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1. Overview 

1.1. Genre – Retro Side Scrolling Beat ‘Em Up 
1.2. Target Audience – Mature (Gore, Strong Language, Violence) 
1.3. Game Backstory – You are hopelessly poor, in desperate 

need of money, no food, no home. Your last option… Exp. Co 
(Experimentation Corporation). You enrol on one of their 
experiments, the pay is good and you’ll be set for a couple of 
years. You knew you shouldn’t have signed up for it, but you 
were too desperate. As Exp. Co. experiments on you, you 
feel different, more powerful? Or weaker? After 3 weeks of 
experiments you finally collapse. The experiments on you 
result in a build-up of rage. You wake up in what looks like 
an arena, a sharp pain in your chest, snaps you out of your 
daze. You get up quickly and realise you are in a fight to the 
death. After succeeding to kill your opponent in combat you 
are contained in your arena cell. Several weeks of fighting, 
winning and fighting. You realise that these fights must be 
monetised and decided to not participate any longer, in your 
next battle you are completely destroyed as you don’t 
retaliate. Your body is ditched on the side of the road. As 
you rise from the dirt covered pavement, you feel the rage 
build inside of you. Now it’s time to exact revenge, let them 
feel your Fatal Rage! 

1.4. Game Concept – Fatal Rage is a Retro Side Scrolling Beat ‘Em 
Up, utilizing Android and Apple platforms and Multiplayer 
features, that will thrust the players into the shoes of an 
experiment gone wrong. Thanks to the experiments your 
new superpower is your Strength as you channel your Rage 
into fist pumping Fatality to exact your revenge upon Exp. 
Co. 
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1.5. Game Flow – The overall game flow (Story mode) goes from 
moving to moving and fighting to stand still and fighting, this 
could be in any order. The game flow in Vs modes would 
revolve around offense and defence reacting to the other 
player’s reactions. Practice mode offers the player the choice 
to perfect combos, so would transition from learning 
combo’s to executing them correctly. 

2. Game Structure 

2.1. Game Progression – The story mode will have an opening 
cut scene (skippable by tapping ‘skip’ button) and will allow 
you to live as the protagonist (after choosing your character) 
as they exact their revenge upon Exp. Co. The trailer will 
revolve around the backstory and will be different for each 
character in the game, to add on replayability, and to create 
more unique and defined characters. These different 
protagonists will have different “combos” and feel different 
from one another to offer more replayability. The player will 
be attacked by enemies as they progress and will 
occasionally have to stop until they kill all of the enemies in 
the area so they can progress. After five minutes the game 
will end and the player will be rated based on their score 
they have achieved, which will be added to a leader board, if 
they are connected to the internet, which will increase 
replayability as they compete against friends. The player will 
try to get as far as possible in 5 minutes, if the player 
reaches the end and kills the leader of Exp. Co. then the time 
left will be added to the score. The player will go from the 
downtown streets -> High streets -> Exp. Co. Headquarters. 
The background and throwable objects will be procedurally 
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generated to make each run more interesting and feel less 
repetitive. 

The Vs mode will allow the player to pick one of the 
protagonists from the story mode and use them in 
single/double combat (if they choose 1v1 or 2v2) against 
another real player encouraging competition between or 
with friends, after a few games the player will be rated 
based on win percentage so they can be matched against 
others of a similar skill level. Vs AI will be similar but using a 
difficulty modifier instead of a ranked system and the player 
will be against an AI.  

Practice mode will allow the player to perfect combos 
against a moving target that won’t attack, but may interrupt 
your combos if they are given enough time. 

2.2. Goals – The goal is to reach the end of the level within the 5-
minute time limit and defeat the Exp. Co. leader, whilst 
earning the highest score to compete on the leader board. 
In Vs mode the goal is to knock out the other player (reduce 
their hitpoints to 0). In practice mode the players goal is to 
perfect combos that they wanted to learn. 

2.3. Rules – If you die on story mode you restart the level  
If you die on vs mode, you lose the fight  
You cannot die on Practice mode  
After 5 minutes the game ends and your score is 
added to leader board  
If player completes the game the remaining time is 
added to players score and is submitted to leader 
board  
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If an enemy is hit enough times (dependant on 
enemy type for health stats) they will die  
If player’s health hits 0 they die  
 
 

2.4. Game Options – Sound (Toggle Mute, Volume (Music, SFX, 
Voice), Pause, Resume, Main menu, combo list 

3. Mechanics 

3.1. Movement – You move the character by touching the 
direction you want your character to move to, i.e. touch top 
right your character will move towards the top right. 

3.2. Objects – Weapons fall from enemies, as well as pick-ups. 
Environmental objects such as 
boxes can be picked up and thrown, 
can pick up things like fire hydrants/ 
telephone boxes (that are 
connected to the floor) when in rage 
mode. By tapping on an object that 
the character is able to pick up they 
will move over to it and pick it up. If 
the item is only able to be picked up 
when in rage mode, the character 
will move to the object and 
“attempt” to pick it up, ultimately 
failing to do so.  

3.3. Actions – Swipe to punch/kick in the direction you are 
looking. Certain combos can be used to produce special 
moves that have certain effects, similar to Street Fighter or 
Mortal Kombat. Tap on an object when near it to pick up the 
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item and use it in whatever manner it is supposed to be 
used (i.e. thrown, held weapon…). Tap on rage meter (when 
full – moving graphic on meter to tell player it is ready to 
use) to enable Rage mode.  

 

3.4. Combat – The combat involves the player swiping to attack 
the enemies and can also allow the player to combo attacks 
dealing more damage or creating certain states on the 
enemy (stunned, breaking an arm making them unable to 
attack with that arm and more sluggish etc.) the player can 
also use certain swipe/s to block enemies’ attacks although 
this would have to 
be timed quite 
well. If the player 
performs a combo 
the Protagonist 
will comment on it 
(ranging from how 
“pathetic” it was to 
how “awesome” it 
was). When the player enables Rage mode, the character will 
become enraged for up to 15 seconds (dependant on how 
full Rage meter was), the character will be able to use bigger 
objects (shown in 3.2 & 6.4) that they otherwise wouldn’t be 
able to. The character is invulnerable when in this state, 
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however the character can be stunned/ interrupted while 
attacking if they are too slow. Attacks in this state also do 
significantly more damage and the character’s model will 
change dramatically to show a MUCH more muscular person  

 

3.5. A.I – The AI will move towards the player to attack them, 
they may also move to objects or pickups and use them 
against the player. Depending on the difficulty picked by the 
player they will know different combo moves and will use 
them less or more often. If they choose a harder mode, the 
AI will know more advanced combo’s that do more damage, 
and will use them more often, which will be in contrast to 
the easier difficulties. 

3.6. Economy – There will be an in game economy that will allow 
players to buy cosmetic items for the protagonists. This can 
be earnt by playing through the story, (pay-out based on 
score will be a small amount) a win in Vs mode (pay-out 
small) or by 
buying it with 
real money 
(micro-
transaction). 
This micro-
transaction will 
be able to 
generate more 
income while not taking away from the base game or 
obstructing existing mechanics, keeping Vs mode fair for 
everyone and based on skill/mastery. 
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3.7. Space – The space in 
the game will be laid 
out similarly to 
Streets of Rage, with 
a depth factor, 
meaning players 
have to get their 
character lined up 
with enemies before 
they can start to 
damage them. 

 

4. Characters 

4.1. Character 1 

Name – Alexis ‘Round’ House 

Appearance – Brown long hair, green eyes, muscular, science 
apparel. 

Backstory – Alexis (formerly Alexandra), was a scientist working 
for Exp. Co. on the Rage experiment. She became curious about 
how this actually affected the subjects, and so decided to test it on 
herself to document the exact changes. Unfortunately for her it 
took over her mind and body, affecting her cognitive ability and 
making her lash out. Deemed as a failure by Exp. Co. they put her 
in the arena. Being ditched on the side of a road after a loss, 
Alexis know what she needs to do… 
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4.2. Character 2 

Name – Dave ‘Falcon’ Punch 
Appearance – Short brown hair, blue eyes, muscular, 
Backstory – As an engineer, Dave flourished in the past with the 
expansion of the city. Now there is no work, no construction. With 
nowhere else to go Dave turned to Exp. Co. After his rage 
mutation, Dave feels nothing but hate towards Exp. Co. 

4.3. Character 3 

Name – Jack ‘Eye’ Chan 
Appearance – Short black hair, brown eyes, muscular 
Backstory – Having been a Martial arts teacher for many years, 
Jack was able to live comfortably. After a riot in the street his Dojo 
was completely razed to the ground. Having failed to attain a new 
place to train his students, due to a lack of money, Jack turned to 
Exp. Co. With the promise of money to help him get a new Dojo, 
Jack gladly participated in the experiment…. Until it went wrong. 
Jack, like all of the other participants reacted badly to the 
experiment and was tossed into the arena, another failure. Jack 
never lost an arena battle, but instead broke out of the arena and 
searched for Exp. Co. headquarters, determined to get his money. 

4.4. Character 4 

Name – Bill ‘Drunken Fist’ Jones 

Appearance – Long grey hair, beard, blue eyes, muscular 
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Backstory – As a drunken bum, Bill used to participate in fights 
around the city to earn his keep. Due to an increase in fights in 
actual arena’s, Bill’s income dried up. With no where else to earn 
his money, Bill signed up for one of Exp. Co.’s experiments. With a 
promise of money and an actual place to call home! Bill was 
delighted at first, and grateful for the hospitality, he became used 
to the idea of living indoors, with hot water and food. After a bad 
reaction to the experiment, Bill was deemed a failure and tossed 
into the arena. With his blood full of alcohol, it didn’t take long for 
his first opponent to beat him, and to be tossed back onto the 
streets. Bill was angry beyond compare, having everything taken 
away from him, and vowed to destroy Exp. Co. 

5. Menu System 

5.1. Menu Screens 

Main Menu Diagram 
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Game Over Screen Diagram 

 

6. Game Elements 

6.1. Player Avatar 
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The player avatars will all look different from each other and will have 
different clothes and features based on their backstory (check 
Characters section), but will be much more muscular than normal 
people, this will become MUCH more pronounced when in Rage mode 
(used by tapping on Rage meter when full).  

6.2. Enemies 

Several different designs for each enemy type to show variety of 
enemies, size kept the same for each type of enemy, so player can tell 
what they should expect. 

Assassins – Small, quick and agile, do light damage but can combo for 
big damage. Cloaked in cloth loins almost like a ninja carry daggers and 
leap out of shadowy places. They should be smaller than the playable 
character. Low health (a couple of hits), low damage (with potential), 
very quick movement speed and lightning fast attacks that are hard for 
the player to anticipate. 

Thugs – Medium size, medium speed, they do a moderate amount of 
damage and can sometimes do combos for additional damage. Look 
not dissimilar from streets of rage thugs. They should be about the 
same height as the playable characters but not as muscular. Medium 
amount of health (a few hits), medium damage (some potential), 
medium movement speed (about as fast as the player) and a mediocre 
attack speed (again about the same speed as the player). 

Experiments – Humungous humanoids that have been transformed by 
Exp. Co. experiments, slow attacks that do huge damage and rarely do 
combo moves. Look as if they have had years of steroidal abuse and 
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super heavy weight training. Is that one picking up a van? They should 
be about as big as the playable character’s rage modes. High health (a 
lot of hits!), high damage (no potential), noticeably slower than the 
player in both attack speed and movement speed. 

Exp Co. Boss – Can be any or all of the previous enemies in one person. 
The boss could have really slow, hard hitting attacks but be as small as 
an assassin or vice versa or they could have all attributes (one size). 
This should be randomly generated when the player reaches the boss. 
The boss will more likely be able to use all of the attacks if the player is 
on a higher difficulty. Boss designs should not be able to “appear” as a 
normal enemy throughout the rest of the game and so should only be 
able to be seen during Boss battles to keep the boss looking unique. 

Boss is in a business suit when you first meet them and will rip off the 
suit and mask to reveal themselves (should be male and female 
designs). The boss should look expensive I.e. they wear gold fabric as 
an assassin, branded tank top as an Experiment, Big, gold Spikes on 
jacket as a thug. 

6.3. Blocks 

Description – The player is locked in the current view of the level 
until they have killed all of the enemies for the section, the amount of 
enemies will be randomly generated based on difficulty that the player 
has chosen. 

 Properties – The camera will not pan when the character moves 
so that it shows they cannot progress 
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 Graphics – There will be a graphic in the top right “Rage” in a 
stylized font similar to ……… When the player has killed all of the 
enemies in the wave the graphic will change to an arrow that tells them 
to move in that direction just like Streets of Rage. 

 

6.4. Collectables 

Weapons – Weapons will drop from enemies that are carrying 
them and can also be encountered in the game world at random 
locations or otherwise found inside containers (e.g. boxes) that 
are thrown at enemies and break open. These weapons can be 
used for a short time (approx. 10 seconds) and will increase 
damage output and change animations for the combos (i.e. 
punch, punch, kick, might become stab, stab, kick. After the period 
of use for the weapon has expired the player will be able to throw 
the weapon in any direction by swiping, if the player doesn’t do 
this within 1.5 seconds the weapon will be thrown in a random 
direction. 

Health pick up – Health pick-ups can be encountered by defeating 
enemies or inside broken containers. They are picked up by 
walking over them and will restore a portion of the player’s health. 

Rage Pick up – The Rage pick up can be encountered in the same 
ways as health pick-ups. They will increase the amount of Rage in 
the Rage bar. 

Objects – Certain objects such as boxes can be picked up and 
thrown at enemies, they will split open and could reveal a pick up 
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inside whether this be Health, rage or a weapon. Some objects are 
too heavy to lift for normal people, but when you use your Rage 
meter, objects such as telephone boxes and cars can be used as 
weapons or thrown objects. Rage mode will last for a maximum of 
15 seconds and the player will be invulnerable during this. 

7. Artistic Direction 

7.1. Mood Boards 

Game World – The game world should resemble something very 
similar to streets of rage using pixel art to feel more retro. Black 
edge around the screen to show a curved shape on either side to 
simulate old televisions, again making the game feel more retro 
(will only be on 
the two short 
sides of the 
phone to 
maximise screen 
space still 
viewable by the 
player).  I would 
like the visual 
theme to be like 
streets of rage but with more of a steampunk vibe as well, to 
make a more unique style. This would mean a lot of metal 
structures and maybe augmented humans/enemies. 
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Pickups – Pickup’s will be in the 
same style as Streets of Rage 
again. In this image we can see 
a bit of food, which would heal 
the player, food is an obvious 
indicator of health restoration 
in a game and I think this 
would fit perfectly. 

 

Protagonists – The protagonists will look very different from each 
other and will look similarly to people of their backstory (i.e. a 
person who devoted their life to science, will look like a scientist, if 
they are a woman, they will look like a woman etc.). Again I would 
like the characters to be similar to that of Streets of Rage 
aesthetically (pixel art) but with more of a steampunk influence. 

7.2. Similar Games 

 Game Name – Streets of rage (1991) 

          Game Wiki - https://en.wikipedia.org/wiki/Streets_of_Rage 

 Game Name – Double Dragon (1987) 

          Game Wiki - https://en.wikipedia.org/wiki/Double_Dragon 
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8. Technical 

8.1. Target Hardware – Android and Apple platforms 
8.2. Development Software – below is a list of the development 

software that will be used to create the game; 
 

Asset Creation – Adobe Photoshop 
Game Engine – Unity 5 

Game Scripts - Monodevelop 
Sound Design -  Audacity 

Trailer Creation – Sony Vegas Pro Studio & !Action 
Mind Mapping/Brainstorming – Coggle.it 

Game Promotion – Dedicated Website, advertisements 
(YouTube) 

8.3. In Game Controls – Swipe, tap, tap and hold 

Swipe – The player will be able to swipe to use attacks, certain combos 
of swipes (swipe right, swipe left, swipe right for example) will create a 
chain of attacks that deal more damage or executes a special move 
inflicting a stun or other ailment to the enemy. Swiping upwards will 
make the player jump and can be used for certain combos or to dodge 
enemies low/rolling attacks. Using the jump offensively could also 
punish enemies (as if landing on them) if they are on the floor 

Tap – Using tap functionality the player will be able to enable rage 
mode (by tapping on the rage meter when full), navigate the main and 
sub menu’s, and move the character around the game world/space. 
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The player can also tap on objects, when close enough to them to pick 
them up, this can include weapons and thrown items. 

Tap and hold – This will allow the player to move their character 
without having to constantly tap the screen the character will move 
towards wherever the player has tapped and held. Items such as pick-
ups (health, etc.) can be picked up by walking over them. 

 


