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Copyrights

Code License

Zlib license, version 1.2.2
Copyright (C) 2010: Taro Omiya and Bill Oparowski

This software is provided 'as-is', without any express or implied warranty. In no event will the
authors be held liable for any damages arising from the use of this software.

Permission is granted to anyone to use this software for any purpose, including commercial
applications, and to alter it and redistribute it freely, subject to the following restrictions:

1. The origin of this software must not be misrepresented; you must not claim that you wrote the
original software. If you use this software in a product, an acknowledgment in the product
documentation would be appreciated but is not required.
2. Altered source versions must be plainly marked as such, and must not be misrepresented as being
the original software.
3. This notice may not be removed or altered from any source distribution.

Art License

Art designed and created by Marshall Farley ©2010
Creative Commons v3 license
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License

THE WORK (AS DEFINED BELOW) IS PROVIDED UNDER THE TERMS OF THIS CREATIVE COMMONS
PUBLIC LICENSE ("CCPL" OR "LICENSE"). THE WORK IS PROTECTED BY COPYRIGHT AND/OR
OTHER APPLICABLE LAW. ANY USE OF THE WORK OTHER THAN AS AUTHORIZED UNDER THIS
LICENSE OR COPYRIGHT LAW IS PROHIBITED.
BY EXERCISING ANY RIGHTS TO THE WORK PROVIDED HERE, YOU ACCEPT AND AGREE TO BE
BOUND BY THE TERMS OF THIS LICENSE. TO THE EXTENT THIS LICENSE MAY BE CONSIDERED TO
BE A CONTRACT, THE LICENSOR GRANTS YOU THE RIGHTS CONTAINED HERE IN CONSIDERATION
OF YOUR ACCEPTANCE OF SUCH TERMS AND CONDITIONS.
1. Definitions

a. "Collective Work" means a work, such as a periodical issue, anthology or encyclopedia, in
which the Work in its entirety in unmodified form, along with one or more other
contributions, constituting separate and independent works in themselves, are assembled
into a collective whole. A work that constitutes a Collective Work will not be considered a
Derivative Work (as defined below) for the purposes of this License.

b. "Derivative Work" means a work based upon the Work or upon the Work and other pre-
existing works, such as a translation, musical arrangement, dramatization, fictionalization,
motion picture version, sound recording, art reproduction, abridgment, condensation, or any
other form in which the Work may be recast, transformed, or adapted, except that a work
that constitutes a Collective Work will not be considered a Derivative Work for the purpose
of this License. For the avoidance of doubt, where the Work is a musical composition or
sound recording, the synchronization of the Work in timed-relation with a moving image
("synching") will be considered a Derivative Work for the purpose of this License.

c. "Licensor" means the individual, individuals, entity or entities that offers the Work under
the terms of this License.

d. "Original Author" means the individual, individuals, entity or entities who created the
Work.

e. "Work" means the copyrightable work of authorship offered under the terms of this
License.

f. "You" means an individual or entity exercising rights under this License who has not
previously violated the terms of this License with respect to the Work, or who has received
express permission from the Licensor to exercise rights under this License despite a previous
violation.

2. Fair Use Rights. Nothing in this license is intended to reduce, limit, or restrict any rights arising
from fair use, first sale or other limitations on the exclusive rights of the copyright owner under
copyright law or other applicable laws.
3. License Grant. Subject to the terms and conditions of this License, Licensor hereby grants You a
worldwide, royalty-free, non-exclusive, perpetual (for the duration of the applicable copyright) license
to exercise the rights in the Work as stated below:

a. to reproduce the Work, to incorporate the Work into one or more Collective Works, and to
reproduce the Work as incorporated in the Collective Works; and,

b. to distribute copies or phonorecords of, display publicly, perform publicly, and perform
publicly by means of a digital audio transmission the Work including as incorporated in
Collective Works.

The above rights may be exercised in all media and formats whether now known or hereafter
devised. The above rights include the right to make such modifications as are technically necessary to
exercise the rights in other media and formats, but otherwise you have no rights to make Derivative
Works. All rights not expressly granted by Licensor are hereby reserved, including but not limited to
the rights set forth in Sections 4(d) and 4(e).
4. Restrictions.The license granted in Section 3 above is expressly made subject to and limited by
the following restrictions:

a. You may distribute, publicly display, publicly perform, or publicly digitally perform the Work
only under the terms of this License, and You must include a copy of, or the Uniform
Resource Identifier for, this License with every copy or phonorecord of the Work You
distribute, publicly display, publicly perform, or publicly digitally perform. You may not offer
or impose any terms on the Work that restrict the terms of this License or the ability of a
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recipient of the Work to exercise the rights granted to that recipient under the terms of the
License. You may not sublicense the Work. You must keep intact all notices that refer to this
License and to the disclaimer of warranties. When You distribute, publicly display, publicly
perform, or publicly digitally perform the Work, You may not impose any technological
measures on the Work that restrict the ability of a recipient of the Work from You to exercise
the rights granted to that recipient under the terms of the License. This Section 4(a) applies
to the Work as incorporated in a Collective Work, but this does not require the Collective
Work apart from the Work itself to be made subject to the terms of this License. If You
create a Collective Work, upon notice from any Licensor You must, to the extent practicable,
remove from the Collective Work any credit as required by Section 4(c), as requested.

b. You may not exercise any of the rights granted to You in Section 3 above in any manner
that is primarily intended for or directed toward commercial advantage or private monetary
compensation. The exchange of the Work for other copyrighted works by means of digital
file-sharing or otherwise shall not be considered to be intended for or directed toward
commercial advantage or private monetary compensation, provided there is no payment of
any monetary compensation in connection with the exchange of copyrighted works.

c. If You distribute, publicly display, publicly perform, or publicly digitally perform the Work (as
defined in Section 1 above) or Collective Works (as defined in Section 1 above), You must,
unless a request has been made pursuant to Section 4(a), keep intact all copyright notices
for the Work and provide, reasonable to the medium or means You are utilizing: (i) the
name of the Original Author (or pseudonym, if applicable) if supplied, and/or (ii) if the
Original Author and/or Licensor designate another party or parties (e.g. a sponsor institute,
publishing entity, journal) for attribution ("Attribution Parties") in Licensor's copyright notice,
terms of service or by other reasonable means, the name of such party or parties; the title
of the Work if supplied; to the extent reasonably practicable, the Uniform Resource
Identifier, if any, that Licensor specifies to be associated with the Work, unless such URI
does not refer to the copyright notice or licensing information for the Work. The credit
required by this Section 4(c) may be implemented in any reasonable manner; provided,
however, that in the case of a Collective Work, at a minimum such credit will appear, if a
credit for all contributing authors of the Collective Work appears, then as part of these
credits and in a manner at least as prominent as the credits for the other contributing
authors. For the avoidance of doubt, You may only use the credit required by this clause for
the purpose of attribution in the manner set out above and, by exercising Your rights under
this License, You may not implicitly or explicitly assert or imply any connection with,
sponsorship or endorsement by the Original Author, Licensor and/or Attribution Parties, as
appropriate, of You or Your use of the Work, without the separate, express prior written
permission of the Original Author, Licensor and/or Attribution Parties.

d. For the avoidance of doubt, where the Work is a musical composition:
i. Performance Royalties Under Blanket Licenses. Licensor reserves the

exclusive right to collect whether individually or, in the event that Licensor is a
member of a performance rights society (e.g. ASCAP, BMI, SESAC), via that society,
royalties for the public performance or public digital performance (e.g. webcast) of
the Work if that performance is primarily intended for or directed toward
commercial advantage or private monetary compensation.

ii. Mechanical Rights and Statutory Royalties. Licensor reserves the exclusive
right to collect, whether individually or via a music rights agency or designated
agent (e.g. Harry Fox Agency), royalties for any phonorecord You create from the
Work ("cover version") and distribute, subject to the compulsory license created by
17 USC Section 115 of the US Copyright Act (or the equivalent in other
jurisdictions), if Your distribution of such cover version is primarily intended for or
directed toward commercial advantage or private monetary compensation.

e. Webcasting Rights and Statutory Royalties. For the avoidance of doubt, where the
Work is a sound recording, Licensor reserves the exclusive right to collect, whether
individually or via a performance-rights society (e.g. SoundExchange), royalties for the public
digital performance (e.g. webcast) of the Work, subject to the compulsory license created by
17 USC Section 114 of the US Copyright Act (or the equivalent in other jurisdictions), if Your
public digital performance is primarily intended for or directed toward commercial advantage
or private monetary compensation.
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5. Representations, Warranties and Disclaimer
UNLESS OTHERWISE MUTUALLY AGREED TO BY THE PARTIES IN WRITING, LICENSOR OFFERS THE
WORK AS-IS AND ONLY TO THE EXTENT OF ANY RIGHTS HELD IN THE LICENSED WORK BY THE
LICENSOR. THE LICENSOR MAKES NO REPRESENTATIONS OR WARRANTIES OF ANY KIND
CONCERNING THE WORK, EXPRESS, IMPLIED, STATUTORY OR OTHERWISE, INCLUDING, WITHOUT
LIMITATION, WARRANTIES OF TITLE, MARKETABILITY, MERCHANTIBILITY, FITNESS FOR A
PARTICULAR PURPOSE, NONINFRINGEMENT, OR THE ABSENCE OF LATENT OR OTHER DEFECTS,
ACCURACY, OR THE PRESENCE OF ABSENCE OF ERRORS, WHETHER OR NOT DISCOVERABLE. SOME
JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF IMPLIED WARRANTIES, SO SUCH EXCLUSION
MAY NOT APPLY TO YOU.
6. Limitation on Liability. EXCEPT TO THE EXTENT REQUIRED BY APPLICABLE LAW, IN NO EVENT
WILL LICENSOR BE LIABLE TO YOU ON ANY LEGAL THEORY FOR ANY SPECIAL, INCIDENTAL,
CONSEQUENTIAL, PUNITIVE OR EXEMPLARY DAMAGES ARISING OUT OF THIS LICENSE OR THE
USE OF THE WORK, EVEN IF LICENSOR HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH
DAMAGES.
7. Termination

a. This License and the rights granted hereunder will terminate automatically upon any breach
by You of the terms of this License. Individuals or entities who have received Collective
Works (as defined in Section 1 above) from You under this License, however, will not have
their licenses terminated provided such individuals or entities remain in full compliance with
those licenses. Sections 1, 2, 5, 6, 7, and 8 will survive any termination of this License.

b. Subject to the above terms and conditions, the license granted here is perpetual (for the
duration of the applicable copyright in the Work). Notwithstanding the above, Licensor
reserves the right to release the Work under different license terms or to stop distributing
the Work at any time; provided, however that any such election will not serve to withdraw
this License (or any other license that has been, or is required to be, granted under the
terms of this License), and this License will continue in full force and effect unless
terminated as stated above.

8. Miscellaneous
a. Each time You distribute or publicly digitally perform the Work (as defined in Section 1

above) or a Collective Work (as defined in Section 1 above), the Licensor offers to the
recipient a license to the Work on the same terms and conditions as the license granted to
You under this License.

b. If any provision of this License is invalid or unenforceable under applicable law, it shall not
affect the validity or enforceability of the remainder of the terms of this License, and without
further action by the parties to this agreement, such provision shall be reformed to the
minimum extent necessary to make such provision valid and enforceable.

c. No term or provision of this License shall be deemed waived and no breach consented to
unless such waiver or consent shall be in writing and signed by the party to be charged with
such waiver or consent.

d. This License constitutes the entire agreement between the parties with respect to the Work
licensed here. There are no understandings, agreements or representations with respect to
the Work not specified here. Licensor shall not be bound by any additional provisions that
may appear in any communication from You. This License may not be modified without the
mutual written agreement of the Licensor and You.
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Screenshots

Menu
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Original Mode, #1
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Original Mode, #2
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Original Mode, #3
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Arcade Mode, #1
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Arcade Mode, #2
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Arcade Mode, #3

Predecessor

The game builds on the Starfox design. The main character will be moving forward through the
levels while fighting off enemies that fly at her from all angles. She will also have to avoid objects
that are placed in her flight path

Target Audience

This game is aimed largely at experienced players. We aim for the game controls to be easy enough
for beginning players as well. The age range will mostly be aimed around 10-26 but should have
some appeal to everyone.The audience will also have some type of history of playing bullet hells
games and anime interests.

Introduction

Your princess has been kidnapped! All that you have is a hunch as to where she is. Big brother (the
government) and bibles (the church) do not want you to see her again and will stop at all costs to
keep you from reaching her.
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The game revolves around the main character, a heroine, who is trying to rescue her princess from
those who oppose the idea of same sex marriage. To save your your princess you are traveling
through a city full of those who are trying to stop your reunion. To defeat them you have an
extremely large sword which you must wield to slice your way through.

Delivery System & Requirements

A working computer and a XBox 360 controller or a keyboard.

Interface

Player

Protagonist of this game. The player is the character one controls. There are several states the
player can be in:

1. Idle: The normal state. During idle, the player takes no actions other than moving across
the screen.

2. Danger: A variation of the idle state, when the player's health is low. On danger state, the
player's shirt blinks orange, and a smoke mark appears periodically.

3. Hit: An animation state when the player is hit. The player will curl during this state, and her
shirt will blink red a few times. One can disrupt this state at any time by simply attacking.
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4. Heal: An animation state when the player collects a health pack. The player's shirt will blink
green a few times. On can disrupt this state at any time by attacking.

5. Attack: The animated state the player takes when attacking. This is the player's offensive
state. While the player is allowed to move during an attack state, he or she will not be able
to initiate a different attack until the animation finishes.

6. Shield: When the player triggers the shield, it creates a transparent shield around the
character. During this state, the player is invulnerable to all attack except for colliding into
barriers. One can trigger the shield during an attack as well. The shield, however,
degenerates over time. This is indicated both by the shield's opacity and the shield bar
under the player HUD.

Enemies

The antagonist of the game. Unlike the player, one has no control over the enemies' state. The
enemy can be under the following states:

1. Idle: The normal state. The enemy is most vulnerable during this state.
2. Hit: An animation state when an enemy is hit. The enemy will flash yellow and play an

indicative animation.
3. Attack: The animated state the enemy takes when attacking. The enemy will fire one or

more projectiles during this state, and play a recoiling animation.
4. Death: When the enemy runs out of health, it will take a death animation where it will

explode. The enemy will also spurt out coins.

Player HUD

The Player HUD informs the state that the player is in. The display shows:

1. Face: The face indicates the states the player is in. The face changes when the player is in:
1. The idle state:

2. The danger state:
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3. The hit state:

4. And the attack state:

2. Health: The health bar indicates the amount of health the player have left. The health bar
turns red when the player is in the danger state; otherwise, it remains green.

3. Shield: The amount of shield the player have left. Unlike the health, the shield bar is
consistently blue, and regenerates very quickly.

Score HUD

The Score HUD indicates the amount of points the player has accrued. The display is divided into 3
sections:

1. Score: The player's cumulative score. The player accumulates points by collecting coins
released by an enemy.
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2. Combo: A section that dynamically appears when a player hits an enemy. Displays the
number of consecutive hits the player was able to accumulate without missing. Increases
the number of coins an enemy releases at death.

3. Multiplier: A section that appears dynamically when the player hits more than one enemy
on a single attack. Displays the number of enemies the player was able to hit with one
attack. Multiplies the number of coins an enemy releases at death.

Characters

Heroine

The protagonist of the game, and the character the player controls.

• Health: 30
• Attack: 1
• Collide: -
• Points: -

Agent (blue)

The standard enemy, as well as the weakest. Fires one bullet at a time.

• Health: 1
• Attack: 1
• Collide: -3
• Points: 1

Agent (red)
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The stronger cousin of the blue Agent. Has more health, and fires two bullets per cycle.

• Health: 2
• Attack: 1 x2
• Collide: -3
• Points: 2

Bible

The religious influence in the game. Fires a homing rocket. Also fires less frequently than the blue
Agent.

• Health: 2
• Attack: 2
• Collide: -3
• Points: 3

Bomb

An explosive that remains passive for about 7 seconds. After the timer reaches 0, the bomb explodes
into 6 homing rockets. A bomb can be diffused by hitting it 5 times.

• Health: 5
• Attack: 2 x6
• Collide: -3
• Points: 4
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Game Elements

Health Pack

Increases the player's health.

• Collide: +10

Barriers

Static or moving objects that does not attack the player.

• Collide: -4

Bullet

Standard projectile that flies straight.
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• Collide: -1

Rocket

A homing projectile that's a little more powerful than the bullet.

• Collide: -2

Small Coin

The smallest coin. Coins homes into the player, and is guaranteed to hit him or her.

• Points: +1

Medium Coin

The second smallest coin.

• Points: +10

Save the Princess

Save the Princess © 2010 (Taro Omiya, Marshall Farley, Bill Oparowski)



Big Coin

A big, rather rare coin.

• Points: +50

Mega Coin

An incredibly rare coin. Worth a lot.

• Points: +250
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Ultra Coin

Largest and rarest coin.

• Points: +1250

Rules & Game-play

Setup

Computer must meet technical specs and the executable. You then just need to run the executable
and your good.

Game-play

The player controls the main character as she moves through the game world. By utilizing the Xbox
360 controllers analog sticks and both triggers, the character's weapon will swing and destroy any
enemies that it makes contact with. The enemies will be flying in from all sides, shooting objects at
the player.

Controls are:
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1. Move Player
1. left-analog stick

2. Swing sword
1. right analog stick

3. Shield
1. left click button
2. right click button

4. Speed Up
1. right trigger button

5. Slow Down
1. left trigger button

Mode

There is an Original level and an Arcade level. The original level has the character moving through a
city environment while fighting off enemies and dodging moving obstacles. The arcade level is a city
scape that repeats while the player tries to survive as long as possible against waves of enemies.
Both modes will share a high score list.

Scoring

Scoring will be generated by you killing an enemy and also in the higher amount of combos the
player gets. A multiplier is applied to the score when the player kills more than one enemy in a single
attack. A combo is obtained through killing enemies on each consecutive strike. When one misses,
the combo returns to 0.

The formula works as follows:

Save the Princess

Save the Princess © 2010 (Taro Omiya, Marshall Farley, Bill Oparowski)



total score = (enemy score + combo) * multiplier

This guarantees the multiplier is more important than the combo score.

Visualization

To convey the cartoon-like feel of Japanese Pop art, the game graphics will be cell-shaded. While the
style will be distinctly Japanese, the game will have a strong surrealism influence. For example,
buildings warping and bending, flying around into the player's path, and generally doing things not
possible in reality.

Music & Sound Design

Levels will have minimalistic background music. there will also be sounds for your sword and enemies
you encounter. The aim is to convey the ambiance and emptiness of society.

Programming Structure

The scripts necessary to run the game are split into various categories:

1. Attributes (data-based)
2. Trigger (event-based)
3. Controls (control-based)
4. HUD/Menu (menu-based)
5. Other (everything else)

Any element that have a collision detection retains at least one attribute script. Their sole purpose is
to either affect itself or player in some way. For example, if an enemy hits the player, the attribute
script on the enemy decreases the player's health. Conversely, if the player hits the enemy, the
player's attribute script decrements the enemy health.

Trigger scripts are usually added in invisible walls, and run when the player collides with them.
Trigger script generates several events, including enemy animation, entrance, loading a new stage,

and so forth.

The controls are retained in a separate entity. Since we will provide multiple control methods, it will
be easier for us to encapsulate control logic separate to the player and graphics rendition.

The HUD and Menu scripts, of course, deals with any two dimensional aspects in the game. Usually,
the attributes script changes these elements.

And of course, many scripts didn't fall into either of these categories, such as generating clouds in the
background. This was simply all added in the other section.

The level is not interactive, and always scrolling towards the screen. Only a minimal amount of
programming is necessary to render them.

Technical Specs

Unity Specifications
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Windows 7, Windows Vista, Windows XP SP 2

Mac OS X "Tiger" or later
Graphics card with 64 MB of RAM and 4 texture units

2.0+ GHz processor

SM3-compatible video card

3 GB free hard drive space

Physics

Nvidia PhysX engine

Rendering System

Direct3D and OpenGL

Implementation

Unity 3D

Production Time-frame

Pre-Alpha

Due: March 3rd

Create documentation and ideas.

Alpha

Due: March 24th

Start a working game.

Beta

Due: April 21st
All features implemented

Release

Due: May 5th
Bug fixes.
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