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Version History

1.0.0 - Initial draft for Timebox 1.
1.0.1 - Decided on turns by player rather than one unit going at a time. Turn Based and    Units sections have been changed accordingly (speed was removed from unit descriptions). Turn Based now called turns.

1.0.2 - Changed the game concept to not limit to just the breakfast table.

1.0.3 - Added Health to the unit descriptions and table.
1.0.4 - Changed Movement Speed in unit descriptions to Move Speed for conciseness. Capitalized a few words to be uniform.
1.0.5 - Edited the Game Modes section to go into more detail.

1.0.6 - Went into more depth on how multiplayer mode would work. Noted that the game only supports multiplayer mode.
1.1.0 - Changed versioning numbers to better show when major changes occurred

1.1.1 - Denoted that Becca Vallera is doing the modeling in the Art section.
1.1.2 - Height added to the game board. Map section added to Game Mechanics.

1.1.3 - Units now have a jump value, making it so they cannot go up and down infinite heights.
1.2.0 - Added a state diagram for the states that the game can assume.

1.2.1 - Edited the Single Player section and fleshed out Artificial Intelligence section. Game can now be played in Single Player.
1.2.2 - Removed the Physics section as we have not found a feasible way to add physics given the time constraints.

1.2.3 - Added Keyboard and Mouse control sections to Control. Removed the input section.
1.2.4 – Went more in depth on Sound.

1.2.5 -  Movements can now be canceled and the player can no longer click on a red square to move and attack. Added a Control section in Game Mechanics to reflect this as well as go into more detail on how to use a unit.

1.3.0 - Updated the state diagram to mirror the updates to the game states. Attempted to show the overlay abilities.

1.3.1 - The size of the map is no longer a preset 40x40.

1.3.2 - Added a camera section to Control and Heads Up Display section to Game Mechanics
1.4.0 - Console added

1.4.1 - Maps now read in from .lvl file.
1.4.2 - Added Timebox 4 goals
2.0.0 - Final edits for Timebox 3

2.0.1 - Added Xbox controls to control section

2.0.2 - Combined the control schemes into on table

2.1.0 - Removed bacon from the unit list as we will not have time to include it

2.1.1 - Modified the art section to give Ross Wang credit and made mention of the background.

2.1.2 - Edited the Attack section to give a better idea of how abilities can be used.

2.2.0 - Separated abilities from the Attack section, created a table that gives more in depth descriptions of each unit's abilities, both passive and active.

2.2.1 - Edited Attack and Abilities section a bit more. Went more in depth about Unit Placement in the HUD section.

2.2.2 - Minor edits throughout.

3.0.0 - Updated general information on the completed game. Added the new state Diagram. Expanded several areas.
Game Overview
Game Concept

Breakfast Battle is a turn based 3D strategy RPG in which two groups of breakfast foods battle for control of the kitchen.
3D Environment

Many games have been made in this genre, but few are fully 3D. Games like Final Fantasy Tactics, Fire Emblem, and Disgaea 3 use 2.5D, or 2D sprites on a 3D map. By adding a full 3D model instead of sprites we are avoiding awkward transitions as the map rotates as well as a much fuller experience.

Environments in this kind of game are typically grid based (Phantom Brave being one of the few exceptions). We will follow the example set before us by creating a grid based map system.
Game Mechanics

Gameplay


There are two players in each game, the player and the computer or another player (possibly yourself!). Each side has its own set of units. The unit types will be pre-determined by the map, but their locations can be chosen by the player. The goal of each game is to eliminate all enemy forces. If this game were going to be continued scenarios such as survival, escort, or capturing a certain location could be implemented.
Turns

During the battle each opposing force will take turns moving and attacking with its units. Each player can only move his units during his turn. The turn will automatically end when all of the player's units have acted, or the player chooses to end his turn. To end your turn without using all of your units, press the space button. Each team has distinct music that plays during its turn.
Map

The map on which the two teams will be fighting is represented by a grid, with only one unit allowed per grid space. Each space has a height, which currently gives no advantages or disadvantages other than limiting movement as not all units can jump up as high as others.

The map is loaded in from a .lvl file found with the .exe that runs the game. This file contains the size of the map, the heights of the grid locations, the start zones for each team, and the number and type of units each team will use on that map. The number of units to be placed cannot be greater than the number of squares designated for a team's unit placement and a grid location can only have one team placement assigned to it at any time.  The player's units are placed manually by the player or with an auto place algorithm developed for the AI team.
Heads Up Display


During the game there is a Heads Up Display (HUD) that will show information about the game. This is displayed at the bottom of the screen.
Unit Placement


When in the unit placement phase of the game the HUD displays information about placing units. On the far left there is a button labeled “Auto Place” which allows you to place your units automatically. Information about the number of units that can still be placed, as well as the number of each specific unit that are still able to be placed will be displayed. A player can change what type of unit is being placed by clicking on that unit’s portrait.
In Game


When fighting the HUD displays information about the selected unit  such as attack power, defense, attack range, health and ability points.   It also displays information about the abilities that the highlighted unit can use. The name of the highlighted unit will show you if it is friendly or hostile through the border around the unit’s portrait. The HUD will only be shown when a unit is highlighted to give the player a better view of the playing field. 
Control
Camera

The camera is positioned above the map, giving the player a better view. The camera can be moved using wasd and the arrow keys. The camera cannot look at a location that is not on the map, which constrains its view to inside the map. The camera can be rotated in 90 degree increments by pressing Q and E. The light source stays in the same location, regardless of camera rotation.
Unit Selection


To select a unit move the mouse over the unit's grid square and click it. You can also move your selection with the keyboard keys or an Xbox controller. When selected the unit will display its movement and attack ranges.
Movement


To move the selected unit move the mouse over one of the blue grid locations and click that location. This will move the unit to that square. To cancel a move click on the cancel button on the menu that is displayed after the unit has moved. Each unit can only move once a turn.
Attacking


To attack an enemy unit the enemy must be on a red square when the unit is first selected. If the enemy is not on a red square then it is out of the selected unit's range. After moving (or staying in place), select attack from the menu and click on a red square containing an enemy and the selected unit will attack it. Each unit has a plain attack, along with an ability.
Abilities

An ability can be used instead of attacking if the unit is able to perform the ability. A single unit cannot both attack and use its ability in one turn. After a unit has moved it will be presented with the option to use its ability if it can perform it. Each ability takes up a certain number of Ability Points (AP) and can have other requirements that need to be met before the ability can be performed.


Every unit has a passive ability that takes no AP and is always active.

	Unit
	Active Ability
	Description
	Passive Ability
	Description

	Sausage
	Backstab

(40 AP)
	Deals double damage from behind
	Greasy Visage
	10% Chance to dodge incoming attacks

	Toast
	Charge

(40 AP)
	Hurl at the enemy with blazing speed (range of 4)
	Buttery Presence
	Increases the health of allies within 3 squares distance by 5

	Muffin
	Chocolate Rain
(80 AP)
	Hits target enemy and any enemy within 2 squares of the target
	Range Boost
	Gains 1 attack range for every 2 height 

	Egg
	Hard Boiled
(50 AP)
	Increases defense by 6 and reflects 50% of incoming damage for a turn
	Shell Formation
	Allies behind the egg gain 3 defence

	Orange Slice
	Soothing Citrus
(15 AP)
	Heal a friendly unit for 15 health
	Tooty Fruitiness
	Adjacent allies heal 2 health at the start of your turn


Default Controls

	Keyboard
	Gamepad
	Mouse
	Effect

	Escape
	Start
	
	Pause

	Enter
	A
	Left Button
	Continue/Select

	Backspace
	B
	Right Button
	Cancel/Previous

	Tab
	X
	
	

	V
	Y
	
	Toggle Health Bars

	Z
	Left Trigger
	Scroll Wheel Down
	Zoom Out

	X
	Right Trigger
	Scroll Wheel Up
	Zoom In

	Q
	Left Bumper
	
	Rotate Camera

	E
	Right Bumper
	
	Rotate Camera

	Arrow Keys
	D-Pad, Left Stick
	Cursor
	Navigate menu/game

	W A S D
	Right Stick
	Screen Edges
	Pan Camera


Console

Breakfast Battle comes with an in-game console that can be accessed by pressing the tilde key(~). While this console is up the only thing that can be accessed is the console, menu items cannot be selected, nor can units be moved, etc. The console itself is used for debug purposes and would not be implemented in the release of the game if it were ever to be released. Within the console are a variety of commands that are parsed using IronPython. See below for a sample of commands that can be performed.

	Command
	Description

	game.Exit()
	Exit the game

	game.toggleDebug()
	Toggle debug mode on and off

	game.audioPlayer.SetVolume("Music", 0.0)
	Turns off the music. Any audioPlayer command can be done through the console.

	game.debug.changeMoveSpeed(int)
	Changes the movespeed of units. Lower numbers are faster movespeeds. Default is 20.


Game Modes
Elimination


To take control of the kitchen all opposing forces must be destroyed! Eliminate all enemy forces to win in this game mode. This is currently the only working mode in the game.
Survival


Your forces are outnumbered and backed into a corner. Fend off the enemy for the specified number of turns while waiting reinforcements. Have at least one unit alive when the turn counter hits zero to win in this game mode.
Escort


Your general is wounded/an ally has secret knowledge/something else that makes this unit special and you're in enemy territory. Escort this unit to safety at all costs! Get the specified unit to the specified location (set of squares) to win in this game mode. 
Number of Players


The number of players is chosen after Start Game is selected on the main menu. Choose how many human players you have and the game will begin.
One Player


In one player mode the player is playing against the computer. The difficulty of the computer will be selected in the options menu. The different difficulties will be covered in the Artificial Intelligence section.
Two Player

This mode would allow the second team to be played by another player. The control scheme for both players is the same, so multiple players will have to share a mouse and keyboard. Otherwise two xbox controllers can be used, or an xbox controller and keyboard.
Units
Unit Description


Each unit has 6 different characteristics: Health, Defense, Attack, Movement Speed, Range, and Jump. These characteristics, excluding jump, are displayed in the heads up display.
Health


- The health of the unit. When this value goes to 0 the unit dies. This can be shown as a bar above each unit.
Defense 

- The unit’s resistance to damage
Attack


- How much damage a unit deals with an attack
Move Speed


- How far the unit can move in a turn
Range


- How far the unit can attack


- Melee – 1 square orthogonally

- Melee+ – 2 squares orthogonally, 1 square diagonally

- Ranged – 3+ squares orthogonally, 2+ squares diagonally
Jump

- The number of squares a unit can travel vertically upwards. When falling the unit can only drop twice the height it can jump.
Unit List
	Unit Name
	Health
	Attack
	Defense
	Move Speed
	Range
	Jump
	Comments

	Egg
	High
	Low
	High
	Med
	Melee
	Med
	Defensive 

	Sausage
	Low
	Low
	Low
	High
	Melee
	High
	Fast Offensive

	Toast
	High
	High
	High
	Low
	Melee+
	Low
	Slow Offensive

	Muffin
	Low
	High
	Low
	Low
	Ranged
	Low
	Ranged Caster

	Orange Slice
	Med
	Low
	Low
	Med
	Ranged
	Low
	Healer


Art
Models


Breakfast Battle is designed to have a cartoon-ish look and feel. Original unit sketches were done by Kevin Brohaugh. Becca Vallera created the unit models using Maya. Ross Wang supplied models of environment obstacles like plates.
Environment


The battles will be taking place on tables, counters, and other kitchen locations. We will do our best to make these match the look and feel of the models, so neither seems out of place. Simple environments will most likely be used in an attempt to be able to focus on gameplay. The background of every level is a kitchen to help create the feel that the player is fighting for the kitchen.
Sound

Sound is being handled by XACT. This allows for very easy sound integration. There are two types of sounds that appear in the game, music and effects. There can only be one music sound playing at any time but there can be more than one effect playing at a time. We use unique music for each state, or screen. Sound effects are all associated with a specific action, like attacking or clicking on a menu item. Certain actions have multiple effects connected to them. The sound chosen when the cue is played can be based on a probability if it has been previously set in the XACT project.


Sounds can be turned on and off in the options menu. Both music and effects can be toggled on and off independent of each other. Turning music off will turn off all music in the game. The same is true for sound effects.
Artificial Intelligence

In single player mode the opponent will be controlled entirely by AI. To make the game more complex, as well as interesting, there will be multiple difficulties that the AI can assume. These difficulties will set in the options menu.


The difficulty that is picked in the options menu will determine how each unit acts. As each unit has a different role, it will act differently than units of a different type for a given difficulty. Each unit can have a differing action for each difficultly, but this may not be true.

We will be making some attempt to make the game seem more intelligent than it actually is. For example, on higher difficulties the AI controlled units will have greater defenses than the corresponding human controlled units. There is also a degree of randomness added to the choices that the AI will make. Sample actions are attacking the nearest enemy, moving towards the nearest enemy, attacking the weakest enemy it can reach, and more. We feel that the AI would seem more intelligent if it attacked if it has the chance, rather than ignoring nearby enemies to run across the map to kill the weakest unit the player controls.
Networking


Because of the turn based style of Breakfast Battle Networking would not be too challenging in comparison to a continuous action game. If we had time we would work towards implementing a networked version of multiplayer. This would be played just like single player for both players, but instead of the AI controlling the other team, another person across the network would be controlling the team.
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