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Game Design Document

Game Logline

On a quest fulfill a dare by your buddies; you travel to the depths of the girl's bathroom. Now you will have
to use your wits, skills, ability to throw things, and other boy powers to escape from the depths without
cooties.

Game Synopsis

Overview

‘Raiders of the Girl's Bathroom®’ is a 2D, top-down representation of various rooms in a middle school setting.
The underlying premise of the game is to avoid a barrage of girls who are chasing you down because
protagonist has infiltrated their bathroom. The protagonist can throw various things back at the girls to either
stun them, or sending them to the nearest place where they can clean up. The gameplay mechanics of
avoiding rooms remains consistent throughout the entire school, however as the protagonist travels from
room to room within the school, certain rules and gameplay mechanics are applied to the user to keep them

on their toes.
Gameplay Description

The purpose of the game is to collect as many power ranger action figures as possible without getting cooties
from the girls. The girls will use a combination of random movements alongside trying to close the gap with
the hero. Along the way, the hero will need to pick up power ranger action figures to increase their score and
move on to the next room. They can also pick up items to throw at the girls chasing them. Once one of the
girls comes in contact with the hero, he will lose a life. Details concerning lives have yet to be determined. All
of the varying powerups have not been agreed upon and the array of powerups is subject to change. There
are items that can be thrown at the girls to make them run away, or to stun them, or to distract them
momentarily. Certain mechanics can be used in clever ways. Such as throwing an item at a teacher to make
them think that some of the girls have done it, temporarily taking them out of the equation. Within various
rooms the dynamics and atmosphere of the games change. For example, the gym would feature the original
rules of avoiding the cootie-stricken girls, but also there would be the challenge of avoiding dodge balls that
are being thrown across the room. The classroom would feature a teacher who would switch between
looking at the board and looking at the class, prompting both the hero and the girls to only move at specific
times to avoid getting in trouble. All of the rooms, and the rules associated with the rooms have not been
fleshed out. But the mechanics are meant to be changing and simplistic, yet should add to making the game

itself more dynamic.
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Controls and Interfaces

The only interface for the game will be the keyboard, which will primarily contribute to hero’s motion,

switching items to throw at the girls, and actually throwing them at the girls. How the actions correspond to

the keys is listed below:

Select Previous Item Move Character Up Select Next Item

o | W

Move Character Left Move Character Down Move Character Right

Move Character Up

Arrow Arrow
Left Right

Move Character Left Move Character Down Move Character Right

Use ltem

Space




Rules
The general guidelines and rule set are listed below:

* After coming in contact with one of the girl you will lose a life.

* You cannot exit the room until you pick up the power-ranger action figure

* Depending on the item, there will be a cool down as to using it multiple times.
* Most items will have a finite inventory.

* The number of girls chasing you will increase over time

* |f caught making trouble by the teachers, you will be momentarily impaired

* Girls who are chased away can call other girls.

* If you stay in room too long, girls will come into your room from other rooms.
Scoring/Winning Descriptions

Upon entering the room there will be a power-ranger action figure placed in the room for the hero to pick
up. The score will increase as more action figures are picked up. The score may potentially rise if the hero
throws objects at the girls that are chasing him. The specifics of how the scoring will be tallied are yet to be

determined.
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Division of Labor

In general, the labor is divided into three overarching categories: design, development, and production. Design
focuses on planning that will directly impact how the game is implemented. Design contributions encompass
defining specifications with regards to planning the interface, gameplay, level, mechanics, and storyboarding.
Development will focus on how the established designs will be implemented. These implementations apply to
the underlying engine and mechanics, interface, level, character, graphics, sound, and unit testing. The Lead

producer and manager will be primarily focus on ensuring a cohesive product by managing the schedule,

coordinating development and design, final product presentation and polish, and integration testing.

Section
I. Lead Design
a. Interface
b. Gameplay
c. Level
d. Mechanics

e. Storyboard

Il. Lead Developer
a. Engine
b. Interface
c. Level
d. Character
e. Graphics
f. Sound

e. Unit Testing

I11. Lead Producer/Manager
a. Documentation
b. Scheduling
c. Integration Testing
e. Polish/Presentation

f. Coordination
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