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. GAME OVERVIEW

Philosophy

Philosophical point #1
Skating fast while beating people up is fun.

Philosophical point #2

Our game is based off of the Unreal Tournamen#20@ine because its format
is widely known and easily understood. It is pmowechnology, allowing the
development team to focus more on gameplay andetisel game will be fun.

Picture 1: Danger Ball Jammer Model by Kale Menges2006.

The 1970’s sport of Roller Derby has become excegyglipopular to audiences
across America, but unlike most other sports kdaateractivity for the fans. The game
of Dangerball will be an outlet for fans and plas/enth aTony Hawkiwist to the arenas.
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The target audience will enjoy the teams of volopgtiwomen bashing each other with
lead pipes and bats over possession of a largenehiball.

Story

In some depressing, dystopian version of 1977, Asae&rhighest-rated sport is
DangerBall Fans gather at abandoned warehouses, sunkenpdilsces and empty
malls to watch two gangs of roller-skating psychbpaattle for possession of the ball.

The game takes place in the late seventies, ingakmera in which big hair and
high socks rocked the world of Rollerball. Twortesaof four roller girls battle for
scoring opportunities. The ladies defend usingldBi batons, and grenades that affect
their opponents’ velocities. The ring-shaped galitsv the players to show off their
skating talents by challenging them in differenysiaamp jumps, half-pipe turns, rail
grinds, and precision shots. A player controlsogher or jammer and begins with her
team on the opposite end of the arena from thgiooents. The ball awaits them in the
middle of the arena. The players fight to scoeertfost goals in the allotted time.

Danger Ball gives players the chance to show ddtisl skills while battling over
tricked-out goals. Other skating games do not$amua goal scoring objective with
melee and ranged attacks as a key component.erBleyll also appreciate the kitschy
graphics and interactive environments.

Danger Ball '77 is designed to be a fast-paced gaincenstantly reversing
fortunes: the player with the ball may put soméatise between herself and her
opponents, but a single fully charged lunge attaititake her out. Shifting scoring
locations add a strategic element to the frenaatang the possibility of big wins for
teams that can manage to maintain control of tHe ba

ll. The World Layout

The year is 1977, and Dangerball fans flock toistad to watch their favorite
ladies bash their opponents senseless. The DamdjearBnas include two official arenas
and one unsanctioned playing area. The arenasahskate-park theme with a variety of
jumping, flying, grinding, and crashing opportuegi The arenas contain plenty of open
space for melee battles and grenade attacks. @hemany paths to take between each
goal, which gives the players the choice of whintite they believe is the fastest. The
goal setup also changes between levels, makinigwleés more fun to play sequentially.

Each arena is discussed in great detail in theespanding level design document.
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Discotheque:

One of the first official Dangerball stadiums, bwhen disco reigned supreme.
Fog-machine mists scatter as the roller girls spleedgh en route to the goal. Disco ball
lights rotate around the room, illuminating theugtyle for victory. The discotheque arena
consists of two large circles connected by sewdistinct paths. The goals lie in the
center of each two-storied circle. The goal layfoutes players to traverse both levels
and sides in a back-and-forth pattern. The oblaegaimmerses the player in the world
of disco with such objects as the disco ball, kghtdance floor, and fog machines.

Warehouse Skate Park:

Built in 1976, this newer addition to the Dangeth&ague has changed the way
many play the game. Using an abandoned warehdeségtgue added sheet-metal
ramps and steel grinding pipes to the concretetstre. The goals are placed on the four
sides and require the players to complete diffeimgrks to score. The breathtaking size
of the structure is topped only by the complexityhe jumps and grinds that spot its
interior.

Danger Mall:

After intense battles at sanctioned arenas, soamdelecided they don’t want to
wait for another official match to kick each othHexsses. They quickly setup a course in
the abandoned Crossroads Mall. What was onceattesh place to shop in town is now
a makeshift arena filled with splintered wooden jpgnand shattered dreams.

I1l. Audio

Music: DangerBall '77 features custom music that bringste 70’s feel. DangerBall
77 music comes in two styles: disco or funk. Taene menus feature smooth funk
(stylefunk.ogg). The music for each level is spediin its own LDD. To avoid
copyright abuses, all music assets are sourceddrtists who have made their work
available online with royalty-free licenses.

Sound Effects: DangerBall ‘77 features custom sound effects. Softlee sounds
have been taken from the Guildhall sound repos@miy others were custom recorded
specifically for DangerBall '77. Being hit causgsur character to scream in pain while
attacking lets you hear the sounds of swift mowiageball bats and the cracking of
breaking bones. The sound FX give DangerBall cdarabasceral feel.
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V. Gameplay

Match Rules: By default, DangerBall matches are five minutegylaith a score
ceiling of 15 points. The first team to 15 winstloe team with the most points after 5
minutes wins. In the case of a tie, the game gmeadden-death overtime—the next
team to score a point wins.

Setup: At the start of each match, players spawn at pregiéfspawn points. Spawn
points are not team-specific and so it is quitesfimde to spawn right next to the opposing
team. This game mechanic makes the start of emtle gandom and exciting. The
round may begin with an immediate riot frenzy @aee for the ball.

The ball spawns near the center of the arena. B IHiéssage indicates that play has
begun, and time begins to count down. Players skheaimble for possession of the ball.
After play has begun there is never a break iratti®n. Even if sudden-death begins it
doesn’t respawn players, they just keep going antbtscore.

Scoring: Players score by carrying or throwing the ball tiylo a six-foot-tall circular
goal. While each arena has multiple goals theoalg one scoring goal which is active
at any one point in time. Only the currently aetilit” goal can be used to score points.
If players skate through the active goal while heddthe ball they will score 3 points. If
players throw the ball through the goal they welteive 2 points. To aid in throwing the
ball through the goal your player will auto-tar¢je¢ active goal when you get close
enough to it which will allow you to easily and acately throw the ball through for
some quick points. After scoring a goal, a différgcoring position in the arena lights up
and the players now have to carry or throw the thatiugh the new goal.

The auto-targeting for the scoring position makéairly easy for players to toss the ball.
But since the gameplay is continuous, this meaasfisang control of the ball.
Sophisticated Danger Ball players might opt insteacarry the ball through the goal—a
more difficult proposition, but the scoring teamintains possession and can attempt to
skate to the next scoring position. Whether tdeskarough a goal or throw the ball
through is one of the tough but interesting deassithat players must make in
DangerBall.

Victory: After time expires, or sudden-death overtime i®he, the victor is
declared.

Picture 2: The D-Ball
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V. Player Controls

Default Control Scheme: The left hand goes on the WASD keys. The ‘W’ key
accelerates. The 'S’ key brakes. ‘A’ and ‘D’ aré need. Not pushing ‘W’ or ‘'S’ puts the
player in a coasting state where they will decédestowly due to friction. The right hand
goes on the mouse and has “mouse look.” If thegslayoves the mouse to the right the
camera will turn in that direction and the playelt begin turning automatically to go in
the direction of the camera. The player has a maxirturning speed, but will always
attempt to head in the direction of the cameras Tinining system is similar to driving
the Warthog in Halo, point in the direction you w#mgo and the vehicle will begin
making the proper adjustments. For other buttofes te the chart.

w Accelerates
S Brakes
A Not Used
D Not Used
Left or Right Shift Sprint
Space Bar Jump
Mouse Mouse Look/Directional Control
Hold Left Click Charge up a Lunge Attack
Release Left Click Lunge Attack
Right Click Throw Equipped Grenade
Mouse Wheel Up/Down Change Equipped Grenade

Chart 1: Default Control Scheme

Skating: Skating is a crucial aspect of gameplay. Evenjortae game is on roller
skates and therefore can travel very quickly. &swill also have inertia and a large
turning radius (just like real roller skates). Tdame retains standard WASD FPS
controls to make it easy to learn the game, buatited gameplay elements of skating,
speed, inertia, and a larger turning radius makéteresting gameplay.

Rail Grinding: Rails will be placed throughout the levels which auitable for
“Grinding.” If a player jumps on one of these sashe will be able to grind along the top
of it to reach where ever it leads. A player aanp off early if she so desires. A player
that reaches the end of a rail automatically jumpsdirection determined by their
current momentum at the time she exits the raiavéling by Grinding is faster than
traveling by skating. While this is unrealistidggtan important gameplay feature. This
allows grinding to be a useful tactic both in tyito catch ball carriers, or in getting
away from would be attackers.

Sprinting: Players can sprint by pressing and holding the bhiton. Sprinting

makes the player move faster but costs stamirayeP can drop their stamina to O by
sprinting too much which will force them to havestop and rest and drop the ball if they
were carrying it.
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Stamina: Stamina is a core gameplay element. Stamina islyeaith bar in

DangerBall, and if you run out of stamina you \kidlve to rest for a few seconds to catch
your breath. You regain stamina over time. Yaelstamina by being hit by other
players, by skating through the fire produced byditav cocktails, and by sprinting. To
get the ball away from other players you will havesuccessfully drop their stamina to 0
with a combination of melee attacks and Molotovktaits. Once their stamina hits O
they will drop the ball, and will be forced to rést a few seconds. Take note that a
player completely depleted of stamina doesn’'t di¢ @spawn. Instead, they just rest for
a brief cool down period before they recover stana@nd can move again. There is no
death or killing in DangerBall '77. The maximum aummt of stamina carried and the rate
at which that stamina recharges is determined éyhlhyer’s class. See the class chart
for specifics.

Camera: Danger Ball is played from a third-person “over st®ulder”’ perspective.
The camera is moved back and up from the playeodain Mouse movements will alter
the “look at” position of the camera, which rotat@sund the player’s current position.
Camera control is very important because the charrakates in the direction of the
camera.

Booster Pads:are pads that the player can skate over to geick foost of speed.

They launch the player in the direction that th@waron the boost pad is pointing. The
boost speed and duration are variable and cant lwa sedividual booster pads.

3 Boost Pads in the Disco Level
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Picture 3: Danger Ball Jammer, depicted with Shieldand D-Ball.

VI1. Character Classes

Jammer: This is the speed class. Jammers are excelleatating the ball
carrier or dodging opponents to score a goal. Tbsy stamina quickly while

sprinting, but regenerate stamina quickly as well.

DangerBall ‘77

Blocker: This is the tough class. Blockers catch their ogpts by being slow
and steady. They deal additional melee damageandble to take additional
stamina damage before falling down. They lose istaslowly while sprinting,

but regenerate stamina slowly as well.

Stats Table for Classes

METRIC JAMMER BLOCKER
Stamina Regeneration Rate 11 10
Air Speed 1200 1000
Ground Speed 1200 1000
Max Speed 1200 1000
Sprint Multiplier 1.6 1.5
Sprint Cost 15 10
Melee Damage Multiplier 0.95 1.1
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Class Gameplay:The two classes play very differently from eacheothThe Jammer
relies on short bursts of speed for dodging, sgo@md catching opponents. However,
her low stamina means she can be taken out ofragtickly, especially if she has been
sprinting. Blockers, by contrast, catch their apgas over time. When they catch them
they deal damage very quickly and can take tharzedished out by the defending
players.

VII. Weapon Systems

Melee Attacks

Attack Targeting System:

Opponents are targeted when they get within ttaelaperimeter of the player.
The first opponent within range is auto-targetée @ttack reticule will move over that
opponent). The player must charge up the attadkolying the left mouse button; longer
charges give the resulting attack a stronger daraaddonger range. When the player
has charged their weapon enough to successfudlgkathe reticule will turn red and she
can release the left mouse button to lunge attédke target is still within range, then
your character will skate forward extremely fastl &t your opponent dealing massive
damage. The opponent cannot dodge a properly ettdugge attack but she can try to
place obstacles between her and her opponent sthéhinge attack will hit the obstacle
instead of her. If the opponent escapes the aftagkneter then the lunge attack misses
completely.

Locked on Locked @harged, and ready to Attack
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Passing/Goal Targeting System:

When a player has the ball her targeting systeittises from targeting
opponents to targeting teammates (for passingpatide goals (for throwing the ball
through and scoring). The targeting reticule clesnigom a circle to a triangle to tell the
player that they are now targeting friendly unit$he targeting system works the same
way as attacking except that there is no chargBigiply left click to throw the ball at
the targeted object.
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Melee Weapons:

Every player will get to choose one melee weapdarbea match begins. Melee
weapons cannot be switched after the player hagrsgzh They are used with the left
mouse button, but only when not carrying the bahere are two types of weapons in
DangerBall '77: Shields and Bats.

Shield:
Shields deal less damage than bats, but theygegaamage reduction from
incoming attacks.

The Slammer Riot Shield
The Can Lid

Bat:
While the shield has a defensive purpose the hainsly offensive. It deals more
damage than shields, but provides no damage reducti

Louiseville Flogger The Pipe Nightmare

The Crapsman Clamper

METRIC BATON SHIELD
Base Melee
Damage 45 35
Max Damage 100 70
Damage
Reduction 0 15

Grenades:

Using Grenades:

There is no “lock on” targeting system for grerad@&hey are simply thrown a
set distance in front of the player. The grenadgdode if they hit the ground, but will
bounce off ceilings and walls. Each type of grenaigkates a different effect and they
affect both friends and enemies.
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Acquiring and Carrying Grenades:
Grenades must be picked up in the levels. A plagaronly carry 3 grenades at
any time (1 of each different type).

Oil Can:
The oil can grenade creates an oil slick on tha afémpact. Any player who
skates through the area affect will spin arounda@utcbf control for a 3 seconds.

Foam Grenade:
The foam grenade is a fire extinguisher that edgdofoam which slows any
player in the area of effect by 50%.

Molotov cocktail:
The Molotov cocktail explodes in flames upon impa&hy player inside the
flaming area sets on fire and loses stamina.

VIIl. Menu

Since players of Danger Ball will already be faanilwith the default menu system,
Danger Ball ‘77's menus will closely resemble tgetem already in place in UT 2004.

Once the player has started the Danger Ball gamewiil see a menu screen with the
following options.

Join a Game
News Tab
Chat Tab
Favorites Tab
LAN Tab
Internet Tab
Autofilter for Danger Ball that shows only gamedluf type.
Host a Game
Select Map
Ghetto, Discotheque, Warehouse Skate Park
Server Rules
Server Name, Map Voting
Change Settings
Display
Options: UT 2004 default.
Audio
Options: UT 2004 default.
Skater
Name, Hide HUD, Prefered Team, Default FOV, Netw@danection,
Dynamic Netspeed.
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Input
Options: Players customize control scheme as pe2@0R default.

Quit

Character/Weapon selection screen

Once the player has joined a game a character/wesgdection screen will pop up.
Select the class.
Options: Jammer or Blocker
Select the weapon.
Options: Baton or Shield
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|IX. HUD

The HUD is made up of several different partsthimbottom center of the screen
is the score board. The score board containsldic& and the score. To the bottom right
is a bar representing your current level of stamiflae stamina bar is green at the top
and then changes to yellow, orange, and finallyaed gets lower. The small bars that
make up your stamina bar disappear as your stadepletes. The bottom left displays
the grenades you are currently carrying. The glemeons only show up if you are
carrying that type of grenade. Equipped a gremdlienake the appropriate grenade
icon shift right and light up. The HUD has beeigioned around the bottom of the
screen to leave plenty of room for the player ®isgportant obstacles in front of them.

There are also two floating elements to the HUDe Words “GOAL” and
“BALL” mark the locations of those respective oliggcEven if the goal or the ball is out
of sight you can see where they're located withHlE markers.

X. Target Audience

Danger Ball targets a wide audience with a TeangatParents will appreciate a
video game with innovative gameplay, cooperativ@getition, and only moderate
violence with no death. The game will target naaie female audiences, though we
expect a higher popularity among the male custoimecause of their interest in ladies
and sports. However, we know females with intere@sRoller Ball and skating will also
be drawn to Danger BallTony Hawkfans will be excited to have a skating game with a
goal-oriented combat twist, while Roller Ball fandl appreciate the more complex
arenas and scoring challenges.
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XI. Aesthetics

Danger Ball "77will rely on a Seventies aesthetic to emphasizesksazy nature
of the sport—pig tails, hot pants, huge lace-ugeskaots and so forth. Character and
setting assets will be highly stylized rather tiptwotorealistic: Danger Ball is a game of
exaggerated—at times cartoonlike—physics. For nmdoemation, consult the Danger
Ball '77 Art Bible, prepared by Art Lead Jeff Cline

XIl. Influences

Our major influences are the movies Rollerball @0®Rollerball (1975), and
Kansas City Bomber (1972). We have borrowed froenfilms both for gameplay ideas,
as well as art styles. Jet Grind Radio and Tony IHare the primary influences in terms
of gameplay.

Pictures 8-11, Movie posters from film influencesand a screenshot of Jet Grind Radio.
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