit with the weapon to gain 
5% of your max health pool back. 

  Blue - Adds a cold effect to the attack 

  Purple - Energy Steal – You have a 20% chance when hitting a unit with the weapon to 
gain 5% of your max energy pool back. 

  White - Firing the weapon causes less overheat 

  Black – Increases the weapons rate of fire 

  Additional Mod Concepts: 

  1: 

 

 Rocket Launcher 
 

  Red – Adds a burning effect to the attack 

  Orange  

  Yellow – Increases the rate of fire of the weapon 

  Green - Life Leach - You have a 20% chance when hitting a unit with the weapon to gain 
5% of your max health pool back. 

  Blue - Adds a cold effect to the attack 

  Purple - Energy Steal – You have a 20% chance when hitting a unit with the weapon to 
gain 5% of your max energy pool back. 

  White – Holding down the attack button causes the player to lock on to the target and fire 
multiple rockets 

  Black - Holding down the attack button causes the player to fire a spread of rockets 

  Additional Mod Concepts: 

  1: Your shots have a 10% chance to apply a DoT to units hit by the Rocket Launcher. 
The DoT deals 1 damage every 2 seconds for 10 seconds. This effect may stack up to 3 times. 

  2: Smoke Screen – Enemies hit by the Rocket Projectile suffer a 25% decrease in 
accuracy for (x duration) 
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 Shotgun 
 

  Red – Adds a burning effect to the attack 

  Orange - Knocks back the target (x distance) 

  Yellow – Increases the accuracy of the weapon 

  Green - Life Leach - You have a 20% chance when hitting a unit with the weapon to gain 
5% of your max health pool back. 

  Blue - Adds a cold effect to the attack 

  Purple - Energy Steal – You have a 20% chance when hitting a unit with the weapon to 
gain 5% of your max energy pool back. 

  White - Holding down the attack button causes the player to spin in place and fire 
multiple shots 

  Black - Holding down the attack button causes the player to fire more projectiles in a 
single shot 

  Additional Mod Concepts: 

  1: Slug - only shoots one projectile now but does massive damage and knocks back target 

  2: Dragons Breath - random chance to shoot out a Flamethrower projectile for .5 seconds. 

  3: Rubber Bullets - Projectiles shot from the Shotgun have a 25% chance of after doing 
damage on contact with a unit, will bounce off in another direction dealing a second set of damage if it 
makes contact with a unit. 

 

 

 Flamethrower 
 

  Red - Adds a burning effect to the attack 

  Orange - Knocks back the target (x distance) 

  Yellow - Decreases the accuracy of the weapon but creates a wider spread that it fires. 

  Green -  

  Blue - Adds a cold effect to the attack and replaces the burn effect. 

  Purple -  
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  White – Firing the weapon causes less overheat 

  Black – Increases the distance the weapons projects travel 

Gadgets  
  

 Stopwatch 
 

  Red – Burning doesn’t extinguish while time is slowed 

  Orange – Projectiles are lowed even more than normal 

  Yellow – The energy using the gadget is reduced 

  Green – The player regenerates while using the gadget 

  Blue – Cold doesn’t extinguish while time is slowed 

  Purple – Increases the players energy regeneration 

  White – You are less affected by the slow  

  Black – Enemies are more affected by the slow 

 

 Immovable Boots 
 

  Red 

  Orange 

  Yellow - The energy using the gadget is reduced 

  Green - The player regenerates while using the gadget 

  Blue 

  Purple - Increases the players energy regeneration 

  White 

  Black 

 

 Teleporter 
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  Red – After using the Teleporter units next to the player are set aflame 

  Orange - After using the Teleporter any negative status effects on the player are removed 

  Yellow - The energy using the gadget is reduced 

  Green - The player regenerates health after using the gadget 

  Blue - After using the Teleporter units next to the player are frozen 

  Purple - Increases the players energy regeneration 

  White 

  Black - After using the Teleporter units next to the player are knocked back 

 

 Personal Shield Generator 
 

  Red – If an enemy comes in contact with the shield the enemy is affected by fire 

  Orange - If an enemy comes in contact with the shield the enemy is knocked back 

  Yellow - The energy using the gadget is reduced 

  Green - The player regenerates while using the gadget 

  Blue - If an enemy comes in contact with the shield the enemy is affected by cold 

  Purple - Increases the players energy regeneration 

  White –  

  Black – While the shield is activated it reflects projectiles 

  Additional Mod Concepts: 

  1: While using the Personal Shield Generator and the Energy Pool designated for the 
Personal Shield Generator reaches 0 due to negating received damage you deal (x Fire) to units within (x 
distance) of you. This effect can only happen once every 1.5 minutes. 

 

 Grapple Shot 
 

  Red – Kicking the enemy sets the enemy on fire 

  Orange – Increases weapon damage dealt to a target grabbed 
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  Yellow – Increases the speed the hook travels 

  Green – Drains health from the grabbed enemy 

  Blue - Kicking the enemy freezes the enemy 

  Purple – Increases the force the Grapple Shot has when it pulls a unit 

  White – You can now grab fairies with the Grapple Shot 

  Black – The Grapple Shot can now grab projectiles 
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Miscellaneous 
 
Overview 
 
 This is where we put all the things we don’t have places for. 

Coin #1 
 

 A form of currency that can be dropped by killing enemy units, destroying crates, and given as 
rewards for completing missions. Coins are used to purchase consumables, weapons, and gadgets form 
shops within the game. 
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Musical Scores and Sound Effects 
 
Overview 
 

 The soundtracks and sound effects created for this game are to have a throwback feel to the time 
of 8-but audio. The genre of music that is to be emulated is referred to as Chiptune.   

 

Soundtrack 
 

 All soundtracks are created and composed within the mobile application Nanoloop for iOS. 

 

Sound Effects 
 

 All sound effects are created using an online application called as3sfxr based on sfxr by Tomas 
Pettersson. The program is used to randomly generate and custom create retro game sound effects. 
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Single-Player Game 
 

Overview 
 

 In single player mode the player takes control of a single character that travels from battle to 
battle trying to survive against waves of enemies, defending himself with a multitude of different 
weapons, gadgets and consumables that the player has either purchased or found though out their 
adventures.  

Story 
 

A rarely traversed sector of space, known as HB-12 has recently shown some unusual 
gravitational activity, void zones have randomly been appearing throughout the sector. The protagonist 
controlled by the player is an adventurous Space Meteorologist who sets out to go explore the region of 
space to discover what is causing the strange anomalies. Upon arrival to HB-12 the player discovers that 
the region is not as barren as initially thought. The HB-12 has become home and battle field to many 
strange and foreign creatures. The new HB-12 inhabitants have mysteriously appeared in the region and 
they don’t seem to be from the Space Meteorologist plane of existence. The new “neighbors” are from an 
astral plane called The Fae Wild, a harsh and unforgiving environment. The Fae Wild is home to many 
exotic races and species such as the Elves, Dwarves, Goblins, Orcs, Ogres and many more. Their world is 
in constant chaos caused by many of the more prominent factions warring against each other over often 
time’s trivial reasons. The Space Meteorologist finds himself stuck in the middle of this incredible event 
and is determined to figure out why The Fae Wild is spilling into his realm and how to stop it. 

 

Hours of Gameplay 
 

 Talk about how long the single-player game experience is supposed to last or what your thoughts 
are at this point. 

 

Victory Conditions 
 

 The player wins by beating the final boss of them game. 

 

Defeat Conditions and Consequences  
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 The player loses by having their health brought to 0 and not having any reviving effects. If the 
player’s health reaches 0 and they do not have any reviving effects they are dead. When a player dies, 
they lose all equipped Weapons, Consumables, and Gadgets, all Weapons, Consumables, Gadgets and 
Mods in their inventory, all of their coins and any unspent Specialization Points. They also lose any 
uncovered areas of the Overworld, any Quest progress the have achieved, any unlocked paths in the 
Overworld. They are forced to start their game progress over. When they die they are brought to the main 
start screen where they may play their previous character but starting from the beginning of the game. The 
only thing that remains with the player when they die is any unlocked Specializations in the 
Specialization System.    
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Multiplayer Game 
 

Overview 
 

 Players may join game sessions with their friend’s, the only time their friend’s presence is seen is 
within the Arena.  Players may leave and join a friend’s session at any point in the games progression. 
Starting a multiplayer session does not require the player’s progress to be lost. To start a multiplayer 
session the players select a host and then they join that host’s current game at its current progress but 
maintaining any current customizations to their character in their own single player game. When leaving a 
multiplayer session any changes made to a player’s character are carried over to their single player 
progression, including but not limited to, death. 

 

Max Players 
 

 The maximum amount of players is 4.  

 

Adjustments for Multiplayer 
 

 For every additional player added to a session the difficulty of the enemies is increased and the 
arena size is increased as well to better fit the chaos.  

 
Servers 
 

 Peer-to-peer. 

 

Customization 
 

 All customization settings are the same for multiplayer as they are for single player. 

 

Internet Connection 
 

 Blue Tooth 


