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1. Introduction/general information 

The concept for this game stems from my previous animation project Omega, the story of the last 

surviving earth being. She has survived the destruction of earth and the human race, and is now 

plummeting through the dark depths of the universe.   

 

2. Detailed game description 

 

a. Core gameplay and its elements  

The game mechanics for Omega vary depending on the level you are on. In the first level, my character 

has suddenly found herself in the midst of a warzone between two enemy extraterrestrials. The bullets 

do not hurt her but rather bounce off of her. You must use this to your advantage and bounce the 

bullets to break apart the meteoroids blocking your path to safety.  In the second level you are simply 

hoping to survive the dangerous asteroid field which stands in between you and the nearest planet. You 

must make your way through the layout jumping between the space debris platforms. The third level is 

simply collecting items which you will use in the future.  
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b. Game flow  

 



c. Characters and units 

 

What sort of player character or game units will the player move around? What are the key attributes 

of the character (e.g. score, health points, speed, size)?  

 

As you advance through the levels you unlock more abilities. In level one you are able to tap into a 

laser shooting ability to fight your way through an alien warzone. As you fight your way through you 

collect points for each alien ship you take down. This will ultimately contribute to your high score 

level. In level 2 you are not collecting points but simply trying to survive. To make it more interesting 

I will incorporate a time element.  

 

What sorts of characters or game units will oppose the player? What are the key attributes of these 

non-player characters (e.g. health points, speed, size)?  

 

First you have the alien ships which can collide with you and take you hostage. They shoot out lasers 

but cannot hurt you unless they come in direct contact with you. You also have to fight against 

asteroids which can knock you down and shoot you into the dark depths of outer space. Asteroids 

cannot be destroyed but alien ships can. The spider in level 4 will have a health bar which you must 

bring down to zero in order to defeat it.  

 

d. Game physics  

 

Each level has a variety of moving platforms and enemies which can cause you to lose the game. In 

level 1 you are fighting the aliens which are equipped with bullets. You must work to eliminate the 

rocks which block your path to move on to the next level. In level 2 you are fighting black holes, 

asteroids, and gravity. All while hoping across moving platforms on the way to your next level.  

 

e. Artificial intelligence 

 

Both the asteroids and the alien ships work on a random generating system. They are not directly 

trying to fight with you but can cause you to lose the game. The aliens randomly generate bullets and 

wrap around the layout. If you don’t get out of the way you lose. Aliens can be destroyed by shooting 

them once with your laser.  

 

3. Level requirements and progression  

 

a. Level diagrams and maps  



   
 



b. Environmental challenges 

 

Throughout your game, you are likely to use variations on some basic themes. For example, you might 

have several places in the game where the player can destroy parts of the platform by shooting objects 

at the walls. Or, you might have several places in the game where the player encounters moving 

platforms. Include rough sketches that demonstrate some of these key challenges.  

 

 
 
 

d. Assets  

 

What graphical and audio assets are used in each level? This will help you figure out which assets you 

need to acquire or generate yourself. Please note that you are not required to create all of the assets 

yourself. There are some amazing building blocks available online at sites like Open Game Art.  Also, 

this section is just descriptive, you’re not actually depicting the assets here.  

 

Player Character 
For example: Animated player with 

following states: running, idle, 

jumping, firing.   

O. – My character can run, idle, climb, and jump.  

Enemies 

Alien ships  

Objects 
For example: Sword, coins, gems, 

power-ups. 

 



Environment 
For example: Forest ground tiles, 

fence tiles, ice tiles, crate tile.  

Level 1 – Asteroids, basic silver platforms, and a space backdrop.  

Level 2 – Asteroids, space debris platforms, and a space backdrop.  

Level 3 – Forest tiles, exotic trees, mushrooms, and rocks.    

Sound effects Shooting star sounds when collecting power ups. Bleeps when an 

enemy gets you and a punch sound when you get hit by an 

asteroid.  

Background music  “Lines of Code” by Trevor Lentz on OGA.  

HUD and Interface Elements 
For example: Start button, Next 

button 

Reset button to go back and select levels, Score bug, and 

inventory.  

Other  

 

 

5. Graphical User Interface (GUI)  

 

How and where will score, health/mana bars, and dialog windows be displayed? If you’re using a 

touch interface, where will the buttons be placed? At the very least, you should have a rough mock-up 

for your splash screen, your gameplay screen, and your game over screen.  

 

 

 
 



 
 



 
 

 
 

6. Visuals and sound  

 

a. Art style 

 

What do you want the art to look like? What type of mood are you trying to set? Describe the style and 

provide visual references of the art style you are aiming for.  

 

I want to first create an outer space environment. All of the elements found in the first outer space level 

come from the same package and therefore all have the same alien robot look. The levels begin to 

change starting in level 3 but they have the same kind of alien-not-earthly look to them.  



 

b. Background music  

 

My character is in a foreign planet so I want the music to sound like I am in outer space and also have 

some pretty electronic, 8 bit sounds. The music is relatively fast paced.  

 

C. Sound effects (in game)  

 

What sounds will be used in the game? What events will trigger these sounds?  

 

When my creature interacts with asteroid there is a punching sound. When you get a power up there is 

a “shooting star” sound. Anytime a laser bounces off of you there is a Star Wars like gun sound. Later I 

will include sounds when collecting items in future levels.  

 


