Yesterday’s Danger

Introduction

Dirk Danger was a hero.  He fought off gangs and terrorists, battled ancient monsters, and even traveled in space to take on intergalactic threats.  How did one man manage to accomplish so much?  Dirk was a video game character, a damn good one.  Eventually sis adventures became faded memories while he was content with a simple, family life.  However Dirk’s family has be kidnapped so you take control of him once again but this time he’s not going to be so happy about that.
Overview
Yesterday’s Danger is a third person, single player, action adventure game.  Much of Yesterday’s Danger’s gameplay comes from a satirical look at video game conventions as well as Dirk’s realization that he is just a character and his resentment at being controlled by the player.  He’ll talk to the player and occasionally refuse to take certain actions (such as entering an enemy’s headquarters unarmed or unarmoured) though this method is used to guide the flow and story of the game rather than hinder it.

In addition to standard weapons (guns, etc), you are able to use Dirk’s awareness to devolve enemies, reducing them and their abilities from 3d models to sprites to pixel characters from the earliest days of video games.  Sometimes dead enemies leave behind small pieces of code which can be collected and combined to create custom power ups.
Key Features

· Devolution:  unique ability to devolve opponents into states from past generations of games
· Deconstruction:  settings, situations, and characters take a satirical look at the clichés ,conventions, and history of video games
· Choose Your Path:  take on the missions in the order you wish, based on a series of hubs

· Build Your Own Power Ups:  collect components and assemble them into combos to instantly obtain the power up of your choice

