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1.0 Game Overview
1.1 Summary
Yesterday’s Danger is a third person action adventure game that takes a look at the history of video games.  The player controls a character, Dirk Danger, who has had an illustrious (though fictional) past career in his own series of video games.  However, he hasn’t appeared in any recent games so his life has slipped into a state of ignorant normalcy.  Though a new game means more adventures and this one starts with the seemingly random kidnapping of his family by a clan of ninjas.  Now the player takes control of Dirk, only this time he’s not going to be so happy about that. 
Note:  Through this document references are made to previous games starring this game’s main character, Dirk Danger.  These games are completely fictional outside of the background story of Yesterday’s Danger.  A more complete history of these prior games can be found in the appendix.

1.2 Game Goals
· Deconstruction: Taking a look at the strange but accepted clichés and conventions that occur in video games and really spotlight them for humour and gameplay.
· No Fourth Wall: Dirk’s remembrance of his past life has led to his total awareness that he is nothing more than a character in a video game and that he’s being controlled by a player.  This is something that he’s not too pleased with and he’s not afraid to let the player know.  He will talk directly to the player, voicing his thoughts, concerns, and objections.

· Fake Control, Not Take Control:  Although Dirk may try to force his own goals and wants from the player he will never do so in a way that takes direct control away from the player or interrupts the flow of the game.  Dirk will never stop following commands that the player inputs in the controller except for predetermined cut scenes.  An example of how he takes control would be refusing to attempt an unarmed frontal assault on a building filled with enemies but this would be part of the game.  The player’s next objective in the level would be to arm Dirk and/or find a less obtrusive way into the building.
· Old School Action: Dirk’s character is from a time when action games were all about running and gunning.  Yesterday’s Danger isn’t quite that simple but it’s definitely more Contra than Metal Gear Solid.
1.3 Conventions and Clichés

As mentioned above, one of the goals of Yesterday’s Danger is to utilize the common clichés that have developed in video games over the last thirty years.  The main purpose of using these conventions is for satire but they will also lend to the theme and flavour of the game.  The settings and enemies are based after those classics that people have come to expect (for better or for worse) in video games these days.  For instance, the first level of the game is a modern day city but the other levels grow increasingly absurd as Dirk makes his way through the sewers, a military base, a robot factory, and an alien spaceship among other locations.
Some of the humour in the game comes from Dirk’s comments and reactions to being in these situations and events.  One example would be a level which, at the start, sets itself up as being a stealth infiltration mission where Dirk would have to stick to the shadows.  Dirk isn’t one for skulking about so it won’t be long at all (essentially right at the start) before he gets fed up and decides to just flip on a light switch and plow through the level with his firepower.
Another way to use the clichés is to turn them around.  Random crates and barrels seem to populate just about any video game world and this one is no different.  The twist in Yesterday’s Danger is that some of the crates fight back.  One type of enemy in the game is the crate monster and one of Dirk’s missions is to destroy their source, the crate and barrel factory that manufactures all the boxes that seem to pop up everywhere.
2.0 Game Elements
2.1 Terminology

· Mission:  A specific series of levels taken in order.  The goal of a mission is to complete its primary objective.

· Level:  A location or area within a mission.  Progress through a level is usually achieved through completing a series of secondary objectives.

· Hub:  A level where the player can rest between missions and choose which mission to next attempt.

· Devolution:  An attack method possessed by the player that regresses enemies into forms from earlier generations of video games.  See section 4.2.1 Devolution for more details.
· Component:  A pick up that may be left behind by dead enemies.  Can be used in a combo to create power ups.  See section 2.4 Component System for details.

2.2 Mission Structure

2.2.1 Start of Game

After the initial introductions and cut scenes the game starts the player within the first mission.  This is the only mission in the game that the player must take at a specific time.

2.2.2 The Hub System

After the player completes the first mission the remaining missions are chosen via the hub system.  The hub is a level that is free of enemies where the player can rest, explore for power ups and ammo, talk to NPCs, and choose which mission to attempt next.  A hub links together tiers of missions which can be attempted in any order.  When all the missions in a tier are complete the player can move onto the next hub and a new tier of missions is available.

[image: image2.png](Missiona | | Mission's | [ Mission 6

Hub 3

Mission 7



Within a hub missions can be reached by physically traveling to them.  If a hub connects to more than one mission then each mission can be reach by its own discrete path.  For instance, if the hub is a section of a city, then one road might lead to one mission while a different road leads to another.  When Dirk reaches the area where the mission would begin he initiates a conversation with the player asking if he wants to begin the mission.  Choosing to start the mission allows the player to proceed further; otherwise Dirk backs away from the start area, allowing the player to choose how to continue.
2.2.3 Missions
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Each mission in the game is comprised of a series of levels that the player must make his way through.  At the end of the final level of a mission the player will have completed the mission’s primary objective such as locating an important item or fighting and defeating a boss character.  Each level has its own objective (such as breaking into an enemy’s headquarters) that is reached through completing secondary objectives (such as breaching the perimeter fence and taking out the guards).
2.2.4 Mission List
These are the outlines of the missions in the game describing the circumstances around their start and end points.  The locale, and any other pertinent information, of each hub is also included.  Their numbers correspond to the diagram above.
· Mission 1 – The City
· Begins the game with ninja’s kidnapping Dirk’s family and him giving chase.

· Ends after Dirk defeats a ninja leader.  He learns from the beaten foe that the ninjas are a small part in a greater plan.

· Hub 1 – Urban
· A section of the city near Dirk’s neighbourhood.
· Mission 2 – The Crate and Barrel Factory
· Dirk sets out to destroy the factory that produces all the ammo crates and explosive barrels found in the world.
· He ends the mission after infiltrating and attacking the plant.

· Mission 3 – The Sewers
· The sewers are the source of evil vermin and mutants.  Dirk decides to put and end to that.

· In the end, he challenges the mutant leader to one-on-one combat.  After killing the leader Dirk scares off the remaining mutants.

· Hub 2 – City Outskirts
· Along the edge of the city.  Dirk is ready to travel to further locations.
· Mission 4 – The Ninja Headquarters
· Ninjas are still staging attacks against him so Dirk takes the fight to their home.

· Dirk puts a final end to the ninjas.
· Mission 5 – The Military Base
· A private but fully equipped military base.  The home to enemy soldiers and commandos.

· After Dirk reaches the heart of the base he fights and destroys the commanding officer who attacks him from a helicopter.
· Mission 6 – The Robot Factory
· Another source of opponents and enemy technology that needs to be shut down.
· Dirk fights off machinery and other mechanical foes until the factory no more.

· Hub 3 – Military Base
· This is the same base as Mission 5.  Dirk has claimed it as his own after ousting its former occupants.

· Through information discovered in Missions 4 through 6, Dirk has learned that Dynamite Dan is the one behind all the attacks and that he is aboard an orbiting space station.

· The base is outfitted to launch a space shuttle.

· Mission 7 – The Space Station
· Dirk docks his shuttle to the space station and boards it on the hunt for Dan.

· Parts of this mission take place in low gravity environments.

· An alien ship docks at the station and Dan escapes onto it before Dirk can reach him.  Dirk manages to stow away in the alien craft before it takes off.

· Hub 4 – Cargo Hold
· A relatively small storage hold where Dirk hides upon infiltrating the alien ship.

· Mission 8 – The Alien Ship
· Dirk fights his way through the alien crew of the ship in an effort to reach Dan who is collaborating with the extraterrestrial leaders.
· Before Dirk can get to Dan, his battles aboard the ship damage it so severely that it crashes in the aliens’ home planet
· Hub 5 – Alien Village
· Dirk manages to survive the crash and is rescued by a tribe of the aliens living on the planet.  He learns that Dan also survived and that the aliens working with him run an oppressive dictatorial regime.  The aliens in the village are trying to lead a revolt.
· Mission 9 – The Alien World
· Once again, Dirk goes on the hunt after Dan across the alien wilderness and into the cities.

· In the end Dirk defeats first the alien leader and then Dan.  The aliens are free, Dirk’s family is rescued, and the game is over.

2.3 Save System

2.3.1 Saving

The player is limited to saving his progress only at certain points within the game.  At the end of each completed level Dirk asks the player if he would like to save the game and the player may choose Yes or No.  Additionally, within every hub there is a save point that, when approached, also triggers Dirk to ask the player if he would like to save.  There is a maximum limit of ten different saved games.
2.3.2 Check Points

Throughout every level the player will reach a number of check points.  Entering a check point will temporarily save the player’s game so that, should Dirk die and the player has not reached another check point or save point, the player can choose to restart from the last check point.  Check points are no longer saved once the player restarts or reloads the game.
2.3.3 Loading

Loading can be done at any time, both before the game starts and from within the pause menu.  The player can choose to load a saved game or, if applicable, the last check point.  The player is also given the option to load a saved game or check point whenever Dirk dies.  Aside from the manual loading, the player can choose ‘Continue’ when starting up the game to automatically load the last saved game.
2.4 Component System

When enemies die they sometimes leave behind fragments of their code that Dirk can pick up and make use of.  These fragments are known as components and can be combined together to create custom power ups.  There are four different types of components (alpha, beta, gamma, and delta) and each power up is comprised of a four part combination of components.  The order in which the components are combined is important as αααβ is different from ααβα.  This allows for a possible 256 different combinations.

Obviously there won’t be 256 different possible power ups available (40 – 50 at the most) but it allows the player to try out and discover the different successful combinations.  Some of the power ups are your standard fare: extra ammo for the individual weapons currently in Dirk’s inventory, healing, temporary speed bursts, temporary armour, and the like.  Other power ups are more unique to the game.  Among other effects, Dirk can spawn one of the enemy characters only this one protects him and fights other opponents, he can create a duplicate of himself that can’t attack but it follows him around and draws enemy fire, and he can rewind back time four seconds.  Dirk’s awakening and awareness at the beginning of the story has really tapped his mind into the fabric of the game and this allows him to call upon a wide array of effects.  None of his abilities are godlike in a game breaking way; the most powerful abilities are limited in duration and require the harder to find components to build their combo.
As already mentioned, the relative availability of the components is an important factor.  First of all, only one out of every fifteen or so enemies should leave behind a component when they die.  Of those components alpha is the most common, followed by beta, then gamma, and finally delta.  Additionally, gamma and delta are even rarer at the beginning of the game and made more common as the game progresses.  This allows a level of game balance to be introduced in that the more powerful combos can be made to include the rarer gamma and delta components.
The in game combination of components is done through an interface that can be called up at a push of a button:
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By holding down the component build button (R1 by default on a Playstation style controller; see section 2.6 Controls) the action in the game will freeze and the build overlay is displayed on the screen.  The overlay shows the different components and the number in Dirk’s inventory at the time.  The player slides the cursor (using the same controls that move Dirk in game) along the two axes of the crosshairs.  Each time the cursor reaches a component type that the player has at least one of, it is added to the combo in progress.  When the combo in progress is filled, and the component build button is released, the power up represented by the combo immediately comes into affect.  There is no ‘undo’ button if the wrong component is chosen, and components are wasted if the component build button is released while a combo in progress is only partially complete.  This is to encourage trying out and discovering new combos instead of ‘backspacing’ if a mistake is made so as to use the same combos repeatedly.
2.5 Combat

2.5.1 Overview

This is definitely one of the core aspects of the game.  Dirk’s fictional lineage comes from games that resembled Contra and, later, Doom.  These games were based around fast and furious combat systems that were all about sending the bullets flying.  This is carried over into Yesterday’s Danger.

The game is primarily played with a third person, over the shoulder viewpoint.  In order to assist in aiming, a targeting reticle is present on the screen (this can be disabled in the Options menu).  For times when precision shots are required, the player can toggle a first person view on and off.
2.5.2 Level Design Concerns

There aren’t many important design decisions within the combat system so much as there are level design guidelines.  One is that the player will not often be wanting for ammo.  While he might not have the ammunition for the weapon he would prefer to use, there will be enough ammo pickups in the world for the player to seek out in order to keep at least one gun or another loaded.  Any ‘player preferred’ ammo can be created through the component system should the player desire it that much.

Another concern is the spaces within the level.  The areas designed for combat encounters need to be easy to navigate.  Any ‘clutter’, such as boxes or other items designed to provide cover, will be small enough to quickly and easily walk or jump around, or they will be large enough that they are obviously too big to jump around.  Basically, as a general rule, Dirk’s freedom of movement will be relatively unhindered through most of the game.  The exception is, of course, be those few areas where the specific design intent is to be more restricted.
2.6 Controls

The following are the actions that Dirk can take throughout the game:

· Walk/Run

· Attack

· Equip/Change Weapons

· Reload

· Devolution Attack

· Jump

· Use Item

· Combine Items

· Change Equipped Item

· Use/Interact with Environment

2.6.1 Default Controller Layout

An example of the default controller layout based on the Sony Sixaxis controller for the Playstation 3.

	Left Stick
	Move Character
	L1
	Hold for First Person View

	Right Stick
	Move Camera
	L2
	Devolution Attack

	D-Pad Up/Down
	Change Item
	R1
	Hold for Component Build Overlay

	D-Pad Left/Right
	Change Weapon
	R2
	Attack

	Triangle
	Reload
	Start
	Pause

	Circle
	Use/Interact with Environment

	X
	Jump

	Square
	Use Item
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2.7 Physics

The physics engine of the game is be able to handle rag doll effects and related object physics.  For Yesterday’s Danger, this is the most crucial aspect because, for the full effect during combat, bodies need to be able get tossed about by the attacks and explosions and objects must act properly when collided with.  The other key feature is a good variable gravity effect for the missions that take place aboard spaceships.  It should be set up to allow a real time change of the gravity in the area that affects both characters, weapons, and other objects.

3.0 Game Characters

3.1 Overview

The player controls the character of Dirk Danger while the enemies are mostly a variety of generic soldiers, ninjas, robots, and other troopers.  These are all characters from, or based on, the previous games starring Dirk (see section 6.0 Appendix A for details).
3.2 Dirk Danger
Dirk is the main character of the game and the one controlled by the player.  He’s a former soldier/hero who has seen it all, forgotten everything, and now he remembers once again but can now see the absurdity of it all.  The player’s control over him is something that he resents as, now that he’s aware of it, he would obviously prefer to have his own free will.  He does however tolerate the player well enough since his family is in danger and he knows that they’ll need to work together to get through the game.
At points throughout the game Dirk will try and take control away from the player, or at least try to get him to achieve his own goals and objectives.  These occurrences will never take direct control away from the player but will be presented as cut scenes, scripted sequences, or they will be worked into the gameplay itself.  Those that are worked into the gameplay will generally be presented to the player as new secondary objectives that have to be completed before proceeding further.
3.2.1 Statistics

Dirk’s statistics at the start of the game are used as the baseline to which all other characters are compared; as such, they are rather generic in terms of numerical value.  Dirk’s attack and damage statistics are determined by the weapon he is currently equipped with.  See section 4.0 Weapons.  Through the collecting of HP Maximizers, Dirk can increase his total hit points to 300.  See section 5.3.2 HP Maximizers.
	Hit Points
	Speed
	Jump Height

	100
	100
	100


3.3 Enemies

3.3.1 Dynamite Dan

The chief antagonist and final boss of the game.  Back in the day, Dan was the character that the second player controlled in the older games staring Dirk Danger.  He didn’t have much of an established personality and looked more or less like a palette swapped version of Dirk.  While Dirk’s retirement from games dulled his memories, Dan’s retirement saw him go insane.  He festered a hatred for Dirk’s time in the spotlight and their comparative popularity.  During the intervening years Dan plotted his revenge and gathered together the other enemies that appear in the game.
Whereas Dirk developed devolution powers, Dan acquired an opposite power.  From the raw pixels and polygons that populate every level, Dan is able to form and grow any of the other enemy types.  This ability takes one second for every ten HP of the enemy he tries to create.  On top of this natural power, Dan is armed with a rocket launcher and a minigun.  He is also unaffected by Dirk’s devolution power.
3.3.2 Ninjas

Standard stealthy assassins clad in black pajamas.  Unfortunately (for them) they suffer from the Law of Inverse Ninjas.  The more enemies there are, the weaker each one is.  While the game doesn’t follow that law to the letter, they do tend to attack in packs and each ninja is relatively weak.  Later on the player encounters a stronger variety of ninja, the elite.  Ninjas are primarily encountered in the beginning of the game, up until the player completes The Ninja Headquarters mission.  A few stragglers can be found in the later levels but their numbers will have dramatically decreased.
3.3.3 Crate Monsters
With the abundance of random crates and barrels that populate video game worlds, it’s only natural that some of them would end up mutating into fearsome monsters.  Tired of being smashed open for the pickups that are inexplicably inside of them, the crates are fighting back.  They look like ordinary crates until Dirk gets close or shoots at them, then they reveal their true nature.  Looking something like Pac-Man would if he was a cube and had jagged teeth, the crates sort of hop in pursuit of their prey, trying to take a bite out of them.  The monsters are most commonly found in The Sewers and The Crate and Barrel Factory missions but also appear in any area with a large number of crates.
3.3.4 Rat Swarms

A swarm of ten to twenty normal sized rats that is treated as a single enemy.  As the swarm loses HP the number of rats in the swarm diminishes.  The swarm’s primary attack is to crawl upon Dirk at bite him.  Once they get close enough to do so only the crowbar can hit them.  Statistics are variable based upon the number of rats currently in the swarm.
3.3.5 Rats

These mutated rats that have grown to be the size of dogs.  Unlike the rat swarm, these rats are individual characters.  They attack with a bite and are often accompanied by rat swarms.

3.3.6 Mutants

Mutants are large, deformed, humanoid brutes.  They are very aggressive but are not bright so they only engage in the simplest of tactics.  The weapons they use are any sort of blunt instrument that they could find in the sewers such as pipes, boards, clubs, etc.  Despite cosmetic differences, all their weapons have the same statistics.

3.3.7 Gang Members

Gang bangin’, colour wearin’, urban thugs.  Each one may be equipped with a number of different weapons (see chart below) but can only use one at a time.  They are found in all the missions before The Space Station but are more common early on.
3.3.8 Soldiers & Commandos

Members of Dan’s private army.  The soldiers make up the rank and file while the commandos are tougher and better equipped.  Soldiers are found sporadically up until The Military Base level where they make up the majority of the opponents.  Commandos are first found at The Military Base.  Both can also be found in smaller numbers in the later levels.
3.3.9 Robots
Mass produced artificial soldiers.  Each one of them self destructs when dead, producing an explosion similar to a weaker version of the rocket launcher weapon (see section 4.2.6).  They are equipped with either an assault rifle or a minigun.
3.3.10 Aliens
Known as the Zentrex, these aliens come from a war-like culture ruled by a dictatorial regime.  Their extreme obedience is demonstrated in the waves of grunts that will charge in for melee combat, gladly sacrificing themselves while their comrades follow up by shooting from a distance.  The have the most advanced technology in the game world and those with ranged weapons are equipped with either a laser pistol or laser cannon.
	
	Hit Points
	DPs
	Speed
	Jump Height
	Attack
	Damage / Hit

	Ninja Mook
	20
	40
	100
	120
	Hand to Hand
	5 HP

	Ninja Elite
	40
	60
	120
	130
	Hand to Hand
	7 HP

	
	
	
	
	
	Shuriken
	7 HP

	Crate Monster
	30
	40
	65
	20
	Bite
	8 HP

	Rat Swarm
	10 / rat
	30
	75
	20
	Bite
	1 HP / rat

	Rat
	30
	40
	80
	30
	Bite
	6 HP

	Mutant
	90
	50
	65
	60
	Pipe/Club/
etc
	10 HP

	Gang Member
	30
	50
	100
	90
	Hand to Hand
	5 HP

	
	
	
	
	
	Pistol
	7 HP

	
	
	
	
	
	Assault Rifle
	10 HP

	
	
	
	
	
	Shotgun
	1 – 20 HP

	Soldier
	65
	100
	100
	100
	Hand to Hand
	7 HP

	
	
	
	
	
	Assault Rifle
	13 HP

	Commando
	85
	130
	110
	110
	Hand to Hand
	7 HP

	
	
	
	
	
	Assault Rifle
	13 HP

	
	
	
	
	
	Rocket Launcher
	40 HP + splash

	Robot
	120
	120
	80
	50
	Assault Rifle
	13 HP

	
	
	
	
	
	Minigun
	8 HP

	
	
	
	
	
	Self Destruct
	20 HP + splash

	Alien
	150
	140
	100
	100
	Hand to Hand
	10 HP

	
	
	
	
	
	Laser Pistol
	3 HP

	
	
	
	
	
	Laser Cannon
	15 HP / sec

	Dynamite Dan
	300
	n/a
	120
	100
	Rocket Launcher
	50 HP + splash

	
	
	
	
	
	Minigun
	8 HP

	
	
	
	
	
	Create Minion
	n/a


4.0 Weapons

4.1 Overview

This is what it’s all about, bullets and big explosions everywhere.  There is no limit to the number of weapons that Dirk can carry around at once and ammo is limited by individual type (see the weapon chart below).
Here is a guide to the weapon statistics given below:

Damage:  
- number of HP lost per hit (sometimes given as HP lost per second hit)

Rate of Attack:  
- time between successive shots/attacks; rated as Very Slow, Slow, Medium, Fast, Very Fast, or Continuous
Range:

- distance for most effective use of the weapon
Ammo/Clip:
- number of shots than can be fired before the need to reload
Max Ammo:
- maximum amount of ammo that can be carried (does not include any already loaded in the weapon)
Ammo Type:
- type of ammo pickup used to reload the weapon
4.2 Weapon Types
4.2.1 Devolution

The most unique ‘weapon’ in Dirk’s arsenal is his ability to tap into the fabric of the game and use it to affect his enemies.  He is able to focus this effect through his hands, emitting a blast that scorches through the air.  When it hits an enemy it doesn’t drain Hit Points but instead drains a separate, secondary health pool known as Development Points (DPs).  As a character’s DPs drain, it ‘devolves’ through various periods in video game history.  All characters experience six different stages before they are reduced to a single pixel and are, for all intents and purposes, dead.
Current Generation:  This is where all characters start when they are at full DPs.  The character has its full statistics and abilities and the weakened attributes of the lower DP levels are proportionally based on these.
Reduced Poly Count:  A character is devolved to this level when at 61%-80% of its DPs.  The appearance of the character is reduced to a lower poly count model, similar to those made for games on the Nintendo 64, the Xbox, and the PS1.  The chief gameplay difference is that all the abilities of the character are marginally reduced.  Their attacks do a little less damage and are slightly less accurate, they move slower, etc. 
Animated Sprite:  A character is devolved to this level when at 41%-60% of its DPs.  They are two dimensional sprites projected into a three dimensional world in a manner similar to early first-person shooters.  They can no longer move in all analogue directions but are limited to the four cardinal points of the compass.  Their speed is severely reduced. 
Simple Sprite:  A character is devolved to this level when at 21%-40% of its DPs.  It becomes simple sprite with a vastly reduced colour palette and simple animations.  The character actually appears as a two dimensional sprite with ‘thickness’, as if the sprite was extruded along its third dimension.  These characters can still move in the four cardinal directions but spend most of their time limited to traveling along a single axis.  If they possessed multiple forms of attack, they are limited to using only one.

Blocky Sprite:  A character is devolved to this level when at 1%-20% of its DPs.  The character resembles those of the previous level except that they are simpler and generally composed of only a single colour, two at the most.  They are limited to walking back and forth along a single axis based on the direction they were facing when they reached this state.

Single Pixel:  A character is devolved to this level when depleted of DPs.  The character is reduced to a single monocoloured cube.  This state is equivalent to death.  The cube doesn’t have any abilities and, within a few seconds, it will automatically dissolve into its basic code and blow away in the wind.

	DP Level
	Appearance
	% Max HP
	% Speed
	Movement
	% Jump Height
	% Damage

	81-100%
	Current Gen
	100
	100
	Normal
	100
	100

	61-80%
	Low Poly
	80
	90
	Normal
	90
	90

	41-60%
	Detailed Sprite
	60
	70
	Cardinal Directions
	80
	80

	21-40%
	Simple Sprite
	40
	40
	Cardinal Directions
	70
	65

	1-20%
	Blocky Sprite
	20
	20
	Single Axis
	40
	50

	0%
	Single Pixel
	n/a
	n/a
	n/a
	n/a
	n/a


	DP Level
	Attack Restrictions
	Other Notes

	81-100%
	None
	

	61-80%
	None
	

	41-60%
	None
	

	21-40%
	Limited to one attack
	

	1-20%
	Limited to one attack
	

	0%
	n/a
	Dead


4.2.2 Crowbar

The ubiquitous metal pry bar that as handy for fighting off enemies as it is for opening boxes.  This is the first weapon that Dirk is equipped with.  He picks it up in the opening cut scene and is wielding it when the player first takes control of the character.
4.2.3 Pistol

A basic ranged combat weapon with semi-automatic fire.  It is acquired by Dirk within the first level of the game.  Later on he can pick up a second pistol and they can be dual wielded or used separately.  These are Dirk’s main weapons for the beginning section of the game but later become backup weapons after finding the assault rifle.
4.2.4 Shotgun

A single-barreled, pump-action combat shotgun.  It’s deadly up close but its ability to cause damage quickly drops as the distance increases.  Each attack causes a cone of fire that can engulf more than one enemy.  When completely empty this gun has one of the longer reload times in the game.
4.2.5 Assault Rifle
A fully automatic, military grade weapon.  It has a good rate of fire and damage ratings.  Though best suited to longer rangers, it’s still effective up close as well.  It will first become available at the first hub.  After its inclusion in Dirk’s inventory the assault rifle will become Dirk’s multipurpose ‘go-to’ weapon.  As such, there is enough rifle ammo placed in the levels so that the rifle does not often run out.
4.2.6 Rocket Launcher
The rocket launcher is double-barreled but, after firing the first shot, it takes time to prime the second rocket.  This leads to a slow rate of fire.  When the rocket is fired, whatever is at the impact point is going to take maximum damage while those nearby the blast will take splash damage based on their distance.  Additionally, anyone near the explosion will be sent flying through the air in a manner appropriate to their weight.
There is a secondary firing mode while in first person view.  The player is looking down the targeting reticle and the homing system activates.  If the player is able to hold the reticle over a target for three seconds while holding down the attack button, then the rocket locks on and will try to reach the target as best as it can when fired.  Letting go of the attack button in this state fires the rocket; letting go of the first person view button returns to normal view without firing a rocket.

The rocket launcher can first be found about halfway through the game, at the military base.

4.2.7 Minigun

Your everyday (in video games at least) multi-barreled Gatling gun is first located in the robot factory.  Although its bullets are smaller than the assault rifle’s, and therefore cause less damage, it has an incredibly high rate of fire so it is ideal for attacking hoards of enemies.  Whenever anyone fires the gun they suffer from a reduced movement rate.
4.2.8 Laser Pistol

These pistols are alien technology that Dirk first encounters aboard the space station.  Their shots are relatively weak but fire extremely quickly.  No ammo pick ups are required as the energy cells automatically recharge.  Ignores armour.
4.2.9 Laser Cannon

Extraterrestrial technology found within the alien ship and alien world.  Similar to the laser pistols but much bigger so it requires external power cells in order to reload.  Fires a continuous beam of energy ideally suited to cutting large swathes ahead of its wielder.  Ignores armour.
4.2.10 Weapon Stats Table

	
	Damage
	Rate of Attack
	Range
	Ammo/Clip
	Max Ammo
	Ammo Type

	Devolution
	4 DP/sec
	Continuous
	Medium
	10 /sec
	100
	Recharges 5 DP/sec

	Crowbar
	3 HP
	Slow
	Melee
	n/a
	n/a
	n/a

	Pistol
	7 HP
	Medium
	Close - Medium
	16
	96
	Pistol Clips

	Dual Pistols
	7 HP
	Fast
	Close - Medium
	32
	96
	Pistol Clips

	Shotgun
	1 – 50 HP
	Medium
	Close
	8
	64
	Shells

	Assault Rifle
	13 HP
	Fast
	Medium - Long
	30
	150
	Rifle Clips

	Rocket Launcher
	50 HP + splash
	Slow
	Long
	2
	8
	Rockets

	Minigun
	8 HP
	Very Fast
	Medium - Long
	100
	600
	Bullet Belt

	Laser Pistol
	3 HP
	Very Fast
	Close - Medium
	100
	100
	Recharges 2/sec

	Laser Cannon
	15 HP/sec
	Continuous
	Medium
	60
	180
	Power Cells


5.0 Items
5.1 Ammunition
Ammunition can be found in the game world either out in the open or hidden within objects such as crates.  Additionally, enemies sometimes leave behind the ammunition of the weapon they were using when they died.  Ammo for specific weapons will not be available in any missions before the one that introduces the weapon.  For example, there will not be any rocket launcher ammo found or dropped before Hub 2 as the rocket launcher is first presented in Mission 5, The Military Base.

Each type of ammo pick up provides one clip’s worth of ammunition for its weapon.  See the weapon chart in Section 4.2.10 for details.
5.2 Armour

When armour is picked up it automatically adds to Dirk’s Armour Points (AP).  If someone wearing armour is attacked then the damage is subtracted from their AP.  Once the AP is drained to zero then damage is subtracted from HP as normal.  The exception to this rule pertains to the two laser weapons; they ignore armour and always subtract from HP.

Armour pick ups are available in three amounts: 5 AP, 20 AP, and 50 AP.  The maximum AP that can be worn at once is 100.
5.3 Health

5.3.1 Health Packs

Assorted sizes of medical kits that heal Dirk’s lost HP.  These are found in 5 HP, 20 HP, and 50 HP varieties.  The hit points are gained immediately and cannot heal past Dirk’s maximum HP level.

5.3.2  HP Maximizers

Instead of healing lost HP, these pick ups increase Dirk’s maximum HP.  They are found hidden throughout the game in 1 HP and 5 HP sizes.  By collecting enough of these, Dirk’s maximum HP can be increased up to 300 HP.  HP Maximizers cannot be created via the component system.

6.0 Appendix A: Background Story

Dirk Danger has had an illustrious, albeit completely fictional, career as a video game action hero.  His debut was in the 1981 arcade game Robosmash.  This game was simple by today’s standards with only a joystick and a single button.  The repetitive gameplay had Dirk shooting up all the rampaging robots on the screen.  They would then respawn for the next level and come at Dirk slightly faster.  As may be expected, there was no character development in the game.  In fact, Dirk was only ever referred to as ‘the human’.  The next year Dirk and his robot enemies appeared in a new game.  This one was a top-down driving/shooting game in which Dirk was on a motorcycle and he attacked the evil robots and their vehicles.  This is the game that gave Dirk his name as it was titled Dirk Danger.  These two games were ported to the pre-8-bit home consoles but these ports were generally regarded as poor versions of the originals.


Then came the video game crash of the early 1980s and Dirk wasn’t heard from for a while.  He eventually came back in 1987 in the arcade game Assault Corps and its successful port to the 8-bit consoles.  This was a side-scrolling fighting and shooting game that had Dirk as an elite commando fighting against opposing military forces.  It was notable for helping to define Dirk’s physical appearance as well as introducing his friend and fellow commando, controlled by the second player, Dynamite Dan.  Two years later came a sequel that was only available on the consoles.  It featured similar gameplay but with different levels and a wider variety of enemies.


Dirk made the leap to the 16-bit consoles in 1992.  It was similar in concept to the 8-bit games but played from an isometric point of view.  A sequel was released the next year but it was widely considered inferior to the previous game.  It was believed that this occurred because most of the design team from the previous few games had left and those that remained focused their attentions on the upcoming games for the new generation of consoles that was around the corner.


When the 32- and 64-bit gaming machines ushered in the fifth generation of consoles in the early to mid 1990s, the creators of Dirk had signed a contract with one of the manufacturers to produce an exclusive launch game.  Dirk Returns came out in 1994 and the franchise’s popularity was enough to drive the sales of many consoles.  Unfortunately, the console was one of the systems of this era that didn’t sell as well as was hoped and it didn’t survive more than a couple of years before being taken off of the market.  In late 1996, one of the final games released for the console was Dirk Danger 3D.  A 2.5D, sprite-based first person shooter.  It didn’t sell very well, as the console was almost dead by this point, but it was ported to the PC and was a minor success.  This became the last Dirk Danger game to be made and the series faded from the public eye and into the realm of video game trivia and obscurity.


With his video game adventures behind him, Dirk finally had a chance to live a normal life.  He no longer had to worry about malfunctioning robot attacks or spontaneous alien invasions.  His life was peaceful and he even found time to get married and have children.  In time, his memories of his previous life began to fade.  He remembered that he was a soldier and a hero but forgot about the more fantastical moments of his career; the robots, the adventures in space, the random ninja attacks, and the other elements that you don’t find in ‘real life’.  Most importantly, he forgot that he was nothing more than a character in a series of video games.
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