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Design History


This is a brief explanation of the history of this document. Each version of this document is based on when a document is released for feedback/review, or major changes/additions have been made.

Version 1.0


Document completed.

Version 1.1


Document revised, spell-checked, and passive language removed.

Version 1.2


Document revised for design changes regarding elements and object interactivity.

Version 2.0


Document taken through a complete overhaul. What remnants of Version 1.2 remained are scattered to the four winds. May it rest in peace.

Version 2.1


Document revised spell-checked and passive language removed.

Game Overview

High Concept

Swing well, or die and die again.

Plunger Lunger is a retro-style arcade game made with pixel art, set in a boy genius' secret laboratory. The player uses a Plunger Gun to swing his way through a speed run environment while avoiding hazardous obstacles. Style, speed, and skill are the three components you'll need to survive in this addictive grappling and swinging game. 

Philosophy

Fun First 
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This philosophy is supported by “taking the fun route” whenever we encounter a problem where it is applicable. We place a higher importance on something being fun than something making perfect sense. This philosophy is the foundation for any design decision we make.

Sense of Threat


Though the game is light-hearted, a sense of threat is to be present to the player at all times in one form or another. Everything will be larger than the player, and everything will kill the player in one hit. We want the player to feel like they have overcome all odds when they beat a level, much like their hero from their favorite Saturday morning cartoon.

Plunger Power


The player uses the plunger gun accomplish almost every task. The player learns to master it as the game progresses. Whenever the plunger hits something, something cool should happen, even if it doesn’t directly affect gameplay. We plan to follow this philosophy by constructing levels with this as the primary idea that we are subject to throughout the design of that level.

Thou Shalt Not Exceed a File Size of 20Mb


Because we are a flash game, this is something we always have to keep in mind. To get onto Kongregate.com or any other reputable flash game website, we cannot exceed 20 megabytes. This means we have to use short music loops, and low detail assets whenever we can get away with it.

Common Questions

What is the game?

A boy genius has his lab taken over by his former robot friend. Now it is up to him to save the lab from being overgrown and turned into a giant greenhouse. Armed with only his plunger gun, he must overcome the haywire hazards, swing across large gaps, and drag objects around to solve puzzles.

Why create this game?


This game is being created to bring back the feel of old school platformers, while introducing a fun-to-use grapple-hook mechanic. There can be a lot of focus to make a game photo-realistic, and feel “real”, we have set out to simply make the game fun, regardless of what feels “real.”

The goals set forth in creating this game include, but are not limited to the following:

· Make players laugh and have a good time.

· Make players want to achieve mastery of the game.

· Make players feel accomplished when they overcome a challenge.

Where does the game take place?


The game takes place in a giant underground secret laboratory. Crazy machines and wacky inventions line the walls. This is Kinley’s personal sanctuary for his secret experiments.

What do I control?


The player controls Kinley, the main character and his plunger gun. The player can move around various objects to accomplish puzzles. Kinley is the only playable character in the game.

What are the Goals/Objectives of the game?


The goal of each level is to finish the level in the quickest amount of time possible.

What is the main focus?


The main focus of the game is to allow the player to overcome difficult challenges by using timing-based skills. The progression ramps, but maintains the amount of improved skill needed for each level. It is a completely gameplay driven game, with the focus on presenting the player with a challenge and then teaching the player the skills
What’s different?

Our game is fun in its purest form. We differentiate ourselves by always appealing to the fun factor. Our art style is retro-ish, the gameplay is solid, and the atmosphere is goofy.

Feature Set

Feature Highlights

This section highlights the core features of the game in high-level. The features listed here are intended to give an easy understanding to the reader before diving into the highly detailed part of the features.

The Plunger Lunger

The Plunger Lunger, also referred to as the Plunger Gun, is the piece of hardware in which the core mechanic of the game revolves around. This mechanic allows the player to shoot a grapple hook which functions similarly to how a Yo-Yo would; the player can swing around and reel up and down. The player can get even more functionality by using these techniques in unison, effectively slingshotting the player.
This feature is divided into multiple sections because it has many different functions.

GoreCam
The GoreCam is the camera that focusses on the player’s death. We noticed that the player died a lot, so we made a feature to cater to it. We made the player’s death as spectacular as we could, there’s about 7 different particle effects happening at once including the character’s head flying off into the distance. We also added a tombstone to represent where the player died so that they can see their previous failures and know what to look out for on their next attempt.
Run


This feature allows the player to move left and right, making for simple easy travel on horizontal surfaces. Running gives the player a much needed jump boost, this makes platforming easier and allows the player a bit for freedom of movement when they are out of range for a plunger shot.

Jump/Wall Jump

Jump is primarily used to cross small gaps, and to get that little bit of extra distance that you need to cover enough distance to make that grapple that would otherwise be out of your reach. Wall jump is used as a means to cover some vertical and horizontal distance on terrain where grappling wouldn’t be effective. It is also a really good tool to use in order to regain momentum after hitting a wall. It also serves as a way to save yourself from death when you have overshot/undershot your desired location.
Coin/Time System
Coins are spread throughout each level and indicate to the player the optimal path. By following that path and collecting the coins, the player not only gets to the end of the level faster, but they also have time taken off of their score by consecutively collecting them. The more coins that the player collects consecutively, the more time is taken off for that coin combo.
Feature Details

This section delves deeper into each feature, and gives the reader a very detailed description of what each feature does. It attempts to describe everything someone needs to know before starting to physically create the game. A scale reference is provided below for whenever “units” are referenced, the camera is 32 units by 24 units as shown below.
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The Plunger Lunger

This tool allows for the player to shoot and swing. It is the core mechanic of the game.
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Plunger Shot

To perform a Plunger Shot the player simply aims the mouse toward where they want to fire it by clicking and holding the LM-Button, the plunger gun then fires a plunger projectile up to 7 units away. The plunger continues until it successfully* reaches an interactive object. Then, depending on what object the plunger collides with, it then enters the corresponding state attached to that object. If the shot fails to collide with an object, the plunger projectile automatically reels itself back to the player immediately.
Figure 1- Plunger Shot Diagram 
If the plunger projectile collides with a blank surface, the player enters a “Swing State.” While in a Swing State, the player enters a physics-based point-suspension, allowing the player to swing back and forth as a person would on a rope swing. The physics of the swing, however, are tuned to intentionally move in a way that allows the player to get to the fast part of the swing much quicker than someone would in real life. The swing looks strange initially, but feels really good within the context of the game.
In a “Swing State” the player can now perform a Plunger Swing. The player may then unattach themselves from the Swing State by releasing the LM-button.
Plunger Reel

[image: image26.jpg]


While in a Swing State, the player can use “Plunger Reel” to move up and down the plunger rope with precision by using W and S. This multi-purpose mechanic allows the player to avoid obstacles while swinging. The player can move up and down the line at a speed of 5 units a second, which is quite fast. The player needs to have this quick control in order to perform to the best of their ability. See Figure 3 below for example. 
Figure 2- Plunger Reel Speed

It also allows the player to reach even higher speeds by reeling in on a swing just before the player lets go. Think of how a yo-yo goes faster when the string is shortened. If the player reel
Plunger Swing

While in Swing State, swing back and forth by alternating A and D or holding down either A or D. Think of a child on a swing set pumping his/her legs back and forth to go higher and higher with every swing. From a stationary swinging position a player could perform a full circle from the axle point they are currently on in 4 seconds if they alternated directions, or 1.5 seconds if they simply held the button down. The optimal way to gain momentum is to just hold down one of the directions, but we included the alternating diagram to show the changes in the player’s speed when you change directions mid-swing. It should also be noted that the player’s momentum will be slower when the rope length is shorter, i.e. when the player has reeled in very close to the grapple point.
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If the player gains enough momentum, a play can even do a full circle from the axle, allowing them to swing around in circles and gain incredible amounts of speed. The distance that the player travels is based off of the player’s momentum and angle upon release of the plunger grapple. 
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Surfaces

Overgrown Surface

· Cannot be plunged to.
Blank Surface

· Can be plunged to.
Special Surfaces
[image: image29.png]



Button


Activating a button opens a door, which allows the player to get into an area that they would otherwise be unable to. A button is activated when the plunger shot collides with it.
Flytraps


Flytraps are hazards that can be used similarly to blank surfaces; only these surfaces reel the player in slowly and kill them upon contact. They serve as both a friend and as a foe.

Run
Running in Plunger Lunger is intentionally quite simple. The player can move either left or right by putting in the desired input. We wanted to make the player feel sluggish when on the ground in order to emphasize the importance of using the Plunger to speed up his/her movement.
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Acceleration is present in the character’s running, but not emphasized very much. When the player first starts running, there is a 0.2 second time frame where the player accelerates from idle speed to top speed, which makes them travel a total of 1 unit. It is only in the game in case people need to make tiny micro-adjustments when they are in a dangerous area. This can also affect jumping. For example, if the player is going left at top speed and then decides to change directions and jump, their jump will be noticeably less powerful than if they waited until they hit top speed in that direction and then jumped.
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Jump/Wall Jump
Jump is primarily used to cross small gaps, and to get that little bit of extra distance that you need to cover enough distance to make that grapple that would otherwise be out of your reach. It is useful for overcoming hazards that don’t require the player to actually use their plunger. Not to mention that it is a universal staple for platformers. 
Wall jump is used as a means to cover some vertical and horizontal distance on terrain where grappling wouldn’t be effective. It is also a really good tool to use in order to regain momentum after hitting a wall, this is important because we always want the player to be able to be going fast as often as possible. It also serves as a way to save yourself from death when you have overshot/undershot your desired location.
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Wall jump works exactly the same way as jump does; the player covers the same amount of distance both vertically and horizontally. We use the same code for the jump and just apply it to when the player is touching a wall.

At all times, when the player is in the air, they have some degree of air control, which must be taken into account when the player is in the process of a jump, wall jump, or in free-fall. The air control is very minimal and the player moves on the X-Axis 4 units per second assuming the player is falling on the Y-Axis with no current movement on the X-Axis. If the player is already at top speed on the X-Axis, the player can move 8 units on the X-Axis while at top speed. It takes 0.5 seconds of movement in the opposite direction while in mid-air to completely decelerate to the point of no current movement on the X-Axis. See below for a visual representation of air control.
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GoreCam

The GoreCam is the cinematic camera that focusses on the player’s death. We noticed that the player died a lot, so we made a feature to cater to it. We made the player’s death as spectacular as we could, there’s about 7 different particle effects happening at once: large red squares represent the players blood, yellow, red, brown, orange, and black pixels represent the bits of the player, and a severed head flies off at high speed – all within a widescreen crop-box. It’s actually all quite beautiful. 
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Coin/Time System

Coins 
Primarily coins guide the player down the critical path of each level, by following the coins any player should be able to finish a level without getting lost or turned around. Coins should never lie; they should always take the player where they need to go. This means they can’t lead them backwards or into hazards. Coins also subtract from your total time for the level, each coin subtracts .2 of a second but we will get into this further when we talk about Tiers.
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SuperBoxes
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Some players like to challenge themselves, making death defying swings over saws and under lasers just to retrieve a few coins. We want to reward this behavior, that’s where SuperBoxes come in. SuperBoxes will be placed in hard to reach areas along the player’s path; those players of high skill will be able to retrieve them without losing time off their score. Each SuperBox contains 15 coins, dropping the player’s total time by 3 seconds for retrieving them. Money Bags do not count towards coin combos or tier rewards.
Tiers

When a player collects a coin it subtracts .2 of a second from their time, but when the player collects coins in quick succession they receive a greater reward. There are five tiers: Good, Great, [image: image34.jpg]2) Plunger projectile
collides with blank
surface

1) Plunger shot fired b
*
g
’

P 3) Playernowin
’ “Swing State”



Epic, Awesome, and Fantastic. Achieving the Good tier grants the player 6 bonus coins, the number of bonus coins rewarded raises by +6 for each tier; so Good grants 6 bonus coins, Great grants 12, Epic grants 18, Awesome grants 24, and Fantastic grants 30. To achieve the first tier of Good the player must collect 5 coins, each within 1 second of each other. For each tier after Good the player must collect another 5 coins, each within 1 second of each other. 
High Scores

Tracked by the amount of time it took a player to complete a given level, High Scores give players the chance to compare their skills and compete. Beating your own personal High Score can be a great feeling as well; it supplies the player feedback on whether or not they are improving over time.  High Score is determined by taking your total completion time for the level and subtracting .2 seconds of time for every coin collected upon level completion.
Miscellaneous Player Feedback
Player Trail
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A trail of numbers appears behind the character any time they move through the air, the colors and numbers of the trail represents current speed. Colder colors like blue and green indicate a slower speed while warmer colors like yellow and red represent faster speeds. The trail begins bright and vibrant but slowly begins to fade away, leaving a “rainbow” of numbers flowing from behind the character. This helps the player judge their speed and adds a very visually pleasing aspect to the game.

Plunger Rope

Whenever the player is grappled to a surface, they will notice that their plunger rope will be a certain color. The plunger rope cycles through the entire color wheel as the player reels in and out. This gives the player immediate feedback that their plunger rope is getting longer or shorter because the color is telling them so.
Particle Effects
We have implemented a particle system in the game that we use as a deeper layer for player feedback. When the player fires their plunger at overgrowth, they not only get a failure sound, but green particles appear as “leaves.” A similar thing happens when the player is sliding down walls to indicate that they can now jump off of that wall, except it happens every frame that they remain stuck to the wall.
Single-Player Game

Overview


Swinging across spike filled pits, growing mutant vegetation, and smashing bee hives are only a few of the things you do as the boy genius, Kinley! The steps taken to complete a room are always different, it requires the player to apply the skills they’ve been taught throughout the game in different ways, to find solutions and solve the puzzle. Here are a few examples of the steps you would complete as the player to finish a room.

High-Level Experiences

The player character begins on the left side of the screen; a pit of spikes separates them from a ledge to their right. Above the pit of spikes is a single grey block with a pulsating X that marks the grapple point. The grapple point is surrounded by overgrowth which the player cannot grapple to. In order to cross the pit the player must successfully grapple to the point and then swing across the pit. If they don’t get enough height then they will probably swing into the spikes, so it’s a good idea for the player to jump before attempting the grapple.

In this instance the player has found a section of a level that does not move horizontally but vertically; a passage – like a hallway going straight down - lined with fly traps stands between the player and the end of the level. The walls are lined with overgrowth so they can’t grapple down and the fly traps are evenly spaced along both walls so they can’t avoid them by sticking to one wall. The player must begin sliding down the wall nearest to them, and then when they are about to hit the fly trap beneath they must wall jump to the opposite wall, slide past the fly trap and repeat until they reach the bottom.

This level starts the player at the highest point and then they begin to swing lower and lower into the level until they hit the bottom. Here they find a very wide and tall passage that is so tall they can’t see the top, there are saws lining one side and growth the other so grappling up the walls is not an option. A grapple point flashes on the ceiling right before the passage. The player must swing on the point, gain momentum, and then “catapult” themselves to the top of the passage where the ceiling can be grappled.

The player character begins on the left of the screen with a laser lined pit between them and the opposite ledge. Two saw blades move back and forth across the player’s path, a grapple point hangs just before them with enough room to allow the player to swing 360 degrees while keeping the saw blades in camera. They player must swing around the block and time their release so they fly through the saw blades without being killed, a trail of coins runs between the saw blades denoting the most common or easiest path.

From the get go this level is full of danger; the player begins on the left side of the screen right in front of a giant line of saws. The line of saws begins to move from left to right, chasing the player through the level. Avoiding hazards along the way while staying ahead of the moving walls of saws will take every bit of skill the player has, but the feeling of success afterwards is like none other. There is also a shortcut in the level lined with lasers, with a skillful swing and release the player can throw themselves through it and save themselves a lot of time.

Story

Kinley is a boy genius, and like most boy genius’ he does his best work in his secret laboratory hidden away beneath his parent’s condo. Being a boy genius is lonely work, as it turns out inventing fantastic machines doesn’t leave a lot of room for socializing. One day while feeling lonely, and probably a little bored, Kinley decided to create his own friend; one that would never leave his lab.

After days of hard work his creation was finally complete, the Paralinguistic Affection Library, or “PAL” for short. PAL, an AI that lives in the lab’s computers; his purpose was to keep the lab clean and to aid Kinley when working on his inventions. None of this seemed fun to PAL though, so he thought up a new purpose with his super advanced artificial intelligence. Botany!

PAL began destroying the lab, using Kinley’s inventions to tear open machines and computer consoles like tin cans; and then began filling them with dirt and planting flowers to Kinley’s horror. Something had gone wrong, some decimal point misplaced, or a pair of wires crossed over, whatever it had been it wasn’t good. Kinley activated his lab security but it was already too late, PAL had tricked the system into viewing Kinley as an enemy!


After being ejected from the lab Kinley ended up in the laboratory basement, vines were already growing up the walls and beginning to choke his precious machines. Thinking fast as always, Kinley went to the spare bathroom on that level where one of his oldest inventions was waiting; the plunger gun, an old and simple contraption that he hadn’t used for years.


Originally designed with sanitary restroom maintenance in mind, the plunger gun is not exactly a miraculous invention but it gets the job done. Now Kinley has to use his plunger gun in ways he never thought possible, his whole laboratory, his inventions, everything he has worked for hangs in the balance.

Icing on the Cake


If you look at most of the high quality games that “Valve” has churned out over the years, you begin to notice a trend. Little, seemingly unimportant things seem to crop up in their games that really put it over the top. Things like the writings on the walls from Left 4 Dead, where survivors write to their loved ones and offer guidance or warnings to other survivors. If you look at Portal 2, there are those “Remember Your Paradoxes” signs where it instructs the Aperture staff on how to incapacitate robots during a hostile robot takeover by simply reciting “This statement is false.”

It’s all in the details, and we plan on having similar signs in our game that both set the mood for the environment and make people laugh.

Single-Player Progression

Beat Charts

The beat charts below represent the intensity and difficulty that is found as the player progresses throughout every room.

 For more detailed explanations of what is happening throughout the levels please look at the level design section with in-depth descriptions of every level.
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Sector 1 Beat Chart
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Sector 2 Beat Chart
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Sector 3 Beat Chart

As seen above, the difficulty of each level tends to peak near the end.  Sectors two and three are definitely the most challenging and provide their own unique difficulties that the player needs to overcome.

Progression

The progression in Plunger Lunger was designed so that just about every level has a new puzzle mechanic or interact able object the player hasn’t seen before.  This is done so that every room feels fresh, and provides a new challenge that hasn’t been encountered before.  There are three levels consisting of five rooms each, and as the player progresses through a certain level the difficulty increases.  In Level one the focus was around plunger mechanics and how it can be used in different ways.  In level two, much focus is around fire and how it could interact with different objects.  Not only that, but the Piranha plant is seen for the first time, and it’s used in a unique way because in one room it’s acts as a tool to aid in platforming, and in another it’s an obstacle that must be destroyed.  In level three the focus is on ice and water, providing a brand new surface that makes platforming that much more difficult because of how slippery the ice is.  By adding new mechanics the player hasn’t seen before, or twist them and use them in different ways from room-to-room, it makes more a fresh gameplay experience from beginning to end. 

In the diagrams of the levels below, there is an intensity chart that is used for the every step of every room – this shows the progression throughout the levels.  Every level starts out fairly slow, and in the end the levels become much more difficult and challenging for the player.  Every level has an easy start, and a difficult finish and this is because we wanted to provide a break in gameplay – If it was always very intense, the feeling of difficulty would wear off quite quickly.  It was important for us to create a steady balance between simplicity and complexity in our level design, and make certain sections more challenging than others.
Hours of Gameplay

Plunger Lunger consists of three levels with five rooms in each.  The time taken to complete a room varies on the complexity of it, usually ranging between 30-60 seconds.  Due to deaths throughout the course of the game, and trial and error, Plunger Lunger is a 15-20 minute experience.

Victory Conditions


In order to win the game, the player must successfully complete all 15 rooms. The true victory, however, comes in beating the record times for each level.
Camera System

Overview

[image: image37.jpg]


Plunger Lunger’s camera system is very simple. The camera is almost always centered directly on the player. The only time that the camera ever leaves that position is when the player gets to the edges of the map. The camera is 400x300 pixels or 32x 24 units. Below is a reference for the camera size in comparison to the player and world.
Design Choices

The purpose of keeping the camera always focused on the player is so that the player can see their surroundings at all times. The player has enough information to know when they are approaching danger, and the mechanics give them enough time to react, if they are quick enough.

Working with Flashpunk offers us some benefits in that the world is 2-dimensional which makes making a camera system much simpler. On the other hand, we are limited in options of “smoothing” the camera. Because our game is only 400x300 pixels, it can make the camera to appear shaky as it moves from pixel to pixel during small movements. In order to combat this, we put pressure on the player to finish the level as fast as possible so that they are always movingby adding a timer, thus making the camera’s jitteriness unnoticeable due to the fact that the player never has to make very small/short movements. It is an interesting opportunity where a simple design choice allows us to get away with an otherwise HUGE programming hurdle that would essentially be impossible.
Perimeter Prison

In order to keep the camera from leaving the level and revealing an empty canvas, we put a perimeter prison around the levels. Whenever any of the camera’s sides comes in contact with the edge of the level, it won’t move past it, and thus the player becomes off-centered from the screen until the camera leaves the perimeter again. As a side note, this also makes for a cool change of pace from the otherwise static camera.
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The Game World

Overview


The game world of Plunger Lunger takes place in a boy genius’ laboratory. So, naturally there are a lot of things to watch out for, like saws and lasers. But what makes it even more interesting is that the lab has become recently overgrown with plant-life due to the misguided robot who is now the boy’s villain. Now it is a giant laboratory of tech-meets-plants which throws in even more variables like giant thorns or man-eating fly-traps.
If I Plunge It, Something Fun Happens


This has been the overarching theme of the game since its inception. If there is one thing that this world should reward the player for doing, it should be for using the plunger gun. Everything in the game world reacts to the plunger gun in some way; from a goofy sound cue, to a Piranha Plant gobbling up the rope and eating the player if they’re not quick enough to escape. If it doesn’t react with the plunger in some way, shape or form, it doesn’t make into the game. We have made it vital to make even the seemingly mundane, fun in some way.

The Super-Secret Underground and Overgrown Laboratory


The world takes place in a boy genius’s laboratory. There are all sorts of crazy gizmos and machines. This personal sanctuary serves as an area where Kinley could do whatever his little heart desired, and he has gotten very creative with his fan placement which allows him to move supplies around with relative ease. However when the lab becomes overgrown by plant-life, it adds a whole new amount of complexity that Kinley has never encountered. The player must learn to use a long list of objects to overcome obstacles and change the world around him. From turning a pool of water into ice, so that he can get across, to lighting a crate on fire and moving over a bunch of overgrowth so that it may be traversed. There are seemingly limitless amounts of possibilities in this laboratory, and discovering those are be key to the enjoyment of Plunger Lunger.

Level Design

Overview


This section shows all the levels in our game in fairly high-detail and maps out the player experience based on intensity. The levels introduce new elements of gameplay as they progress and the legend displays those changes as they occur.

Level Design Philosophies

1) Every hazardous object is bigger than the player and kills him in one hit.

2) Organic surfaces cannot be plunged to.

3) A level should have either a puzzle focus, or a platforming focus

Level Design: Rooms 1-15
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Intensity Chart: Throughout the following level diagrams there is an intensity rating for the corresponding steps within that room – these represent the difficulty required to complete it.  

  Low: The current step is very simple and provides a small break in gameplay.
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Mediocre: The current step challenges the player but usually doesn’t provide a difficult puzzle, or obstacle large enough to make the player stop and think about how to proceed.

High: The current step is quite difficult, whether it be a tough puzzle that forces the player to think, or a fast reaction based event.
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Very high: This current step is very difficult and incorporates a tough puzzle that forces the player to think and experiment, or a fast reaction based event with no room for error and are most likely be completed through trial and error.

The Three Level Design Themes

Each level in Plunger Lunger has a theme that correlates to how it’s designed to be played, and they are…  

Flying Squirrel – A flying squirrel level contains large open spaces and requires many aerial movements from the player in order to complete it.  

Flow – Levels designed around flow have rhythmic pattern, and repetitive fluid movements.  For example swinging from left, to right, to left, would contain flow because it is repeated in a smooth pattern.

Entrapment – Small, tight levels that require precision and accurate movement in order to avoid obstacles and death. 

Growth Sector

Goal – The goal of the Growth Sector is the get players prepared and ready to approach the difficult levels which are found later on in the game.  Many of the sequences in these beginning levels are repeated in different sections of the Growth Sector because of how often they are going to be encountered in the Security and Incinerator Sectors.  By completion of the first five levels, the goal is to get players comfortable enough with the controls that they can transition into the next portion of the game fairly easily. 
Legend:

S = Start of level                           ---            Green Squares = Overgrown Surface
F = Finish of level                         ---            Grey Squares = Blank Surface
Yellow Dots = Coins                     ---
Brown Squares = SuperBoxes      ---
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Level 1 - Flow
Description - The first level focuses on teaching the player all the mechanics of the game which include jump/ wall jump, plunge/ swing, and reel.  The level contains little death and is meant to get the players comfortable with the controls.   

1 –  Low - Player is required to use jump to cross gaps and wall slide into a wall jump
2 – Mediocre -  Introduced to grappling and swinging.  Must swing across a gap and then wall slide into a wall jump to avoid death, this is than followed by some swinging sequences.  
3 – Low - Introduced to swinging around a block, which provides an increase in speed.
4 – Mediocre - Must plunge a block and reel in, in order to avoid death and finish the level
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Level 2 – Flying Squirrel

Description - Contains many open spaces for swinging and movement.  Players are introduced to moving platforms and the understanding that spinning around certain blocks are required in order to continue though sections of a level.  This is a fairly aerial level that compliments plenty of free movement.

1 – Mediocre - Perform some simple swings and then swing around a block in order to gain speed and make it up the high section of the level.  
2 – Low - Spin around the block and fly upwards – wall jump off the wall if there isn’t enough speed
3 – Mediocre - Navigate around the moving platforms and activate the button to open a door.  Swing up the last portion of the level and wall jump if moving to slow.
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Level 3 - Flow

Description – This is the first level with flow due to swinging, as oppose to regular movement on the ground.  Players are introduced to a safe version of the common ‘S’ swinging pattern that is used often later on in the game – this is seen in section 3.  

1 – Mediocre -Wall jumps are stringed together and then used to swing across the gap.
2 – Mediocre - Swing up the long section and then fall down the drop.
3 – Mediocre - Plunge the blocks and swing in an ‘S’ formation to the exit.  Note: Although this is a reversed ‘S’, the swinging pattern is the same.
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Level 4 – Entrapment/ Flow

Description – The first ‘mixture’ of level themes, entrapment and flow, that are seen in the game.  The beginning three sections  focus on entrapment, because this is the first encounter with a level requiring very precision based movement, there is room for error due to how large some of the spaces are.  The last quarter of the level contains a fluid flow in movement through swinging to wall jumps to swinging, and then reaching the exit. 

1 – Mediocre - Wall jump to plunge the fly trap and reel in to swing over onto the ledge.  Plunge to the block ahead.
2 – High - Using accurate movement, spin around the block and let go at the right moment in order to pass the corridor of spikes and fall down the narrow drop.
3 – High - Wall jump from wall to wall and avoid the fly traps, cross the small gap and then plunge the block on the roof and swing across the large pit. 
4 – Mediocre - Wall jump up and plunge the fly trap, swing upwards and out of its reach and wall jump to the exit.

[image: image46.jpg]T T e T e e e e S O



Level 5 – Flying Squirrel

Description – A very open level, expanding off of the previous Flying Squirrel level, this one expands on the openess that was seen in level 2.  This level can be completed very fast if players time their swings corectly and travel at high speeds.  There is death at the bottom of all the pits, originally the first 2 pits crossed didn’t have death, but this was changed because of how boring it is to walk in case the player misses a swing.  Since death is fun, and respawns the player immediately, this was the optimal option – include death from the beginning of the level even though it’s only level 5.

1 – Mediocre - Connect swings and pass over the pits.
2 – Low - Swing around the block and gain enough speed to launch upwards.
3 – High - Plunge onto the blocks and link your swings together to then wall jump up the narrow passageway.
4 – High - Wall jump and plunge the fly trap to swing to the exit.

Security Sector
Goal – In the Security Sector we wanted to test the player’s skills learned in the first five levels, but at the same time expand on them.  Ultimately, the player should be very comfortable with the controls by the end of this sector and be prepared for Incinerator.  Although we are wanting players to understand how levels should be completed and what is required of them to do, it doesn’t mean that completition will come easily - death will be more frequent than before because we want the game to become very challenging as players progress. 
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Level 1 - Flow

Description – First level of the Security Level summarizes what was learned in the Growth Sector.  Contains sections of moving platforms, swing/ plungeable points, fly traps, and wall jump.  This level was designed to bring everything together and prepare players for the more challenging segments found in level ahead.

1 – Low - Wall jump and plunge onto the moving platforms, then fall down the drop on the other side.
2 – Mediocre - Plunge the blocks and cross the pits, then swing as far up as possible to reach the high block on the left.
3 – Mediocre - Continue up the tall section and then swing into a wall jump to a safe ledge up above.
4 – Mediocre - Using wall jump, plunge the blocks that hang from the ceiling and continue down from leadge to ledge.  On the final block swing over the saws to the exit.  

Level 2 - Flow
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Description – This level is all about flow.  It contains the very fluid S-like swinging pattern that connects into a final - timing required - spin.  The directional keys are only needed to be used twice, once to get off the starting platform, and the second to spin around the final block.  

1 – High - Swing from block to block in a back and forth, S-like motion.
2 – mediocre - Plunge onto the final block, spin around and avoid the saws to perform a perfectly timed swing.  
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Level 3 – Entrapment/ Flow

Description – The beginning section of this level solely utilize jump and movement, providing some difficult time-based platforming around obstacles – entrapment.  However, with the fluid connections of swings in tight spaces, there is a strong sense of flow as well.  

1 – Low - Not being able to use the in this beginning section, players must using the moving     platform to wall jump up and over saws to make it to the safe ledge on the other side.
2 – Mediocre - Plunge from block to block then descend between the two saws to a safe ledge.
3 – High - In a back and forth motion plunge the blocks from right to left to right. 
4 – Mediocre - Plunge the final block near the bottom of the pit and spin in circles to gain speed and reach the top ledge where the exit is.
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Level 4 – Flying Squirrel 

Description – This is a very large level due to the amount of distance covered from long swings.  Death is becoming more frequent, but we want players to feel more comfortable with performing large swings in different directions – left, right, up and down.    

1 – Mediocre - Swing from block to block.
2 – High - Swing diagonally and avoid all the saws around.  Cross the pit and swing up to the block with rings around it. 
3 – High - Swing in circles and land on top of the ledge.
4 – High - Swing up and pass through the wall, then fall downwards and swing to the exit.

Level 5 – Entrapment
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Description – Containing many moving lasers, saws, and fly traps, this level is very punishing for improper movement.  For an entrapment level it’s quite open, but this adds to the challenge because the player hasn’t encountered this in any previous levels.

1 – Very High – Plunge the block and avoid the moving saws and lasers.  Plunge to the blocks further ahead and begin to wall slide down the far wall.
2 – High – Wall slide in to jumps and avoid the saws, then plunge to the blocks ahead.
3 – High – Navigate around the blocks while avoiding the moving saws.
4 – High – Reel out while hanging off of the final block and swing around the wall to the exit.
Incinerator Sector

Goal:  The final sector of Plunger Lunger is supposed to be the most challenging.  Players have learned all the mechanics necessary to play through any level, and are going to be tested through difficult scenarios that push them to the limit.  All in all, we want players to have an extremely difficult time in getting to the end of a level without dying, and achieving the lowest time possible.
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Level 1- Entrapment


Description – This is the most open level in the game – requiring some exploration by the player to complete the level.  Many little swings around saws and lasers are needed to complete it, providing difficulty and making this an entrapment level.

1 – High - Fall down the safe ledge below; navigate through the level and around blocks while avoiding saws.

2 – High - Make a choice of direction to complete the level, than continue to avoid saws and plunge blocks until the exit is reached.
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Level 2 - Flow



Description – The only level in the game that requires the player to go to the end of the level where they’ll activate a button, and return to the beginning where they’ll reach the now opened door.  The ‘S’ formation is seen in this level except, as oppose to previous levels, it’s completely surrounded by deadly saws – very challenging but flow heavy.  

1 – Mediocre - Fall down and plunge the block to reach the safe ledge above. 
2 – Very High - Swing into the ‘S’ formation and avoid the saws, then land on the block in the center of an open area.


3 – Very High - Plunge the button, opening the door near the beginning of the level.  Players must now traverse it in reverse.

Level 3 – Entrapment/ Flying Squirrel

    Description – With many moving saws, navigation is tough due to the precision required to get by safely, however there are still open spaces that need long swings to continue on.
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1 – Very High - Swing on the blocks while avoiding the moving saws.
2 – High - With large swings, cross the gap and avoid saws.
3 – Mediocre - Swing down and plunge the block in order to spin around and launch upwards to the exit.

Level 4 - Entrapment
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Description – Jump and wall jump is used more than the plunger in this level.  It has very narrow spaces and requires very accurate movements in order to complete it.  

1 – High - Use wall jump to avoid the saws and slide down the wall.
2 – Very High - Plunge the blocks on the roof and time the swings to avoid the moving saws.
3 – High - Wall slide into a jump and avoid the moving lasers, then jump safely to the small ledge.
4 – High - Drop between the saws and wall slide into a jump to make it to the exit.

[image: image56.jpg]A A A A A A A A A A A

CEECEEFEEETrT

I R




Level 5 – Flying Squirrel

Description – A very open level that requires players to swing into areas they can’t even see yet.  

1 – Very High - Spin and swing to the blocks ahead while avoiding the saws.  
2 – High - Time the jump between the moving saw, swing against the wall and slide into a wall jump to avoid the wall saws.
3 – High - Plunge the block above and swing between the saws, then continue down the reversed ‘S’ shaped section.
4 – High - Spin around the final block up the passageway and to exit while making sure not to touch the saws on the wall.

Progression

The progression in Plunger Lunger was designed so that just about every level has a new puzzle mechanic or interact able object the player hasn’t seen before.  This is done so that every room feels fresh, and provides a new challenge that hasn’t been encountered before.  There are three levels consisting of five rooms each, and as the player progresses through a certain level the difficulty increases.  In Level one the focus was around plunger mechanics and how it can be used in different ways.  In level two, much focus is around fire and how it could interact with different objects.  Not only that, but the Piranha plant is seen for the first time, and it’s used in a unique way because in one room it’s acts as a tool to aid in platforming, and in another it’s an obstacle that must be destroyed.  In level three the focus is on ice and water, providing a brand new surface that makes platforming that much more difficult because of how slippery the ice is.  By adding new mechanics the player hasn’t seen before, or twist them and use them in different ways from room-to-room, it makes more a fresh gameplay experience from beginning to end. 

In the diagrams of the levels below, there is an intensity chart that is used for the every step of every room – this shows the progression throughout the levels.  Every level starts out fairly slow, and in the end the levels become much more difficult and challenging for the player.  Every level has an easy start, and a difficult finish and this is because we wanted to provide a break in gameplay – If it was always very intense, the feeling of difficulty would wear off quite quickly.  It was important for us to create a steady balance between simplicity and complexity in our level design, and make certain sections more challenging than others. 

The Physical World

Overview


Our world uses a tile based level design system where we divide the level out onto a grid, and place certain objects in areas that fit within that grid. This allows us to easily tweak player movement values, make art fit into the game world, and makes the level design easy to whitebox and prototype.

Key Locations


We have 15 rooms in our game which are divided into 3 levels with 5 rooms each. For a look at all the levels, please refer to the Level Design section in The Game World.

As the player progresses through the levels, they will come across various checkpoints which appear in the world as a cloning machine. When the player passes through a checkpoint, their progress in the level is saved, and upon every death after, they will spawn at that location until the next checkpoint is reached.


At the end of each level, there is a Plunger Hut with golden doors. It is a nice visual that simply tells the player that they are nearing completion of the level and sets an immediate objective.
Travel


For player movement details please refer to the Feature Set.

Scale
The Player is at a standard scale of 1 unit in length and width. The objects in-game are either the same size as him or larger than him. This is done to create a sense of grand scale of the world around the player. 

Object Scale


Each object in our game has an amount of units it takes up on the screen. In the table below, a list has been given of the object name and its in-game scale. For the objects’ functionality, please refer to the Interactivity section in the Feature Set.

Scale is represented as LENGTH x WIDTH in units.
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	Name: Blank Surface

Scale: 1x1 Tileable X and Y-Axis.
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	Name: Saw

Scale: 3x3.Circular.
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	Name: Fire

Scale: 1x1 Tileable X-Axis.
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	Name: Button

Scale: 1x0.2
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	Name: Fly Trap
Scale: 3x3
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	Name: Overgrown Surface

Scale: 1x1Tileable X and Y-Axis
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	Name: Thorns
Scale: 1x1Tileable X and Y-Axis
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	Name: Lasers

Scale: 1x1Tileable X and Y-Axis
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	Name: Checkpoint

Scale: 3x3
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	Name: Plunger Hut

Scale: 3x3
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	Name: Door

Scale: 0.5x3
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	Name: Moving Platform

Scale: 4x2


Object Properties


For a comprehensive list of all the objects in our world, refer to the Interactivity section in the Feature Set.

Weather


Underground, there is no weather.

Day, Night, and Time


Day, night, and time is not a factor in our game because the lab is underground.

User Interface - Controls

Overview


The controls are optimized to give the player an intuitive experience. We have mapped the movement controls do be used completely on WASD, and give the option for players to jump with the spacebar in case that is what they are used to.

Holding Left-Mouse click fires the plunger at and an object, and if that object can be grappled to; the player will remain held until the button is released. While stuck to an object, the player can reel up and down with W and S, and jumping becomes disabled during that period.
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Game Interface - Menus

Screen Flow Diagrams

Overview


We have two menu types, the Main Menu and the Pause Menu. They both allow the user to accomplish most of the same things, however once the player is in game, they cannot access the main menu without exiting. These menus are simply meant to give the player a little more control over the game.
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HUD/On Screen Displays

Our game’s HUD features a timer which tracks the player’s total time in the level. It begins counting as soon as the level starts and doesn’t finish until the player ends the level. 

This is a full mock-up of how the GoreCam looks in-game. It looks almost like a home-video that captures larger-than-life violent death sequences.

At the end of each level, a “level complete” screen shows up which displays the final time that the player got on the level, the amount times the player died, the amount of coins that the player collected, and the amounts of each combo tiers that the player achieved: Good, Great, Epic, etc… See Tiers in the features section for more details.
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Musical Scores and Sound Effects

Overview


This section outlines the sound choices we are making for our game.

Sound Design

Main Menu Song – A retro-sounding, upbeat song that gives a happy mood which sets the pace for the rest of the game.
Level Complete Jingle – Memorable like a Final Fantasy battle complete jingle; could be similar to menu theme song.

Level 1 Soundtrack – Newgrounds.com music loop #1

Level 2 Soundtrack – Newgrounds.com music loop #2

Level 3 Soundtrack – Newgrounds.com music loop #3
Kinley Jump – Kinley should release a small grunt or breath when jumping, upon landing you hear the tap of his shoes hitting the ground.

Kinley Shoot – Firing the plunger gun makes a sharp click, when the plunger hits its target it will make a rubbery pop sound if it can stick to that surface.

Kinley Swing – The cracking whine of a rope under tension, with some air whooshing noises for when he swings at max speed.

Kinley Reel – The reel sound is a fast clicking, like a playing card stuck in a bike wheel or a roulette wheel.

Kinley Saw Death – The saw cuts through Kinley like plywood.
Kinley Land – Similar to jump but reverse, the tap of his shoes hitting the ground then a small grunt.

Fly Trap – Makes a snapping noise when it grabs your plunger, a munching sound can be heard as it pulls you in.

Vines – Vines make a creaking noise when you swing on them or climb them.

Ice – When sliding on ice there is a sound similar to wind, like a whoosh.

Overgrowth – When walking over overgrowth or when anything comes in contact with it, it makes crunching sounds almost like stepping on packing peanuts.

Honey – When you step on honey or an object touches it, the honey makes a gloppy, muddy sound like walking through a field in gumboots.

Cog – The cog should sound almost like the reed but slower and with heavier more lic sounds.

Conveyor – These don’t make noise.
Button – When the button is used you hear the sound of steam being released along with a few beeps and boops to make it sound like the button is accepting access.
Spike Death – When an object or character is impaled on spiked it makes a squishy death sound, like a watermelon crashing into a concrete slab.
Menu Button Press – Same as button press.
Legend





The first number represents the sector or “world”, and the second number represents the level within that world.
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