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1 Overview

1.1 In one sentence

The goal in Sub Hunter is simple: sink wave after wave of the enemy subs before they sink you!

1.2 Intro

Sub Hunter takes the gamer back to the "good old days" of pixels and bleeps and bloops.

The game can be considered a 2000 remake of the 1977 classic "Depthcharge."  The player--a destroyer at the top of the screen--tries to drop charges on the enemy subs which are in turn trying to blow the player away.

1.3 Genre

Sub Hunter is best classified as "Action/Arcade."

1.4 Platform, Minimum Specs

Sub Hunter will run on Windows 95/98/2K.

Minimum Specs:

· Windows 95/98/2K

· Pentium 166, 32 MB RAM

· DirectX 7.0a or later

1.5 Target Demographic

Sub Hunter is for the gamer who values good gameplay over flashy graphics.  The game is also geared toward the Solitare crowd; or someone who just wants to "blow 10 minutes."

1.6 Shareware vs. Retail

Sub Hunter will come in Shareware and Retail varieties.  The two versions have identical gameplay.  However, the Shareware version will contain a Nag Screen which shows at program termination.

2 Game Mechanics

2.1 Core Gameplay

All of the actual gameplay consists of the player trying to kill as many subs as possible before being killed himself.

2.2 Modes Of Play

2.2.1 Attack Wave

Gameplay is extremely simple.  The player can move left and right along the top of the screen.  Depthcharges--fired left and right--sink slowly to the bottom of the screen.  They explode either on contact with a sub or the bottom of the ocean.

Enemy Subs come out in waves lasting around 45 seconds.  Along the way, they toss out mines which slowly float to the top of the screen.  When a mine hits the player, the game is over.

Randomly, when subs are killed (approximately 1/20), a PowerUp will be released and start to float up.  When caught, PowerUps give the player special abilities.  (see 2.5.3 PowerUps)

The player is only given a limited supply of ammuntion at the start of the game.  Ammunition regenerates at a slow rate, so the player must be careful not to run completely out!

2.2.2 Bonus Points

The second mode is between attack waves.  The player is awarded a bonus for surviving the wave and gets a short (and deserved!) rest.

2.3 Scoring

The player scores points for: killing subs, surviving a wave, catching PowerUps.

2.3.1 Killing Subs

Sub values are based on several factors, including depth of sub, its speed, and its AI level.  [Formulas to be determined]

2.3.2 Ending a Wave

The score bonus at the end of the wave is:

(Level) x (# Subs Killed) x 100

2.3.3 Catching PowerUps

PowerUps are worth 100 points plus any special powers they provide.

2.4 Game Flow

SPLASH ( ATTRACT ( PLAY ( NAG SCREEN

2.4.1 Splash Sequence

There is a splash sequence that can be thought of as the "boot up."  It will consist of a movie or short animation.

2.4.2 Attract Mode

When not in play, Sub Hunter will sit in the Attract Mode.  In this mode the screen shows some instructions and the high score.  Pressing any key will start a game.

2.4.3 Play Mode

This is the main gameplay mode, as described in section 2.1 above.

When the player is hit the game ends.  If the player has a high score, he will be able to enter in 3 initials.

2.4.4 Nag Screen (Shareware)

Upon termination, Sub Hunter Shareware version will display a Nag Screen instructing the player where they can obtain a registered version of Sub Hunter.  The screen lasts for around ten seconds.

2.5 Gameplay Elements

2.5.1 Player

The player is represented by a Destroyer at the top of the screen.

2.5.2 Subs

The subs are the bad guys.  They swim left and right, up and down just about everywhere the player isn't.

2.5.3 PowerUps!

These flashing items appear randomly when subs are destroyed and float to the top of the screen.  Once at the surface, they disappear after about three seconds.
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	Destroy all subs on the screen.
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	Player moves at double speed for ~10 seconds.
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	Charges fall at double speed for ~10 seconds.
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	Player gets 30 free charges instantly.
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	Frenzy!  Create 20 subs instanty!!  This is good or bad, depending on how you like to play.
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	Score Multipliers.  These are very rare, and if caught, apply to any score the player makes.  Multipliers must be caught in order (e.g. 2 then 3 then 4…) or else the multiplier goes back to 1, the default.


2.5.4 Charges 
[image: image9.png]



The only weapon that the player has at his disposal.  They sink to the bottom, exploding on contact either with a sub or the bottom.

2.5.5 Mines 
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The subs' only weapon.  They are launched upwards at the player.

2.6 AI Features

The subs will sport a very limited AI.  At higher levels in the game, subs may alter their speed and/or heading in order to dodge charges or get a better shot at the player.  They also may aim their mines rather than simply releasing them straight up.

3 User Interface

3.1 Attract/High Score Screen
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On this page are some simple instructions for playing and the list of high scores.  The high scores will be saved so that they live from session to session.

Pressing any key will start a game.

3.2 Game Screen
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Score is shown at top center, along with any score multipliers in effect.  Ammunition supply is at the upper left.

The player moves by using the following keys

	Left Arrow
	Move Left

	Right Arrow
	Move Right

	A
	Fire Left

	S
	Fire Right

	Escape
	Boss Alert!  Kill the game!


4 Media

4.1 Art

4.1.1 Overall Goals

Sub Hunter should capture the simplicity in graphics that was prominent in the late 70's and early 80's.

4.1.2 Game Art

· 1 sprite for the destroyer

· 8 sprites (4 frames, 2 directions) for the subs

· 16-20 sprites for each weapon (charge, mine)

· 1 set of sprites for each PowerUp

· a background screen for the ocean during game play

· one set of graphics for the various text used in-game

4.1.3 Marketing and Package Art

Marketing mainly will consist of a screenshot for use on TornSpace.com.

4.2 Sound and Music

4.2.1 Overall Goals

The music and sound for Sub Hunter should convey tons of death and destruction.  Explosions are commonplace and the music should build tension and excitement.

4.2.2 Sound Effects

· 5-10 different explosions

· a "ping" sonar sound

4.2.3 Music

· Splash screen sequence

· Attract mode

· New game/Frenzy! mode

· End of level

· High Score!
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