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Sidewalk Scramble Design Document

A beginner’s side-scroller action video game where the player character Avery is walking along a sidewalk and must scramble to avoid some objects while collecting other objects.
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Overview
Game Concept
The player character is a teenager walking along a sidewalk. The avatar encounters a variety of characters and must decide whether to touch them. Points are awarded for touching the friendlies and deducted for touching the enemies. The player character scrambles to engage or avoid the characters. The game keeps going until the ultimate enemy touches her or a scoring threshold is met.
Target Audience
The audience for this game is a wide range of diverse gamers. Beginner gamers will be able to learn quickly to be successful. This game appeals to all ages.
Genre and Look & Feel
The genre is side-scroller. The background moves to the left as the animated avatar walks in place. The sidewalk is like any other urban walk along a wall. The feel is cartoony and fanciful.
Game Flow
The avatar walks in place against a brick wall as characters emerge one at a time from the right moving faster than the background. Characters arrive at random at the game speed. One exception is the enemy, which emerges from the left. The player uses keys to move the avatar out of the way or go invisible as needed. The pattern repeats until the enemy touches the player character or the player wins.
Levels
Advance occurs each time the enemy is avoided.
Level 1: Game speed is set low so that player can interact with all characters.
Level 2: Game speed is increased as well as the points awarded or deducted.
Level 3: Game speed is increased. The proportion of appearances by the enemies is increased and the number of friendlies is decreased. There is an increase or decrease of points awarded.
Level 4+: Game speed is increased. The proportion of appearances of the enemy is increased. There is an increase or decrease of points awarded.

Characters
Player character: happy, well-intentioned teenager.
Friendly: a soccer ball that is animated to bounce while moving across the sidewalk towards the avatar.
Friendly: a colorful beach ball that is tossed over the avatar’s head.
Friendly: a dog sitting on the sidewalk that the player must avoid; the dog barks if hit.
Enemy: a rabid bat that is animated to fly in from the left of screen; it screeches to announce its arrival.
Rules and Win Scenario
The player presses the [J] to jump or the [I] key to go invisible for a short time.
Points: 25 points are awarded or deducted for each character.
Avatar must act properly to gain 25 points. If the avatar misses, 25 points are deducted.
Proper actions for avatar:
· Hit soccer ball and beach ball
· Jump over dog
· Go invisible to avoid enemy
If the enemy touches the avatar, the game ends in a loss. If the player reaches 500 points, the game ends in a win. Avatar congratulates player.
Features
Endearing characters. Fast-paced action. This game provides a quickly increasing challenge and encourages replayability by the random nature of the character appearances and variation in game speed. It is a game that is easy to learn, but difficult to master.
Assets
Art
Avatar for the player character is a teenager, in casual clothing, well-groomed. Animation costumes are required for walking, jumping, and game over congratulations.
Background brick wall with sidewalk. Match left side with right side to provide smooth transition from one image to the next. The look is urban, but clean.
Cartoon soccer ball, beach ball, and dog.
Cartoon mean-looking bat with animation cells to flap its wings.
Audio
Sound effects
Pop sound for soccer ball and beach ball
Bark for dog
Screech for bat
Dialogue
Text bubble for avatar. No audio. “Whew!” when boss avoided. Game over text for loss: “Ouch! This game is over!” Game over text for win: announce to user “The game has been won!”
Optional audio recordings for these expressions
Background audio
Play a “happy walking” tune while the game is on


