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DUMPLING DASH
For the PC

Dumpling Dash tells the thrilling story of a Chinese food Delivery Boy on his quest to deliver his food before it gets too cold.  Only by stealing Cars, beating up mutant rats and plumbers, and solving challenging puzzles, will our hero be able to make his deadline… or risk being fired!

I. GENERAL INFORMATION 

Dumpling Dash consists of three very different stages.  The first stage will be the Delivery Boy’s drive to the apartment building, avoiding obstacles and the police.  The second stage will consist of fighting your way through the sewers to sneak into the locked apartment building.  The third and final stage will take place inside the apartment building, and the Delivery Boy will need to fight enemies and solve puzzles to get to the right apartment.

II. DETAILED GAME DESCRIPTION

Basic Concept – The Basic concept of Dumpling Dash is to create a fun, interesting game with several styles of play, so that it can appeal to a wide range of audiences.

Background Story – A hungry family has ordered Chinese food for dinner, and it is up to you to make sure the food gets there before it gets cold.

The Tone – Dumpling Dash is a linear story.  You must complete one level to move onto the next.  The whole game must be completed within the time frame or you will lose.

The Objective – The objective of the game is to deliver the food before time runs out, and to do it without dying.  Every stage has its own objectives leading up to the ultimate goal of making sure your customers receive their food on time.  The First Stage’s objective is to transport the Chinese food from the restaurant to the apartment building where it is to be delivered.  There will be many obstacles to this end.  The objective of the Second Stage is to make it out of the sewer before time runs out without dropping the food you are delivering.  The Final Stage’s objective is to work your way through the apartment building solving puzzles leading you to the correct apartment number.
Gameplay – When starting Dumpling Dash, the user will first be shown the company logo, and then it will load the menu screen.  From the Menu Screen, the user can view a “Help” Screen to learn the basic controls for playing Dumpling Dash.  They can also view the “About” Screen to learn a little more about Dumpling Dash, and its creators.  They will also be allowed to “EXIT” the game, or begin “PLAY”ing.  

When the user decides to PLAY the game, they will be shown a cut scene, with the Chinese food restaurant owner/chef  saying to the driver “Make sure it gets there on time or I’ll have your ass!” 

Once the game begins after this “cut scene,” so-to-speak, a 2D side view will show the delivery guy getting into the car, and then the player will be in charge of getting to the destination building.  There will be a timelimit for this, and there will be an arrow directing the player to the destination.  There will be cops and the like, as well as other cars, obviously.  The viewpoint will be very similar to paperboy, with everything being a side 2D view with the ability to go up and down.  If you don’t break traffic laws you won’t be pursued by cops, but it won’t be possible to reach the destination in time unless you drive like crazy, essentially forcing you to drive maniacally.  Hitting pedestrians/other cars should result in failure of the level (at least over a certain threshold).  Once the destination is reached, the first level will end.
In the second level, the player must navigate through the tunnels of the sewer and defend himself from various enemies. The player can walk, jump, climb ladders, kick and through throw chopsticks and fortune cookies. The player will always be carrying the food delivery and any moves involving hands such as throwing can only be done by first throwing the food into the air and then catching it again after performing the action.  When the player reaches the end of the sewer, the second level will end.

The Third and Final level will be ¾ overhead view of the delivery boy.  The user will need to navigate the delivery boy through the apartment building, fighting off hungry tenants and other critters by kicking them or using his trusty chopsticks.  Along the way he will find different items to aid him in his quest to find the right apartment.  At the end of the level he will need to fight off the land lord who is quite angry at him for destroying his property.  If the user can manage all of this before the time runs out, he will win the game.

AI – In the first level, the AI has not yet been determined.  In the second level there will be various characters you encounter in the sewer such as mutated rats, turtles and sewer repair men. Small animals like rats will have simple AI of just walking toward your position and biting you. Repair men will have a slightly more advanced AI choosing between either trying to get close and hit you or throwing a plunger at you from a distance.  In the final level, the AI for the generic enemies will be fairly dumb, just walking around the rooms, or moving towards you.  The Final boss, however, will do all in his power to destroy you.
The Interface – In the first level, the Interface will show car’s damage, time remaining, the aforementioned arrow, as well as the number of casualties—I think that’s basically it.

In the second level, There will be a health bar, number of chopsticks you have left, fortune cookies left and time remaining.  In the third level, there will be a health bar, any items you have collected, and the time remaining.
Basic Interactive Structure – The game will be level based.  In order to move on to the next level, you will need to beat the current one.

The “Heart” of gameplay – The heart of the game is to beat the clock.  You will need to react fast, but intelligently in order to win.

Difficulty – The game will have different levels of difficulty, which will simply adjust the amount of time you have to deliver the food.

Length of Game – The game length has not yet been determined.


III. OTHER ASPECTS OF THE PRODUCT DESIGN
Characters – The main character will be the delivery boy.  

Number of Players – Dumpling Dash is a single player game.

World – The first level takes place on the city streets, with buildings, enemy cars, police officers, and civilians.  The second level is a maze of large pipes/corridors that require the character to climb and drop from one level to another sometimes double backing in order to make overall progress. The general scenery will be brick walls some running water and various physical obstacles like gaps and walls.  The third level will be a series of different rooms, with an overall brick/carpet theme, as it takes place inside an apartment building.

Controls – Level one- WASD to move the car and perhaps some sort of projectiles / traps (e.g. mines of some sort, maybe something like banana peels) with spacebar or something to that effect.  Level two- left, right, j-jump, space one time-throw food up, space two-throw chopstick, down-duck climb down ladder, up- stand climb up ladder, k-kick.  Level three- WASD movement, k-kick, j-current item, space- cycle through items.


On-screen Interface – The interface will always display the current help, items, and the time remaining.
Graphics -- 640x480x16bit.

Sound and Music – Music will most likely be lifted from another game, as well as sound effects.  These have not yet been determined.
- END -
