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Game Overview

Hi Concept

· Crazy Cross is a 3D 3rd-Person console-style role-playing game with an epic story similar to the Final Fantasy games.

Genre

· Console-style RPG

Key Features

· Humorous parody of console role-playing games

· Epic story that features multiple hours of cut-scenes

· Strategic battle system featuring the Aggravation Metertm
· Customizable characters using unique leveling system

· A quirky cast of characters

Target Platform

Minimum

· Windows 9x/NT/2000/ME

· PII 300Mhz CPU

· 64MB RAM

· 8MB OpenGL compatible 3D video card

· 1000MB free hard drive space

· Direct Sound compatible Sound Card

· CDROM

Recommended

· Windows 9x/NT/2000/ME

· PIII 800Mhz CPU

· 128MB RAM

· 32MB OpenGL compatible 3D video card

· 1000MB free hard drive space

· Direct Sound compatible Sound Card

· CDROM

Game Mechanics

Core Game-play

The main game-play is broken down into two engines: the exploration and battle engines.  The exploration engine is where the player will spend the majority of his or her time, as this is where the cut-scenes will be displayed.  The player can run around in fully 3D environments with the camera shifting automatically to facilitate movement.  Because the player is unable to jump and due to specific level design, the player will not have to worry about vertical movement unless the game is specifically scripted to do so.

Cut-scenes occur during the exploration or “over-world” engine that help to move along the story through pictures and text.  Three types of cut-scenes can occur at a given scripted moment when the player accomplishes a certain task.  The first type of cut scene is run fully 3D using the game’s engine.  This is referred to as an “in-game” cut scene.  In-game cut-scenes feature mostly a scripted camera movement, while the characters share dialogue complete with little “expression” images showing how the character looks when they say their lines.  If the dialogue is important enough, it is also accompanied by voice acting to help properly stress the lines.

The next type of cut-scene is referred to as a “slideshow” because it is completely made up of 2D images.  Most often, these images will be hand-drawn and occasionally will be in black and white to enhance the mood of the cut-scene.  The third and final type is the most cinematic, called the “cg” cut-scene because it is a full-motion video rendered out from a Computer Graphics 3D Modeling package.  Audio is overlaid on the video as well as text if the character is supposed to be speaking.  Because of the large size of full-motion video, this type of cut-scene will be seen the least often but in general is the most rewarding and impressive.

As the player moves the main character through certain areas of the game, they are prone to sudden random encounters with enemies.  This results in a screen transition followed by a brief loading period into the “battle engine”.  The battle engine is quite different than the exploration engine in that the player no longer directly controls where the characters move but, instead, directs what actions the characters take.  The battle engine is unique in that the player is able to control all characters in their party (a maximum of three at a time) at once rather than the exploration method where they control one character that merely represents the entire party.

The battle engine is a special effects-intensive part of the game where the attacks both the characters and enemies make can potentially be very flashy.  This includes the abilities that characters can use through the level-gaining system that accompanies the battle engine.  After a battle in which the player has at least one character with above 0 health and the enemy is defeated (has 0 or less health) then the player has won the battle and gains “level-points” for each character that participated in the battle.  Outside of battle in the exploration engine they may bring up the “main menu” which has an option for them to distribute their level-points amongst attributes such as strength and defense.  Other options in the main menu allow the player to look at the statistics of their characters, change their equipment, and use items outside of battle.

Game-flow

When the player begins a game from scratch (without loading a saved game), they will be presented with a number of cut-scenes establishing the story and the style of game that the player can expect from future play (the story of Crazy Cross will be elaborated in great detail later in the Story section).  In the middle of these cut-scenes, they must fight the final battle from the first game, which is made much simpler so that the player can use it as a chance to get used to what a “boss” battle feels like.  This battle is set up to be an easy battle ahead of time so that the player does not lose the first battle and become disillusioned with the rest of the game.  After the player gains control of the character in the first level (the hospital), they are free to move around as they please.  This lets the player get used to the movement scheme and having to press the action button to activate objects such as the door to leave the room.  In the first hallway they are presented with NPC characters that the player can communicate with by pressing the action button when they are standing next to each other.

One of these characters initiates a cut-scene in which the player finds themselves being thrown out of the first level onto the streets where their first random encounters take place.  Because of the linear nature of the game and level, exploration is fairly limited and the player will be forced to eventually make their way down the street through the town to where the next cut-scene takes place.  In order to not overwhelm the player, the battles in these early areas are overly simple and not really a threat to the character’s well being.  If the player at any point has no characters left alive during battle, the game will end and proceed to a game-over screen.  The game-over screen will lead back to the main menu from which the player can load their last saved game.

In not too long a time, the player will be introduced to a new character who will join the party, bringing the total number of characters up to two (out of a total of three).  Not long after, they are forced to battle the first challenging “boss” monster.  If the player loses then they probably need to spend some extra time battling monsters and earning level-points to improve their characters.  This will be mentioned to the characters before the battle by an NPC they must talk to.  Once the battle is won, the characters are sent off to continue the game in the same style with fewer and fewer tutorial hints along the way.  The player is left to “discover” what remains in the game on his or her own.

Game-play Elements

Characters

Playable Characters

Lou - Lou is the main character, his fighting styling is par to none.  Although he is not the strongest character, his insanity gives him a few tricks up this sleeve that no opponent could imagine.

Nurse Emma - Even though she is the weakest of all the characters, her speed more then makes up for it.  As she learns how to fight from Lou, she will undoubtedly become one of the fiercest and deadliest fighters.

Tiny Jim - Don’t let a small thing like bum legs fool you, Tiny Jim is the strongest character in the game.  Knowing his weaknesses Tiny Jim will use the large caring hearts of his enemies to have them turn the other cheek as he lays down a solid blow from his crutches.

G. Zeus - This mysterious figure has a fighting style that heals the body instead of harming it.  His techniques will help Lou and the gang to survive.  Every adventuring party should have a G. Zeus.

NPCs

X-Professor - An Ex-Professor who knows the 'real' secrets of the universe.

Afro Pope - The Afro Pope is the leading force behind all evil.  He hires Tiny Jim to be hired muscle, and help him do evil things.   The Pope sports the worlds largest afro, so hey, he can't be all that bad.

Gill Bates - The ruler of the evil empire known as MacroShaft and the father of Tiny Jim.  He uses his money to buy things.  In order to win Crazy Lou 64: P.S. I love Lou, Lou and gang had to defeat him.

Yzarc Uol - A mysterious fellow that comes in randomly looking for the staple remover.  His power is unmatched and he is not afraid to use it. 

Dyo - A buff up man that is often mistaken for Dio

Dio - He's most likely an evil vampire dude, related to Lou in some way.  He probably has a stand too.

Eins - 1st German kid.

Swei - 2nd German kid.

Drei - 3rd German kid.

Vier - 4th German kid.

Funf - 5th German kid.

Sechs - 6th German kid.

Sieben - 7th German kid.

Peter - An over worked artist, who makes many appearances randomly for comic relief.

Will - Yet another over worked artist, who makes many appearances randomly for comic relief.

Raveena - Some person that made it to the last rewrite of the script.  I believe she is a girl and she drives things for you, i.e. her pirate ship.

Boss Battle List

Boss Battle #1 (Gill Bates) 

Abilities:  Money Toss

Description:  This boss is not very tough (he tosses money at you).

Boss Battle #2 (Raveena)

Abilities:  Swashbuckler

Description:  This boss is a female pirate who is good with her sword

Boss Battle #3 (Converted Jim)

Abilities:  Fireball type attack

Description:  This is just Jim, wearing a white robe, has a battle stance similar to Seifer from Final Fantasy VIII, with a battle stance similar to Seifer's

Boss Battle #4 (The Principal)

Abilities:  Book drop

Description:  This boss is a principal of a school and has the ability to drop books on our party

Boss Battle #5 (Jim)

Abilities: Crutch Dive

Description:  This boss is just regular old Jim from your party and he can do the Crutch dive

Boss Battle #6 (“Dio”)

Abilities:  Wrestling Elbow attack

Description:  This boss is a big wrestler type guy who can do a wrestling move

Boss Battle #7 (Dyoh)

Abilities:  Stop time

Description:  Wearing yellow with a black vest, can stop time so that he gets some extra turns

Boss Battle #8 (Gill Bates’ Mech)

Abilities:  Double attack with both guns, always counterattacks

Description:  A huge Mech with two big guns for arms, and no legs

Boss Battle #9 (Jagi)

Abilities:  Double barrel shot

Description:  Big tough guy with a mask and a shotgun, who can do a double barrel shot (shotgun does half damage to party member adjacent to Jagi's target)

Boss Battle #10 (Afro Pope)

Abilities:  The Afro Ensnare

Description:  He's a really small guy with a huge afro and a pope outfit, who can do an ensnaring attack with his afro that paralyzes someone for a while

Boss Battle #11 (Yzarc Uol)

Abilities:  Eight X attack

Description:  Looks like Darth Maul crossed with Id from Xenogears who has the ability to hit eight times sometimes.

Bass Battle #12 (Yzarc Uol again)

Abilities:  Same as other Yzarc Uol

Description: Same as other Yzarc Uol

Monsters
Bounty Dog - A generic dog model that will be used throughout all general areas of the game.  The Bounty Dogs will become stronger in every new area where random battles can take place.  The Bounty Dog will have a basic attack, a weak "tail between the legs" attack that will hit the entire party, and a charging bite attack that is stronger then it's regular attack.

Yakuza 1  - Japanese mafia that are found all over the world.  They just attack, very simple.

Yakuza 2 - Japanese mafia that are found all over the world.  They just attack, very simple.

Post apocalypse Gang 1 - This model will only be used in the post apocalyptic city, and will only have a basic attack.

Post apocalypse Gang 2 - This model will only be used in the post apocalyptic city, and will only have a basic attack.

Bear - The bear will be in any parks or forest locations.  The model will be used multiple times for stronger bears.  Like most monsters they just have a single attack.

Polar Bear- Same as Bear.

Dead Gold Fish - A weak monster with a basic attack, found in the beginning of the game.  There will be harder versions of the dead gold fish later on. 

Dead Mambo Fish - Same as Dead Gold Fish but is stronger and found in the middle of the game.

Vending Machine - A strong monster located in any buildings in the game.  The Vending Machine has two attacks, a basic attack and a stole change attack, which steals gold from the party.

Programmer - A strong fighter with a good attack located anywhere a programmer shouldn't be.

Flying Pig - Basically the same thing as the Paper Airplane Guy but his stronger.  Located near the end of the game.

Black Mercedes - A really nice car.  It has a lot of hit points but doesn't fight back.  Not a random battle monster, It is fought once when Lou and the gang want revenge on Dio.

Dead Hage Fish - Same as the other fishes but are located at the end of the game.

Items, Weapons, and Armor

Items

Glue - Refills a party’s member HP by a low amount. 

White Elmer's Glue - Refills a party’s member HP by a medium amount.

Super Glue - Refills a party’s member HP by a high amount.

Crazy Glue - Refills a party’s member HP to full; plus 1 extra hit point.

Paste - Refills a party’s member AP by a small amount.

Rubber Cement - Refills a party’s member AP by a large amount.

Dye - Refills both HP and AP to full for one party member.

Ether - Knocks out one party member.

Elixir - Knocks out the entire party.

Smelling Salts - Wakes up one party member who is knocked out and refills a low amount of their HP.

Gosh Awful Smelling Salts - Wakes up one party member who is knocked out and refills their entire HP. 

Expired 2% Low Fat Milk - Wakes up all party members who are knocked out and refills a low amount of their HP.

Miracle In A Bottle - Refills both HP and AP to the entire party.

Weapons

Lou’s Weapons: Staplers

Plastic Mini-Stapler - This weapon gives Lou a small amount of extra attack power.

Bionic Stapler - This weapon gives Lou a medium amount of extra attack power.

Omni-Stapler - This weapon gives Lou a huge amount of extra attack power.

Tiny Jim’s Weapons: Crutches

Wooden Crutches - This weapon gives Tiny Jim a medium amount of extra attack power.

Hydraulic Crutches - This weapon gives Tiny Jim a large amount of extra attack power.

Adamantium Crutches- This weapon gives Tiny Jim a huge amount of extra attack power.
Armor

Contact lenses

8 Ball - Who ever wears these lenses gain a low amount of speed.

Cat Eyes - who ever wears these lenses, gain a medium amount of speed.

Bloody Eye - Who ever wears these lenses gain a large amount of speed.

Tinted-
Who ever wears these lenses gains extra AP.

Snake Eyes- Who ever wears these lenses gains 100% hit accuracy.

Evil Eyes- Who ever wears these lenses gains extra strength.

Scratched Lenses - Who ever wears these lenses are immune to things.

Socks

Nylons - The wearer gains a little bit of speed.

Gray tip, white socks - These socks give a little defense and speed to the wearer.

Red socks - These socks give medium speed.

Striped socks - These socks nullify slow.

Two Right socks - These socks add strength to the wearer.

Wool Socks - These socks give medium defense.

Long Johns - These socks give the wearer both medium defense and speed.

Steel Wool Socks - These socks add a large amount of defense, but takes away a little speed.

Knee-High Socks - These socks add a large amount of speed.

Runny Nylons - The wearer gains a lot of speed.

Wooly Socks - The wearer gains a large amount of defense, strength and speed.

Underwear

Fruit-of-the-loop: grape - adds a little defense to the user.

Fruit-of-the-loop: banana - adds a little defense to the user.

Fruit-of-the-loop: apple - adds a little defense to the user.

Fruit-of-the-loop: strawberry - adds a little defense to the user.

Boxer Shorts - Adds a little more defensive then the Fruit-of-the-Loop series.

Boxer Mediums - Adds a little more defensive then Boxer Shorts.

Boxer Longs - This adds a bit more defense then Boxer Mediums.

Panties with dots - Same amount of defensive capabilities then the Boxer series but monsters have less aggravation towards the wearer.

Panties with hearts - Same as the Panties with Dots, with a little extra defense.

Panties with flowers - Same as the Panties with Hearts, with a little extra defense.

Bermuda Shorts - Gives the wearer added medium defense.

Egypt Shorts - Gives the wearer added medium defense but are stronger then Bermuda Shorts.

Patriotic Shorts - Gives the wearer added medium defense but are stronger then Egypt Shorts.

Trunks - The wearer gains extra speed and medium defense.

Trousers - The wearer gains extra strength and medium defense.

Pink Lingerie - The wearer gains a strong medium defense and monsters are less aggravation towards them.

Black Lingerie - Same as Pink Lingerie, but stronger.

Silk Lingerie - Same as Black Lingerie, but stronger.

Tighty Whities - The ultra-stretched cotton gives the wearer a huge defensive advantage.

Loin Cloth - Adds nothing to the wearer but speed. 

Commando - This undergarment is strong and allows the wearer to blend naturally with his or her environment so any enemies have a smaller hit accuracy.

Wooly Underwear - This blessed underwear gives a huge amount of defense, strength, speed, and more AP.

Rusty Chastity belt - This rusted metal is almost the ultimate defense.

Rusted Chastity belt - This rusted metal is the ultimate defense.
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Abilities and Summons

Abilities

Lou

1st Level Choices (Offense/Defense)

Dynamic Lou – Increases Lou's strength and defense for the rest of the battle.

Sanity Kidney Block – Lou blocks attacks for entire party by jumping in the way.

2nd level Offensive Branch

Crazy Heart Strike – For a small amount of HP, Lou can do a much more stronger attack.

Underwater Basket Weaving Tongue – Lou’s aggravation meter increases, while other party member’s aggravation meters decrease.

2nd Level Defensive Branch

Eskimo style block and punch (offensive Choice) – Once used, Lou will counter-attack immediately when hit for the duration of the battle (or until he gets killed).

Instant Stitch – Adds 10% of a person's total hp to all party members at end of a round
Nurse Emma

1st Level Choices (Speed/Damage)

Pre-med side step – The Enemy will miss their next attack.

Waiting Room Fury – Emma's Next attack will do double damage.

2nd Level Speed Branch

Double Shift (Speed choice) – Emma's speed is doubled for the remainder of combat.

Blitz Prescription – Emma attacks twice.

2nd Level Damage Choice

Surgeon’s Precision Kicks (Speed Choice) – hits all enemies a random amount of times (might depend on aggravation meter)

Euthanasia – 80 percent chance of killing enemy outright, else does 1.2 x damage (might depend on aggravation meter, or whether in a normal or boss battle).
Tiny Jim

1st Level Choice

Sympathy (Hey I'm a Cripple) (Avoid) – Lowers Jim’s aggravation meter.

Crutch Stab – If Jim has the lowest aggravation meter, he does double damage.

2nd Level Avoidance

Pity (overlook) – Jim is no longer affected by attacks that affect everyone, only attacks directed solely at Jim.  He loses AP every time this ability would be used.

Crutch Dive – Leaps off Screen, does more damage, but takes a while (standard FF style Dragoon Jump).

2nd Level Crutch Stuff

Crutch Dance – Jim deals massive amounts of damage (while dancing in the extreme).

Crutch Drain – Steals HP.
G. Zeus

1st Level

Fist of vigor (single) – Both heals a target and increases their max HP (temporarily) a small amount.

Fist of AP – Gives the target a small amount of AP.

2nd Level Single

Mercy Fist – Restores a character to Full HP, but also raises the aggravation meter towards G. Zeus.

Fist of life – Revives a fallen comrade with half hit points, but also raises the aggravation meter towards G. Zeus.

2nd Level Multi


Fist of Fury – Everyone in the party adds their attacks to G. Zeus’ attack (without using up the others’ turns).

Meteor Fist of Well-being – Restores some HP to everyone in the party.
Summons

Lou
Neo-Jahn - Cell phone #: 1-800-ROC-MATH.  Neo-Jahn uses one of his many math techniques to do massive damage to all enemies.

Nurse Emma
When Developers Attack - Cell phone #: (425) 556-8749.  The Developers (us) each use an attack for massive damage on all the enemies.

Tiny Jim

NullSpace - Cell phone #: (1231) 980-7689.  A huge Robot from Space (NullSpace Model) slowly lowers down of the battlefield and shoots lasers all crazy like at the enemies.

G. Zeus
Karmic Retribution - Cell phone#: (old) 2DS-KOOL.  One of the four Karmic Retribution 2 characters, fully in its 2D form and scaled largely to show texture, falls from the sky and does an attack.

Game Physics and Statistics

Movement

Movement is done only in the Over-world and is in real-time.  The player can move the party, depicted as a single character, forward, backward, and rotate them in both directions.  The player will normally walk, but has the option to run by holding down the run button, however there is a greater chance to encounter an enemy.  The player will not be allowed to jump.  The player controls the character’s movement using four keyboard keys, such as the directional buttons, or W, A, S, and D.

Collision

Collision will be handled by using a separate file containing collision information.  The collision information will be grid based and include height information.  The height information will be used to position characters at the proper height as they walk up ramps and stairs.  The only collisions possible are with the party and the level, such as walls or trigger points.  Trigger points will activate scripted events.

Statistics

Party Statistics

The party will have the following statistics:

· Gol (money) – the monetary unit for our world.  It is gained from winning battles.  Gol is used to purchase items from vendors and stores.

· Time (real-time spent playing the game) – It serves no other purpose than to let the player know how much time they’ve spent on Crazy Cross.

The party will have a list of current party members.  It will also have an inventory of items.

Character Statistics

Each character will have the following statistics:

· H.P. (Hit Points) – how many hits a character can take before going unconscious

· STR (Strength) – a modifier to damage dealt (measured in hits)

· DEF (Defense) – a modifier to damage received (measured in hits)

· SPD (Speed) – determines initiative and how often a character takes a turn

· A.P. (Ability Points) – used to do abilities

Each character will also have lists of Abilities and Summons.  Abilities are special moves that have unique effects in battle.  Summons are cell phone numbers of characters who can be called upon to help out in battle.

Level Points System

Overview

Level Points are used instead of levels and experience in Crazy Cross.  Players earn level points by completing a battle, and can use the level points towards acquiring new abilities for their characters or for improving the above stats (HP, AP, STR, DEF, and SPD).

Earning Level Points

At the end of every successful battle, all characters in your party get one level point.  At the end of a boss battle, every player gets ten level points.

Spending level points

Once your character has points to spend, you can enter the menu and decide how to spend them.  The more powerful things, like learning a player’s summon or a new ability, cost more points.  Raising one’s stats is cheaper, and depending on balancing, may give more than one point in increase per level point spent.

Level Points and Fleeing

When in a battle, any character can attempt to “Flee”.  If successful, this allows the entire party to escape from the battle.  The success is dependant on the character’s total number of level points vs. the enemy’s total number of level points.  If you have more than the enemy, you have a 75% of successfully fleeing; otherwise you have a 0% chance.

Item Statistics

Items include: weapons, armor, and others.  Other items have unique abilities, such as smelling salts that revive unconscious characters.  Weapons and armor can have one or more modifiers to STR, DEF, and SPD.

Weapon Statistics

· STR (Strength) – a modifier to strength 

· DEF (Defense) – a modifier to damage received (measured in hits)

· SPD (Speed) – a modifier to speed

Armor Statistics

· STR (Strength) – a modifier to strength

· DEF (Defense) – a modifier to damage received (measured in hits)

· SPD (Speed) – a modifier to speed

Battle Equations

Battle Equations use the character’s statistics after any modifications, such as those given from weapons, armor, and other items.  The turn sequence for battles is based of off each character’s SPD.  The character with the highest SPD goes first.  This is accomplished by using the following equation:

Initiative = ( 1 / SPD ) x number of turns taken

This is done for each character and whoever has the lowest resulting initiative goes next.  Whether a character hits successfully is calculated by using the following equation:

Chance to Hit = ( attacker’s SPD - ( ( defender’s SPD + defender’s DEF ) / 2 ) + 80 ) / 100

This gives the percentage chance to hit.  A random number generator is used to determine if the attacker successfully hits.  If the attack is unsuccessful, nothing else is calculated.  If the attack is a success, then damage is calculated, and/or other effects from the attack are applied.

Damage is calculated by using the following equation:

Damage = attacker’s STR x 5 – defender’s DEF

Note:  Damage should never be negative, even if the defender’s DEF is more than five times the attacker’s STR.

Artificial Intelligence

General Information

A.I. will be relatively simple for our game.  The only A.I. required is target and action selection.  All characters in the party are controlled directly by the player and need no A.I.

Enemy Precepts

Each group of enemies a player battles uses a shared aggression meter.  This means that each enemy in the group has the same aggression level as all the other enemies in that same group.  The aggression level varies towards each member of the player’s party, however.  Enemy target selection uses the aggression meter to attack the player with the highest aggression level.

So for example, Lou might have attacked with a taunt and raised his aggression level up to 60%.  Since Emma is only at 20% and Jim is at 35%, the enemy will attack Lou.  Since the player knows the enemies’ aggression level towards each party member they can factor that into their battle strategy.

Enemy Actions

Enemy actions include attacks and abilities.  These abilities are covered in more depth in the Game-play Elements section.

Specific A.I.

The only specific A.I. will be enemy A.I.  Everything else will be either scripted or player controlled.

Enemy A.I.

The entirety of enemy A.I. is selecting a target and action.  The party member with the highest aggression level is the target.  Enemies will have a cyclic or possibly pseudo-random set of actions.

User Interface

Overview

The UI in Crazy Cross is divided up into the two main sections of game-play: the battle engine and the non-battle over-world engine.  The UI objects and UI paths available are quite different, so they will be dealt with one at a time after the basic controls are introduced.  All UI objects mentioned in the Controls section will be elaborated on in the following sections.

Controls

The control scheme is modeled after the controls used in games like Squaresoft’s Final Fantasy and Chrono Trigger/Cross games.  Crazy Cross will be controlled using the keyboard or a game pad.  The buttons and keys can be assigned to the following functions:

	Game Command
	Keyboard Example 1
	Keyboard Example 2
	Game pad Example

	Up/Down/Left/Right
	Arrow Keys
	A, S, D, W
	D-Pad

	Action
	Ctrl
	Space
	Button 1

	Cancel
	Alt
	Esc
	Button 2

	Menu
	Esc
	Enter
	Button 3


When in the battle engine, Up/Down/Left/Right will navigate the menu choices, Action will make selections, and Cancel will back up one menu.  Menu will do nothing in this mode.

When in the non-battle over-world engine, Up/Down/Left/Right will move your party around the map, or, if in a menu, it will navigate that menu.  The Action button will allow the user to trigger events in the over-world map or advance through dialog, while the Action button in menus will make select a choice.  The Cancel button will also advance through dialog, as well as allow the user to back up a single menu or to leave the main player list menu.  The Menu button is only used when in the over-world view and the user would like to enter the main player list menu.

Battle UI

Every time a user gets into a battle, the battle engine kicks in, and all control of the player characters now happens through a menu-based UI.  The style is once again reminiscent of Squaresoft’s many RPGs, including the venerable Final Fantasy series and the Chrono games.  The UI in the battle engine encompasses not only the menus, but a display of each characters basic stats like their name, hit points (HP), both current and max, their ability points (AP), both current and max, and the aggravation meter associated with that character.  An example of that UI appears below:

[image: image1.png]



The Blue square on the lower left corner of the screen is where the user chooses actions for the characters in battle.  The actions are then carried out by the characters, and the battle progresses.  A basic flowchart of all menu choices would look like this:

For each “ACTION” bubble in the above flowchart, the user must choose a target.  The target can be any of the enemy monsters or any of the player characters.  The user must be able to target his own teammates in order to use certain items and abilities like heal potions.

Over-world (non-battle) UI

Text Boxes

The User Interface in the over-world is made up of text boxes and menus (similar to those in the battle engine).  A text box is basically text with a border around it.  A text box can also have a picture of who’s talking in it.  The following is an example of such a text box:
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A text box will wait for the user to press the Action key before the user can move on.  A text box will appear for every piece of spoken dialog in the game.

Menus

The menus in the over-world include the following:

1. Main Menu/Player List (from pressing the Menu button).

2. Save/Load Game (in order to save the progress the player has made).

3. Buy/Sell (when in a shop)

Main Menu/Player List Mockups

Overview and Player List Mockup

[image: image3.png]Help Area

Frank Johansen
Strength: xxx
Defense: xxx
Speed: xxx

Al Gore
Strength: xxx
Defense: xxx
Speed: xxx

George Bush
Strength: xxx
Defense: xxx
Speed: xxx

HP: XXXX / XXXX
AP: XXXX [ XXXX
Level Points: xxx
Total Lv| Pts: xxx

HP: XXXX / XXXX
AP: XXXX [ XXXX
Level Points: xxx
Total Lv| Pts: xxx

HP: XXXX / XXXX
AP: XXXX [ XXXX
Level Points: xxx
Total Lv| Pts: xxx

> Items
Equip
Status
Lv] Pts.
Config
Quit

GOz XXXXXX
Time: XX:XX:

Location




This is the first screen you would see directly after pressing the Menu button in the over-world.  This screen gives you a quick list of all players in your party and their basic stats.  You can move through the menu on the right with the Up/Down buttons and select a choice with the Action button.  The 6 choices are:

1. Items – Takes you to an item list screen where you can scroll through your list of items to see what you have (see Item List mockup and description below).

2. Equip – Allows you to select a character and then change the equipment that character is currently using (see Equip mockup and description below).

3. Status – Allows you to select a character and view detailed stats for that character (see Status mockup and description below).

4. Lvl Pts. – Allows you to select a character and assign unused level points to that character’s stats and abilities (see Lvl Pts. Mockup and description below).

5. Config – Allows you to view and change configuration options like sound/music volumes and the color of the UI (see Config Mockup and description below).

6. Quit – Allows you to quit out of the game.  There will be a confirmation “Are you sure? Y/N” dialog box before proceeding.

Items Mockup
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The Items screen will display all items in a scrollable list, and allow the user to alphabetize the list.  The list will initially be in the order that the user has obtained the items.  Certain items can be used directly from this list.  Most items cannot, however, and will be displayed grayed out (unlike any of the items in the above picture).  Any usable item, when selected, will pop up a menu to select the target that the item should work on (i.e. characters currently in the party).

Equip Mockup
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The Equip screen allows the user to change the weapons and armor currently being used by the various characters.  First one of the player portraits is chosen (top), and that changes the lower left frame, which contains a brief list of stats for the selected character, as well as the weapons and armors currently in use by that character.  The player can then choose the weapon or any of the three armor slots to change, and control is then moved to the right frame, which contains a list of all the items in the inventory that could be placed in that slot.

As the player scrolls through the items in the frame on the right, the second column in the left frame changes based on how the different stats will be affected.  If a stat would increase, the new number is drawn in Green.  If it would decrease, it is drawn in Red.

The player can back up from any selection by pressing the Cancel button.  For example, if the player started selecting a weapon, but decided he/she didn’t want to select one after all, he/she could press Cancel to return to the left frame.  Pressing cancel again would back the player up to the player selection (top), and pressing it one final time would back to the Main Menu/Player List.

Status Mockup
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The Status screen simply has a complete list of stats for a given player.  The selection of the current viewed character happens like in the Equip menu (at the top).  The HT (height), WT (weight), Blood Type, Age, Sex, and Job are all ?? for all players EXCEPT Lou, whose job is Protagonist (as shown above).  This is a parody of Silent Hill 2.

Lvl Pts. Mockup
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The level point distribution screen allows the player to use level points he/she has gathered through the various battles found throughout the game.  Each ability takes a certain number of level points to unlock (not shown in the above picture), and you have to unlock the main ability in order to get the sub abilities (for example, in the above image, the player has obtained “Ability 1”, but not “Ability 2” (as “-Ability 1a” and “-Ability 1b” are selectable, but “-Ability 2a” and “-Ability 2b” are not).

Level points can also be used on the different stats (strength, defense, etc).

Config Mockup
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The config screen allows selection of the different configuration options available in the game.  This is all rather self explanatory, except for the colors at the bottom, which will be explained right here:

The Upper left and Lower right colors are the colors at the corresponding corners of each box drawn by the UI.  For example, there are 5 boxes in the above screen, all with blue in the upper left corner, and a lighter blue in the lower right corner, with a gradual gradient between the two.  Changing the R, G, and B (red, green, and blue) sliders will change each color.

The Background color is the color behind the Main Menu/Player List menus and the Text color is the color of the text.

Shop Mockups

Main Shop Mockup
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The shops located around the world allow the player to buy new items and sell old ones.  Shops are “entered” usually by talking with someone selling something, or by entering into a door marked “Shop”.  When you “enter” a shop, the over-world view transitions to the above view, where the player can choose to buy or sell items.  That choice dictates which of the following two screens appear.

Shop Buy Mockup
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In the above screen you first choose which of the items being offered you would like to take a closer look at.  This is done by highlighting it (using the Up/Down buttons).  If the item highlighted is a weapon or armor item, then the mini stats view on the bottom shows how that item would affect each player.  If it would improve a stat, then that stat turns green.  If it would make a stat worse, then that stat turns red.

Once you want to make a purchasing, pressing the Action button moves focus to the frame on the right where you choose a quantity with the Left/Right arrows.  The price reflects the total price (a.k.a. single price * quantity).  Pressing Action again makes the purchase for the selected amount of that item.  

Pressing Cancel on the item selection frame will back up to the first shop menu.

Shop Sell Mockup
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This is very similar to the last screen, only the list is of the items you have in your inventory.  The indicator in the upper right corner allows you to see how many of the selected items are currently equipped on characters vs. how many are available to sell (any equipped item cannot be sold until it is unequipped).

Save & Load Mockup

The game allows you to load a saved game to start from (instead of starting a new game), and to save a game currently in progress.  This is done through the save/load screen (the two screens, one for saving and one for loading, are visually identical).  The screen shows the players who are currently in the party (using the small portraits from the Player List), as well as a brief summary of the game, including the Location in the Crazy Lou world, and the Time they have spent playing Crazy Lou so far.  Also, there is an indicator specifying which save file it is (numbered), and what disc they are on (assuming our game ends up taking more than one CD…).

The screen will look like this:
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GUI Objects List

The above UI objects were made up of the following elements:

· A Font

· Border Images

· Background colors (upper left and lower right)

· Text (for dialog, menus, etc)

· Selection Icon

· Character Portraits

· Sliders (for Config menu)

These objects can be grouped into the following classes:

· Text Box – contains a font, border images, text, and a portrait (optional)

· Menu – contains a font, border images, selection icon image, menu text, and Sliders (optional)

These are the basic elements that make up all the UI objects in the game.

Story

Back story

The following is a recap of “the story so far” for those who are unfamiliar with Crazy Lou, or haven’t played it in a while and would like a recap.  The back story is here to both get the development team in the right frame of mind in reference to the people, places, and things of the Crazy Lou world, as well as to fill in the developers on what players who have played the first game already know about the world.

A Brief History in the Time of Lou

Before Crazy Lou 64, as was originally scribed in the pages of the Crazy Lou 64 GDD

Lou is a Vietnam War veteran who was in action during the final months of the war.   During his assignment in Vietnam, Lou happened to discover one of the last remaining, if not the only existing, Underwater Basket-weaving Fist Temple out in the jungle while he was on a “Search and Destroy” mission.  Thinking that it was a Viet-Cong installation, Lou entered, ready to shoot at anything that moved.  However, before he knew what was going on, he was disarmed and pressed onto the ground with his arm twisted behind him.  From that point on, Lou was captivated, and fascinated, by the graceful movements of the art.  Lou decided to dedicate the rest of his life to the mastery of this discipline.

Lou was taken into the brotherhood of the pupils of the temple and was taken in as a son by the grandmaster (as he does with all his pupils).  However, after years of training, Lou discovers, and cannot come to terms with, the cruel code of the art.  Furthermore, as Lou’s training progresses, the destructiveness of the art slowly causes internal conflict to develop within him.  One side of Lou wants to use the power of the fist to make the world bow down to him, while at the same time one part of him wants to use the fist as it was intended to and therefore use it only to resolve the injustices of the world. 

Finally, the day came when either Lou or Tao was to be chosen as the successor.  The gruesome battle ended with Lou’s bloody victory.  Although Lou hesitated to give Tao the finishing blow, his master pressured him into taking Tao’s life.  Lou was now the rightful successor to the art of Underwater Basket Weaving… until it was discovered that Lou had cheated on the written portion of the examination.  In the years Lou spent at the temple, Lou had mastered Underwater Basket Weaving, but had not yet mastered the Vietnamese Language.  Lou thought that the verbal skills were a trivial matter in order to succeed Underwater Basket Weaving and was sure that this was just another bureaucratic thing that had to be done.  Thus, Lou made a cheat sheet of Chinese characters, which he used to copy his answers onto the answer sheet.  However, the Grand Master did not take this well.

Lou was now stripped of his title as the successor to the art and therefore, seeing no reason to stay, he decided to leave the temple and return back home to Bluemond, where he planned to use the art in whatever way he chose to.  However, the grandmaster would not allow it, and this broke out into a bloody battle in which Lou came out as the victor.  Lou, having killed his ‘father’, left the temple to carve out his Empire.  However, leaving the temple also meant returning to the real world, and as soon as he landed in America, he realized that his fist, although very powerful, would be no match against the United States Armed Forces.  Thus, he gave up on his ambitious dream of world domination just like that.  However, Lou then realized that he had therefore killed his ‘father’ for absolutely no good reason and, as a result, goes through a period of depression followed by self-denial and finally a mental breakdown with a partial loss of memory (especially the part about killing his ‘father’).  He then wakes up in a hospital bed from which this game begins.

During the events of Crazy Lou 64

Wandering around the hospital aimlessly left Lou very little to do in terms of adjusting.  After a freak battle with a hospital patient in which Lou performed the Underwater Basket-Weaving Fist technique of the Navajo-style Moon-sault Elbow Drop, he caught the attention of a nearby nurse.  The nurse, named Emma, turned out to be looking for someone just like Lou, one who could teach her all about the ways of Underwater Basket-Weaving Fist so that she would be powerful and never again have to watch people suffer.

The dynamic duo leave the hospital with the blessing of the somewhat kooky staff and off into the expansive world of Bluemond.  Random people on the street dropped hints that they should head over to the local bar “Bo’s Tavern” and see what the young crippled boy was crying about.  When they approach him, he introduces himself as ‘Tiny’ Jim, a young man who was injured in a bare-fist duel with a Ryu-ish character.  The duel left him with a permanent scar on his chin or so he said, and he was trying to raise money to have it repaired.  Lou was impressed by the young man’s conviction despite the fact that he was crippled and offered to let him join the group.  Jim’s ulterior motive in joining the group was actually just so he could be close to the delectable Nurse Emma, but as bonds would form between the three of them they would come to realize it was fate which had placed them together.

Their journey was open-ended from this point, and they chose to spend their time adventuring about Bluemond, socializing with the locals and fighting random battles.  Luckily, they kept purchasing a constant supply of glue with which to heal their wounds.  It is also important and interesting to note the left socks they would continue to find throughout their journey, even though this would have very little effect in the story.  In Bo’s Tavern they met a cast of colorful characters including Bo the bartender, Biff Blavin his loyal customer from the Post Office, Darla the grouchy waitress, and Cheyenne the timid waitress who spent the rest of Lou’s quest hiding in the bathroom when he decided to pinch her butt.  It was here they would waste away the hours playing mini-games like trivia, craps, or blackjack with the dealer Rio.

The next stop led them to Roujin Park where they fought a mythical beast that descended upon them from the heavens, the Kirin.  After the battle, it was revealed that the creature belonged to the wise Sage of Knowledge who offered to give them clues about their quest.  In the opposite corner of town, Blue Sky Park offered a great getaway with sights such as the bristling sands of the town sandbox.  They encounter a funny old man who longingly requests for a dead seahorse, but that the group would need a shovel to dig one up for him.  In the park’s sandbox, Emma has a horrible flashback to her disturbed childhood where she was all alone with no mother.  They take the sandbox shovel, leaving the park and memories behind.

In the third and final park of Bluemond, the Happy Happy Joy Joy Park, all was not well.  The trees had long since died and it was well known that an animal graveyard was hidden away in the back.  The animals there were all already dead, but Lou in his mental stupor chose to fight them anyway, taking damage when they ignored him.  Emma and Jim chose to ignore this side of Lou.  Near the back of the park they encountered the Sage of Knowledge Dash Turbo Alpha, who claimed to be the true intellect in Bluemond.  While none of his answers made any sense, Lou had to give him credit, he certainly had an impressive name.  At the cemetery, Lou and company were turned away by the security guard.

Utilizing all of his resources available to him, Lou had Emma and Jim distract the guard while he snuck around back with the shovel to collect the dead seahorse.  Jim mustered up all of his strength and began the dance of the Dance Dance Revolutionary.  With a couple of missteps, the security guard began to lose interest, but Jim pressed on, leaking blood out of every joint and orifice, and completed the most intense dance of all time.  Lou, meanwhile, got the dead seahorse and escaped unnoticed, so the party was able to continue their journey.

Giving the seahorse to the old man in Blue Sky Park netted them the rickety old Geometry Book, which unleashed the awesome power of the summon “Jahn”.  The intrepid team would take this power with them on the train ride to what they knew would be their final destination, the towering structure of Macroshaft, a company that had long since bought out Bluemond and the neighboring 50 cities to use as its base of operations.

The group struggled through incredible adversity by beating their way through two floors of Killer Nerds and Random Lawyers before activating the company’s llafretaw, or upside-down waterfall.  Riding the stream of water, the arrived at Gill Bates’s chamber.  This is where the story of Crazy Cross will refer back to in the beginning.  It is revealed that Gill Bates is, in fact, Jim’s father and that he has plans for global domination that the group decides they must stop.  A tremendous battle ensued, the results of which no one could be prepared for.  Nevertheless, despite all the adversity he had gone through, Lou awakens in the hospital once more to find that none of it had ever happened.  Or had it?  This is where the story of Crazy Cross begins.

Summary of Crazy Cross

A Brief Summary of Crazy Cross:

1) Lou and company must defeat Gill Bates in a flashback to the end of the first game.  This is done using cut-scenes from the original game with added content specifically to increase the parody value of the sequel.
2) Waking up in the hospital, the player wanders around until they discover the nurse, Emma.  Lou tries to remind her of who he is but she does not remember him and, in his efforts to remind her, gets himself thrown out of the hospital.
3) Lou heads immediately to Bo’s Tavern where he knows ‘Tiny’ Jim will be waiting.  The player will run through the streets of Bluemond, encountering a few battles, to accomplish this.  Not learning from his encounter with Emma, he makes all the same mistakes and gets Jim angry with him.  Confused and saddened by all that has happened, he chooses to visit the tavern’s folks where they all tell him that Blue Sky Park is a better place to relax.
4) In Blue Sky Park, a cut-scene takes place in which the park is assaulted by giant robots and Lou jumps into one to save the wildlife.  There is a player-controlled battle here, which the player cannot lose.  Afterwards, the park is destroyed in a whirl of chaos instigated by Lou.  He wakes up in the hospital once more.
5) Meeting with a strange man from the park, who identifies himself as G. Zeus, Lou is led back to the park, which is now mostly flaming wreckage.  Upset environmental protesters force Lou to leave town for good, so he and G. Zeus decided to look for a mysterious artifact, which can undo things that have been done and would restore Blue Sky Park to its former peacefulness.
6) The cave that leads to the neighbor town is not long but is full of random battles and a boss battle at the end with a pirate and her crew.  After the battle she pledges to help Lou and his friends out by piloting any vehicles they encounter in the future.
7) In the town, a strange occurrence is happening.  All of the adults are missing.  Lou decides to investigate and winds up going through a short Hedge Maze filled with random battles only to emerge upon a giant party celebrating Oktoberfest.  Here there is a good deal of cut-scenes in which the Afro Pope is introduced and the plant Herbeous is under attack.
8) Confronting Jim, who is trying to destroy the plant, Lou and G. Zeus fight a battle, but, despite winning, Jim still knocks Lou from the stage.  Emma rushes to G. Zeus’s aid, but the three barely get the chance to get started when a strange character comes crashing in, looking for the very item that G. Zeus and Lou were looking for.  This ‘Yzarc Uol’ as he is called, promptly lays waste to the three characters then leaves.
9) The player regains control as Lou back in the town, finding out that he must stay the night at the inn before the amiable X Professor will tell him any more about relic he is looking for.  In the inn he finds out that Emma is there and he vows to return for her.  When meeting with X Professor, they determine there is a portion of the professor’s past that must be resolved before he can have piece of mind and continue the story.
10) There is a mini-quest here that the player must take Lou, G. Zeus, and X Professor through the hallways of a school to confront the principal.  When the principal is defeated, they return and X Professor continues his story.  They determine where to head next, finding out that they are looking for the “Staple Remover”.  Grabbing Emma from the inn, Lou and G. Zeus head north for the old ruined temple through a monster-infested forest.
11) In the temple, they encounter Jim again who was left behind by the Afro Pope to guard against the marauding Lou.  When Jim is beaten in battle this time, he sees the error of his ways and decides to join the group.  But no sooner does he do this than the mysterious Dyoh appears and slays G. Zeus.  In battling Dyoh, the player cannot win, but they must hold out long enough until Dyoh becomes bored and leaves.  Now the pressure is really on to find the staple remover so they can undo the wrongful death and bring G. Zeus back.  Jim believes that the Afro Pope headed into the frozen north, so the group marches that way.
12) A cut-scene has the group traveling in retro form through the frozen forest to a clearing reminiscent of something in a Final Fantasy game.  The man there says that they missed the Afro Pope by just a hair and that he had no idea where he’d be next.  The group decides the next best thing to do would be to search for Dyoh in a Rome-like town and maybe get some answers out of him.  So, being in retro mode already they know that an airship must soon follow, so we get to skip that part of the story and go right to where they find it and begin their journey to the Roman Town.
13) In the Roman Town (which they get to instantly with the airship), they are instructed to fight many battles at the coliseum before they can be presented to “Dio”.  After the battles (which the player must win), they are presented to Dio, who happens to not be the Dyoh they are pursuing.  He tells them to go to the Egypt City.  So, that’s where the group goes next, being taken instantly there with the airship.
14) In Egypt, the group may wander around and purchase weapons or items.  In the mansion they encounter Dyoh and must defeat him in battle.  Afterwards he reveals that Gill Bates is planning the destruction of the world from space and that it’s too late for them all.  The group heads up into space where they plan to use their robots that they found, but a cut-scene happens in which G. Zeus suddenly reappears to save them from the EPA goons who have caught up with them, sacrificing himself in the process.
15) In space, Lou meets a resistance group who is fighting against Gill Bates, and they team up.  So, a series of battles occur in space with the robots versus the enemy robots coming from Gill’s space fortress.  Eventually they reach the fortress where a boss battle with Gill’s robot takes place.
16) Despite beating Gill, he makes a stabbing blow at Lou, which is absorbed by G. Zeus, who has suddenly reappeared again.  This loss causes Lou to go even crazier and in the chaos Yzarc Uol appears to wreck everything.  The fortress crashes in a flaming wreckage to the earth and leaves Emma, Jim, and G. Zeus (who has reappeared yet again) in a post-apocalyptic city wasteland.
17) Deciding they must look for Lou, the group fights their way out of the city and finds the Afro Pope, whom they conveniently beat the Staple Remover out of (turns out it was just caught in his hair and he didn’t even know).  Discovering they cannot figure out how to use it, they take the Afro Pope’s plane to the Underwater Basket-Weaving Fist temple in Vietnam, hoping to find Lou there.
18) The group gets a chance to buy last minute weapons and items, then they must fight their way through the jungle forest until they appear at the temple.  In the temple, they confront Yzarc Uol, who reveals the true plot of the game, about how it was he who had set time back in the first place because he felt like being evil and that he sought the staple remover to undo all of the stupid things the idiot Lou had already done such as destroying the Blue Sky Park.  There is a major battle here of Emma, Jim, and G. Zeus against Yzarc Uol.
19) When Yzarc Uol is “beaten”, Lou suddenly regains control of his body, that it turns out he was Yzarc Uol all along.  Realizing this, the others warn him, and Lou must have an incredible mental struggle for dominance of his body.  Thus, the final battle is fought inside Lou’s head, in which Lou and Yzarc Uol physically fight a one on one.
20) When Lou beats Yzarc, the ending is played and the credits roll, the game has been won.

Complete Script

Intro

(Note: This is meant to be a parody of the opening to Super Metroid, therefore, the text is displayed over a black and green still of Lou, the narrator, facing the screen.  The pictures follow each text description.)

*BW still of Lou in elbow drop, right when he hits patient.  “I first woke in a hospital in Bluemond where I proceeded to impress the local nurse Emma.”

*BW still of Jim bleeding dance dance. “Emma wished to be my disciple to learn the art of Underwater Basket-weaving Fist, and thus followed me.  After picking up Tiny Jim as well, the three of us unlocked the hidden power of Jahn.”

*BW stills of two headed, four-armed monster, Kirin, Power walker, trashcan and super wombat, and then a few of the synchronized fight.  “We fought long and hard against many mythical monsters on our quest for we knew not what.  Then we zapped them and moved on.”

*BW still of a left sock.  “The most interesting part of my journey were the mysterious left socks that we found along the way…”

*BW still of MacroShaft. “After stocking up on glue, just in case, we eventually journeyed to the dark fortress of Macroshaft in order to end the evil of billionaire mogul Gill Bates for all time…” 

----------------------------------------------------------------------------------------------------
“Final Stage – Macroshaft”
::Screen fades to 2D side-scroller with Lou standing next to a long stairway::

::cue music::

::show Lou going up the stairs in cut scene Devil May Cry style, cool footwork only with Staple hammer instead of guns::

::Lou squats and contacts Emma and Jim via Codec::

Lou: “This is Lou.”

Jim: “Good, it looks like you made it to the door.  To get in, press the action button in front of the door.”

Lou: “Door?”

Jim:  “A door is a moveable structure used to close off an entrance, typically consisting of a panel that swings on hinges or slides or rotates.”

Lou:  “Entrance?”

Jim: “…”

Emma:  “Lou, maybe you should save before you enter.  You never know what may happen.”

Lou:  “Hmmm… No thanks, we’re hardly into the game anyway.”
::Lou sneaks in and rolls to the pillar until he sees Gill Bates waiting for him, comes out with Stapler pointed MGS2 style::

Lou: “Die Monster, You don’t belong in this world!”

Gill: “’Twas not by my hand that I’m once again so rich, I was paid for by customers (sneering), who wish to pay me tribute!”

Lou: “Tribute?  You steal people’s money, and make them your customers!

Gill: “Perhaps the same could be said of all Corporations!”

Lou: “Your words are as empty as your water bottle!  Consumerdom ill needs a CEO such as you!”

Gill: “What is a consumer?  A miserable little pile of hunger.  But enough talk, have at you!”

::Throws aside his empty coffee mug, which shatters::

::They both dash to the DDR machine; they play DDR and Gill is blown away to the next room::

----------------------------------------------------------------------------------------------------
Macroshaft, Part II

::(SS) Jim and Emma arrive.::

Jim & Emma: “Did we miss the battle?” (Gladiator reference) 

Jim & Emma: “They… THEY'RE DANCING?!”

Jim: “You know what this means?  We have to…”

Emma: “ATTACK!”

::Emma uses her Tiger Knee and Tiger Uppercut to beat up Gill::

Gill: “Gah!”

Gill: “Guwooo!”

::A crash is heard as Emma knocks Gill into the next room over::

Lou: “Hey, Emma.  Do you know where Gill went?”

Emma: “I blasted him into the next room.  Let’s go!”

::They run into the next room (power generator place) and nothing happens, moment of silence, then Jim points at Gill::

Jim: “Hey, I know him”

Emma: “Well yes, he is the richest man on the planet.  You might have seen him on Forbes or Geek Week”

Jim: “No, I mean he seems very familiar, but I don’t know why.”

Gill: “Jim? Are you Jimmy? …. JIMMY!  Oh my

 gosh, that ankle bracelet of yours… you still have it!  I gave it to you when you were 3…

Jim: “Now why would you have known me when I was 3?”

Gill: “Jim, I am your father!”

Jim: “No-----!  That’s not true!  I’ll never believe you!”

Gill: “Search your wallet Jim, you know it to be true.”

Jim: ::searches his wallet, finds slip of paper saying ‘property of Gill Bates’ 

Gill: “Come with me Jim, together we shall rule the world as Father and son.”

Jim: “Never!”

Lou: “Now can we fight?”

Gill: “Oh, alright.”

::fight in Crazy Cross’s engine:: 

Note – if the party loses the battle, just use picture of Gill sneaking up on party; Jim and Lou attack and defeat him anyway

CG of Gill falling Emperor-style

::Lou beats Gill, “No, this cannot be… ARRRGGGHHHHHHhhh…” and the screen turns black and white and moves into a picture, which then burns bottom up and fades away::

----------------------------------------------------------------------------------------------------
Beginning

THE NEXT DAY…

Note – The following scene is done in slideshow art.

::All is quiet and peaceful in Blue Sky park, pans over the two lovers “two headed, four armed monster” in the park and the chicken, which is still hanging out.  Pans over sandbox and the old guy, and a few other random people hanging around.

::suddenly a shadow starts gradually looming over the terrain, and people start looking at it all amazed and beginning to panic, with dramatic music.  Then they look up and see it’s a cloud.  They sigh in relief as the cloud starts to move on, but someone spots 4 small shapes that are getting closer and closer and points.  They watch, amazed, as the shapes resolve into 4 enormous robots, who decide to land right in the middle of the park, 3 of them facing the other.  Without warning, the single robot rushes forward and beats the crap out of the other three, but not before one of them kicks the single one in between the legs just before it explodes, which makes the single robot kneel down and keel over among the people, many of them injured. 

::Fades out again and then back in on Lou, waking up on a hospital bed exactly like in Crazy Lou::

Lou: “Is this the same hospital as before?”

::Two tutorial events as Lou walks past his bed::

Tutorial Event!

“During Lou’s adventures it will often become necessary to look all around him.  Try pressing the left and right ‘shoulder’ buttons to rotate the camera until you can see the door.  (Note that you can change these buttons at any time in the Config tab of the Player Menu.)”


Tutorial Event!

“Many objects such as doors and other people can be interacted in the world of Crazy Cross.  Simply walk up to them and press the ‘action’ button.  In this case, press the ‘action’ button in front of the door to leave this room and enter the main hallway.  (Note that you can change this button at any time in the Config tab of the Player Menu.)”
::After picking up the mini-stapler again, he walks outside and finds that he was even in the same room, and the nurse asks him the same question – 

Random nurse: “Wow, you’re finally awake.  We were almost kind of worried about you, somewhat.”  

Lou: “What is going on here?” 

Nurse: “::repeats what she said the first time::” ::Lou decides this is a waste of time and   

wanders off.

::After heading up the hallway, Lou once again encounters Emma.  (all other doors are locked) He heads up to her and she smiles and winks at him as before.  

Note: SS

Lou: “Emma, what are you doing back here?”

Emma:  “H-how did you know my name” ::shying away::

Lou: “What are you talking about, padawan!  It’s me, Lou!  Your master!”

Emma: “eeeeek!!  I don’t go for that kind of thing!” ::backs into the wall::

Lou: “I know what will jog your memory” ::rolling up sleeves and barging into the 

          patient’s room::

Emma: “Guards!! Guards!!  Vendor buy the bank some guards!! What?  I pay my taxes 

              and no guards!!”

::The head doctor and his minions all slide down the emergency pole, brandishing scalpels, Emma points to Lou, who has made his way to the patient’s bed::

Lou: “Navajo Style… Moonsault...!”  ::Lou begins leaping in the air::

Head doctor: “I’m very sorry but no matter what the provocation, I never allow Navajo-style moon-sault elbow dropping in the hospital.  Get him boys!”

::The minions tackle Lou in midair and try to subdue him, he breaks free from the tangle of limbs and white coats for a split seconds and shouts::

Lou: “Tell them Emma!!  Tell them about the evil of Macroshaft!!”

Emma: …


::Lou begins fighting back, sending 2 or 3 doctors skidding around the room and then stops and surrenders, figuring it’s probably better not to beat up doctors.  They carry him to the exit and throw him out, slamming the door behind (“you need serious help, buddy”)::

----------------------------------------------------------------------------------------------------
Into Bluemond

::Once thrown out, Lou dusts himself off, kicks the hospital, and is approached by an old woman::

Woman: “Having a spell of bad luck, I see, mi’boy.  Here, drink some of this, it will ease your pain.”

::Woman hands Lou a cup of something and he gratefully takes a drink.::

You have been burned for 20 points of damage!!!

Lou: “ACCKKK!!  What is this, coffee?” 

 ::the old woman cackles and runs off with surprising speed, leaving Lou to fight the vile liquid.  Battle consists of him drinking and getting burned on its turn, and blowing on the coffee to cool it down on Lou’s turn.  Getting it to critical tips the cup and it starts leaking out, and when it dies, Lou hucks it and it shatters::

::After defeating the “diluted decaf” Lou decides the next thing he’d better do is go and see if Jim is over by the bar::

----------------------------------------------------------------------------------------------------

Confrontation with Jim #1

::He does so and sure enough, Jim is there.  Not learning from his mistake with Emma, he hails Jim by name.::

Lou: “Jim, do you know what the heck is going on here?”

Jim: “Well there was this robo – hey, how did you know my name?”

Lou: ::thinking, d’oh!:: “Err… lucky guess, I suppose.” ::thinks to himself, again, not 

         learning from Emma… “if I tell him I know the true story behind his scar, then he’ll 

         remember me”::

Lou: “Hey, where did you get that scar?”

Jim: “Well, it’s a long, sad story.  A while back I was dueling a Ryuish character.  Had he not caught me off guard just then, the match would have been mine!”

Lou: “Yeah right, I know that’s not what really happened.”

Jim: “…”

Lou: “That’s right, ‘Tiny Jim,’ I know the real story.  Want to know how?  Because I’m 

          LOU and you TOLD me, remember?”

Jim: ::very angry:: “Listen up, you Crazy Bastard.  Are you calling me a liar?”

Lou: “Yes, of course.”

Jim: “That’s the one name I can’t stand to be called!”

Lou: “Liar.  Liar.  Liar.  Liar.  Liar.  Liar.  Liar.  Liar.  Liar!”

SS

::Jim grimaces and thwomps Lou in the face with a crutch before lifting the garbage can and disappearing down the hole sawed in the concrete there.  Just before he closes the secret passageway he says,::

Jim: “Chicken-looking punk!”

Lou, to himself: “This doesn’t make any sense…” ::kicks the garbage can:: why doesn’t anyone remember who I am?  Oh well, it’s times like these that call for a drink!”

::Lou enters the bar::  (Start Tokimeki-Style)

----------------------------------------------------------------------------------------------------

Bo’s Tavern
Bo— “Hi friend, like to have a drink or two?  You’re unlucky enough to be here for sad hour, where every drink is the price of two, but that’s still only 6 gol and I can see you need it.”

Lou: “give me half a drink then, I only have 3 gol on me.”

Bo—“Done.  Say, after this you should head to Blue Sky Park to relax a little, you look tense.”

Darla—“Whatcha want?  Be quick now, I’m busy”

Lou: “But I’m the only one in here…”

Darla—“That’s cause it’s sad hour, but don’t give me any of your lip!”

Lou: “Right.  Just give me juice or something.”

::Darla goes and gets some beer and hands it to Lou::

Lou: “This isn’t juice…”

Darla—“it’s my kind ‘o juice, and be sure to pay the 70% tip.”

Biff—“What do you want, stranger?”

Lou—“Where should I go now?” 

Biff—“Blue Sky Park, it’s a great place to relax.”

Lou— ::thoughtful:: “Give me that drink or I staple you to the counter”

Biff—“Ok.” ::hands Lou the drink::  ::Lou, not really wanting the drink, gives it back 

                and sighs miserably.  He can’t even pick a fight, he’s in such a sour mood.

Lou: “Ugh.  I can’t even bring myself to pick a fight… it’s too upsetting…”

----------------------------------------------------------------------------------------------------

To Blue Sky Park
Fight your way through the forest to next scene

----------------------------------------------------------------------------------------------------

Blue Sky Park Chaos

(CG)::Lou goes to Blue Sky Park, where he sees the robot lying on the ground in a scrunched up position from its defeat.  He also sees a mysterious man healing injured (Combination SS)  people on the ground.::

(CG)Lou wonders just what in Blue Blazes is going on in Blue Sky Park in Bluemond.  Just then, 2 more robots of death descend from the sky shooting weapons of mass destruction.  

(SS)Lou: “Well, looks like I’d better go ahead and stop this.”

Mysterious Man: “No, Lou!  It’s too dangerous!  You must not fight here – think of the animals, the pigeons have just made a new nest up--”

Lou: “think schmink”

(CG)::Lou climbs inside the robot and fumbles around with the controls, trying to get the hang of it.  He sort of does, just as the robots arrive.:: 

::Battle.  Fighting what seems to be a hopeless battle, flashing often to Lou inside the cockpit as he’s getting beaten up.  Finally Lou defeats the robots by doing a Navajo style elbow drop… in the gear.  Just then, Emma walks by (SS) and is impressed, but thinks to herself-::

Emma: Too bad it’s just a machine so I can’t learn to do something like that from it, I’ve always wanted to be strong so I could protect people.  Oh well.

::she then continues her walk through the flaming carnage::

(CG)::It’s a crushing blow, but the other robot gets up.::

Lou: “Huff.  Puff.  Why won’t you stay down?”

::the robot runs up and kicks Lou’s gear in the shin.  Zooms in on Lou, with heartbeat sound as he’s getting angrier and angrier and finally screams in rage.  Explosion.

----------------------------------------------------------------------------------------------------

Bluemond Hospital Revisited

(SS)::Fade back in, with Lou once again waking up in the hospital.  He gets out of the bed and upon walking out of the room, the Mysterious Man is there this time::

Mysterious Man: “I want to show you something, Lou.” 

Lou: “Alright, what’s your name?”

Mysterious Man: “There are some who call me… G. Zeus.” (said as though asking a question)

::they both stand there for a few seconds::

G. Zeus: “Well, let us go back to Blue Sky Park then…”
Go with G. Zeus to Park in Over-world

Full character control, battles on the way

::the first battle is scripted to include a tutorial event explaining the aggression meter::

Tutorial Event!

“Notice the colored bar underneath Lou’s statistics.  This is Lou’s aggression meter.  The party member with the highest aggression meter is more likely to be attacked than the others.  Certain attacks or spells raise aggression more than others, even healing items!  The most basic way to lower your aggression meter is to defend for a turn.”
----------------------------------------------------------------------------------------------------

Aftermath of Blue Sky Park

(Note to self – Replace Forest with Barren World) ::Lou follows him to the park, which is completely annihilated.  Blackened rubble everywhere, and petitioners (single bouncing sprite) sporting signs that say “Down with the Crazy guy in the jeans with blonde hair and a white shirt who so recently…” and then the sign ran out of space (This is seen through an SS close-up).  (SS)Anyway, G. Zeus shows him the blasted pigeon nest and blackened spot with a single pigeon feather on the ground.::

G. Zeus: “Lou.  The people of Bluemond are furious with you.  Even though it wasn’t your fault, you did manage to burn down the habitat of all these forest creatures, which you also killed.”

Lou: “…”

G. Zeus: “I strongly suggest that you leave this town.”

Lou: “But I use Underwater Basket Weaving-Fist to help people… how did this happen?”

G. Zeus: “Lou, I told you… it’s the animals…”

Lou: “Oh, well, can I do anything to help?”

G. Zeus: “I really think you should leave, for now at least.”

Lou: “But what about Emma and Jim?”

G. Zeus: “Don’t worry, I shall accompany you.”

Lou: “Very well, where do we go?”

G. Zeus: “I have heard of an item with a mysterious power to undo things that have been done.  With that, I’m sure you could undo this disaster and save the animals’ habitat!  I’m not sure what it is, but I think I know where it is (don’t bother asking why, just go along with it).  We should head for the town of “Burgerberg” but first we must go through “insert cave name here” which is North East of Bluemond.”

::Together, they head out of town.  As they go, petitioners sport more signs saying down with the crazy guy and throw fruit at him, etc.::

----------------------------------------------------------------------------------------------------

The Cave

::They enter and go through the cave.  At the end they find a pirate cove::

Raveena: “I be the pirate captain Raveena!  What brings ya to me cove?”

Lou: “We came to loot ye gold!”

G. Zeus: “Actually, we need assistance in getting to the German town of Burgerberg.  This is Lou and I am his companion G. Zeus.”

Raveena: “Oy!  I have heard of ya, G. Zeus.  You have healed many a sick man in yer day.  Ya’r trusty folks, but I need ta test ye mettle.  Pirates, gather round these strangers and fight them with yer three best.  Let me treat yer wounds ta be fair.”

::battle with pirates::

Raveena: “Oy!  Ye be good, but now ya must test yerselves against me!  Make sure ya use yer Level Points before ya do, if ya know how that be done!”

::tutorial event covering Level Points::

Tutorial Event!

“Level points can be earned from winning battles with enemies.  They are to be spent on various attributes and abilities, which may vary from character to character.  In the player menu, go to the Level Points tab to distribute them.  Certain abilities cost more Level Points than others, so it’s up to you to decide how best to use them.  Also, some abilities can only be invested in if previous abilities have been gained; they’re not all available up front.  Finally, stronger monsters will give more level points than weaker monsters, so it’s not always worth staying in the same place fighting monsters all day.”
::player is given control of Lou, if he walks up to Raveena and talks to her, the next cutscene is initiated::

Raveena: “Well, then, are ye set?  Let me treat yer wounds one last time before I break them all open again!”

::boss battle with Raveena::

After Beating Raveena, she says ok to taking them to Burgerberg via Pirate ship::

Raveena shouts “Okay! I’ll Pilot your ship…!” as she ‘dies’

After Beating Raveena, she says ok to taking them to Burgerberg via Pirate ship::

----------------------------------------------------------------------------------------------------

Burgerberg Part One

::Upon entering Burgerberg, the two notice that no one is manning the towers, and the gate is wide open.  They venture inside, and just beyond the gate next to a bakery, a small child sits on the ground playing with a toy.:: (Note to self – Burgerberg is Art250 work.  Walking characters are sprites with appendages)

(Conversations with citizens occur, change to SS)

Lou, not quite sure what to say: “Hey kid, where are your parents?”

::the kid just shrugs unknowingly::

Lou: “Alright, let’s start over – what’s your name?”

Eins: “Eins.”

Lou: “Good.  Now Eins, my friend and I need to talk to your parents.”

Eins: “You can’t”

Lou: “Why not?”

Eins: “I know not ver they are.”

Lou: “What, your parents are gone!?  Who took them?  For what evil purpose?  Out with it, lad, I have to know if I’m going to save them.”

Eins ::looks at Lou with a puzzled expression:: “Ja, all gone.  Ask Zwei.”

Lou: “What does that mean?  Fine then, I’ll make you talk!”  ::gets in attack stance::

::G.Zeus rushes over::

G.Zeus: “No Lou, he doesn’t know, he’s just a kid.  Let’s look around a little before we start beating up children.  Now hang on a sec, I’m going to head into that bakery and get myself a drink – I’m thirsty”

(SS)::G. Zeus goes inside while Lou eyes Eins suspiciously.  Suddenly, G. Zeus yells and comes running out of the bakery, arms flailing and shouting something unintelligible.  Enter into battle with Decaf (Note to self – Make Coffee).  After battle, Lou helps G.Zeus off the ground::

Lou: “that coffee is dangerous stuff, you’d best stay away from it.”

G.Zeus: “well, it was a little hot…”

::Most of the buildings are empty, wander through town talking to kids, have to talk to zwei first, then drei… etc.  Zwei can be found in the intersection to the abandoned mansion.::

Lou: “are you Zwei?”

Zwei: “Javoll.”

Lou: “Where are your parents?  Eins said to ask you.”

Zwei: “They vill be back effan… evantu… later.” 

Lou: “How do you know?”

Zwei: “Ven they gone avay before, they come back.”

Lou: “This has happened before?”

Zwei: “Ja.”

Lou: “Well when will they be back?”

Zwei “I know not, ask Drei.”

::Drei can be found next to Zwei, by bakery #2::

Lou: “Hey, Drei… when will your parents be back?”

Drei: “Unser parents all gone.”

Lou: “I know that, when will they be back?”

Drei: “Gone.”

Lou: “Fine.. who’s the next brat I should talk to?”

Drei, smiling brightly: “Vier.”

::Vier can be found to the right of the bridge, by the third bakery::

Lou: “Vier?”

Vier: “Guten tag.”

Lou: “I need to know where your parents are and when they will be coming back.”

Vier: “I am busy.  Talk to Funf.”

::Funf is standing right next to him::

Funf: “Eh?”

Lou: “You heard my question.”

Funf: “Eh?”

Lou, sighing: “Tell me where the heck your parents are.”

Funf: “Eh?”

Lou, losing his tempter: “Tell me or I’ll steal your candy.”

::Funf eats the candy and grins, then points across the bridge.  Lou and G. Zeus head around, and at the back of the circular island they find yet another bakery.  One child is fast asleep on the floor just outside, and another one is busy eating a treat::

Sieben: “Guten tag.”

Lou: “Err.. Hi.  What is going on in this place?  Where are your parents?

Sieben: “I do not know, but I’ve saw them go into The Maze.  It seems to happen one time every jahr, ven all our parents look betrunken und go into that place (he points to the maze entrance and shudders).  It is scary in there und haunted, they say.”

Lou: “Thanks, and don’t worry, I’ll go in and root them out for ya.”

Sieben: “Danke”

----------------------------------------------------------------------------------------------------

The Hedge Maze

(CG)::Lou and G. Zeus head into the maze (Note to Will – Make Hedge Maze), which isn’t haunted at all, but there are several traps and dead ends, until they finally reach the end, which is at the center of the island.  There, they see a fairly small shack, with the door closed.  Lou opens the door and they walk inside.::

----------------------------------------------------------------------------------------------------

The Pope Parade

::They are both shocked as they walk into what appears to be an enormous festival inside a pavilion (Note to self – Make a pavilion) (Sprite parade?  Must have Sprite crowd).  There’s a large dance floor in the center, with a raised platform for a band.  Several dozen adults there had pulled up chairs and were talking quietly as if awaiting something.  3 bars were spaced along the edges of the room, and there is a wide track, on which an enormous and elaborate float sits, unmoving.  Off to the side, there is a spot light, and a man with a sniper rifle hidden quietly inside.  Quietly, Lou and G. Zeus step in.::

Lou, whispering: “Follow my example and we can slip in without being seen.  This is a technique of Underwater-Basket weaving Fist that I just remembered called Stealthing.  Doing this allows you not to be seen.”

***Da da da daaaaaaa… you get, stealth mode.  Of course, stealth mode is only used in a cut-scene anyway so this isn’t particularly special.***

::Lou and G. Zeus stealth over and crouch behind one of the chairs as the lights dim, people hush, and the Afro Pope walks slowly out on his float to stand on a dais, with a random spotlight shining on him.::

(SS)Afro Pope: “Good People of Burgerberg!  Before this, the Oktoberfest of your mighty township, I would like to take this opportunity to introduce you to the church of latter-day saints, and hopefully save all your immortal souls!  

Random person: “Vee already have unser beliefs, kindly Afro Pope, in the plant god Herbeous, who provides us vith a plentiful harvest!”

::The man points to an enormous plant in a pot at the back of the room that Lou hadn’t noticed before, it looks very healthy and very ancient.::

Afro Pope: “I understand and respect your worship, but that does not change the fact that you are wrong!”

::the crowd gasps, and people all start roaring angrily.  The Afro Pope smiles amiably and holds out his arms patiently until the noise dies back down to silence.::

Afro Pope: “Hold your protests and let me give you proof!  How, I ask you, does this plant, Herbeous as you name it, provide you with good harvest?

Crowd Member: “Herr Herbeous makes the rain und vaters our fields!”

Afro Pope: “Ah, but where does water come from?”

Crowd Member: “ahh.. the.. umm…”

::The Afro Pope holds up a garden hose::

(Note to self: don’t forget to make Herbeous and put him on the float)
Afro Pope: “From a hose, yes?”

Crowd Member: “Ja, you have the recht.”

Afro Pope: “Now look at this hose, how nicely coiled up it is.  Does Herbeous coil as such?”

Crowd Member: “Vellllll, Herbeous does have little curly-cue vines und some leaf stems that coil around each other, aye.”

Afro Pope: “Alright, we can settle it this way then: What else coils up like this hose?”

Crowd Member: “A blanket!”

Afro Pope, shaking his head: “No…”

Crowd Member2: “Vell, a piece of paper, if’n you tvist it enough.”

Afro Pope, shaking his head: “No… no…”

Crowd Member3: “I see vat he means, it must be a voman’s hair vhen it’s been permed!”

Afro Pope, shaking his head and sighing; “No.”

Crowd Member4: “Vell is it--”

::G. Zeus steps out of stealth and shouts, loud and clear::

G.Zeus: “A snake!”

Afro Pope: “Exxxxactly!”

Crowd: “ahhh, ohhh, I see, ja…”

Afro Pope: “Thus, if Herbeous here weighs as much as a snake, then he must be a hose and therefore a god who bestows rain.  And if he doesn’t weigh the same, he is obviously just a simple plant.”

Crowd: “Ja, ja, that makes sense.”

Afro Pope: “Bring out my scales!”

::The Pope’s minions bring out the scales and weigh the two, of course, Herbeous weighs considerably more than the snake.  The crowd is thunderstruck.::

Afro Pope: “I think I have made my point, let us begin the festivities and drinking, so that you may think more clearly on the subject!!”

::The band starts playing music and the pope’s minions file out of the float and begin doing the chicken dance on the dance floor.  Meanwhile, the pope has made his way over to G. Zeus::

Afro Pope: “Who are you, so wise in the ways of logic?”

G. Zeus: “Some call me… G. Zeus?”

Afro Pope, looking a little taken aback: “That name sounds somehow familiar.  Come, you and your companion are welcome to join the dance with my minions.  I have no fear that one so intelligent as yourself will have any problems learning the steps”

G. Zeus, looking doubtful: “Thank you, Mr. Pope. (come on Lou, we might as well go along with it).”

::They do the chicken dance for a couple rounds with cheering onlookers, who are drinking more and more beer.  As they dance, the Afro Pope’s float begins moving around the stage, and Lou is shocked to see Jim standing proudly on the float beside the pope.  Back to player’s control.  Lou leaves G. Zeus to the dance and stealths in for a closer look.  As he arrives, the Afro Pope stands and begins speaking again, now that the entire crowd is most certainly drunk::

Afro Pope: “Burgerbergers, hear me!  Now that you have been shown the true path to salvation, join me in destroying Herbeous and the lies you have lived under all your lives!”

::The crowd roars with anger and begins moving toward the plant, except for a small contingency toward the back, who gather around the as of yet unnoticed sniper.  G. Zeus runs over to Lou and starts speaking::

G. Zeus: “Lou, we’ve got to do something!”

Lou: “I don’t understand what Jim is doing up there…”

G. Zeus, shaking Lou: “The Plant’s dying, Lou!!!”

Lou, shrugging: “It’s not my problem…”

G. Zeus: “Lou!  You messed up in Blue Sky Park, here’s your chance to make up for it, at least in part!  Use your underwater basket-weaving skills to defend those in need!!”

(Inter-splice CG shots of Peter and Kei preparing to snipe Afro Pope)

::Meanwhile, the sniper aims and fires, the bullet gets stopped in the Afro Pope’s Afro before it reaches his head however, and the mad crowd goes silent and turns toward the perpetrators on top of the very obvious tower.  Peter and Kei hand rifle to Old man and Zan Ei Ken out of the scene.  Everyone is surprised to see an old man standing there with a gun and the crowd sprites attack him.::

Old Man: “We are the resistance group HAILSTORM!  We will not allow you to destroy the Plant!  Everyone, to arms!”

G. Zeus: “Now’s our chance to save that plant, Lou!  Let’s help them!”

Lou and G Zeus Instant Hell Murder the crowd.

Old man: “Thank you for helping, strangers!  But if we don’t get to Herbeous first, then our mission has failed!  We must act quickly!”

::Lou breaks away and hijacks a familiar car (FF8 style) and jumps onto the float.  At that point, Jim appears (Seifer style) and leaps towards the Plant.::

Lou, in slow motion: “Nnnooo, Jim!”

::Jim swings the crutch and cuts the plant neatly in half, Odin-esque and lands on the ground, sneering up at Lou.  Boss battle.::

***in battle***

Lou: “Jim!  We thought you were dead!”

Jim: “…”

::fight a bit::

Lou: “Jim, stop this!”

::fight a bit::

Jim: “Why should I?  This is my dream!”

::fight a bit more::

Lou: “Your dream is to be the Afro Pope’s gardener!?”

::fight a bit more::

Jim: “What’s wrong with that?  Don’t mock me, crazy man”

::fight a bit more::

Lou: “Jim!  We fought against evil together once, remember?  Macroshaft!! Come on, think Jim, think!”

::fight a bit more::

Jim: “Enough playing, it’s time we were done with this.”

::battle ends::

Switch to SS scene of Lou using Final Strike – Navajo Style Moonsault Elbow Drop to end fight with Jim.  (Note to self Fist of north star ref of Rei’s retaliation)  In retaliation, Jim javelins a crutch at Lou who falls off the side (FF8 style), knocking him off of the stage they were fighting upon.  Emma, who happens to be in the crowd all of a sudden sees this and, having witnessed Lou’s fighting technique against Jim, lunges up onto the stage to shout ‘NOOOO’ in slow motion akin to Rinoa in FF8 (but facing camera like in Mummy Returns).  Emma and G. Zeus turn to face converted Jim::

(SS as she looks horrified) “I’ve never seen such violence!  The way he fought that crippled boy… (switch to SS as she looks ambitious) it was incredible!  Exactly the style of fighting I’ve always wanted to learn!  (Turns to Jim)  Now… I challenge you, worthy adversary!  I will fight you with the very same technique I have learned in three minutes from that brave warrior along with his trusty sidekick!

G Zeus: “Sidekick?  Er…” (Separate slide)

Jim: “I’ll fight you on your own level!  Come on!”  (Street Fighter anime)

Slide of Characters charging towards each other.  Suddenly, a double-edged stapler strikes the floor between them.

(CG)::Before they can speak, a magnificent red robot descends upon them (yes, they’re still somehow inside of a tent).  An ominous voice booms out from it::

Ominous Voice:  “Do you have it?”

Jim: “Have what?  Have you also come to challenge the Afro Pope’s authority?!”

Ominous Voice:  “Give it to me!”

(CG)::From the robot emerges a frightening man with bushy red hair, white skin and black tattoos, decked out completely in black clothes.  Jumps onto Archway and poses.  Do the Devil May Cry Dark Knight camera work.    He lunges at G. Zeus, Emma, and Jim and a battle begins (with converted Jim in the party)::

*** in battle ***

G. Zeus: “Who are you and what is it that you want?!”

::The adversary does a ridiculous amount of damage to one character and seems to be impervious to any damage from the party::

Strange Adversary: “I must have it!  Yzarc Uol must have it!”

::The battle continues normally with the party unable to damage him and Yzarc Uol doing crazy amounts of damage.  The player is forced to lose this battle::

The fighters can no longer stand, just before Yzarc delivers the killing blow (I guess to all of them at once), the clock tower explodes.  Everyone freezes and switch to view of Kakyoin-like character dying on the water tower across the street, muttering, “Please… understand… my… message…”

Emma: “That mysterious man destroyed the clock!  What does it mean?”

Jim: “Perhaps it has something to do with the secret of Yzarc’s power?”

G Zeus: “But what could he mean?”

Jim: “To destroy the clock…?”

Emma: “Or… to stop the clock?!”

Changes to shot behind party, dynamic view as they turn towards Yzarc.

All: “Time!  My God!  Do you mean to say that Yzarc can stop…”

Yzarc: (THOUGHT)“… oh  crap!  It’s time to go to my part-time job.  I almost forgot.”  He turns to the party: Yzarc Uol: “It is not here.  I shall look elsewhere.”

::Yzarc Uol jumps back into his robot and takes off midst the stunned crowd.  Party stares off, dumbfounded.  Awkward moment proceeds as G Zeus, Emma, Jim, and Afro Pope all stare at each other.::

Jim: “Ah… well.  I guess there’s no point in sticking around.  Adios, cowboy!”

::Jim and Afro Pope escape on V-Gunship.::

----------------------------------------------------------------------------------------------------

Burgerberg Part Two

::Fade back in at the German Town entrance to the maze.  Lou is just waking up.  He is surrounded by G. Zeus and the Old Man::

Old Man: “Crimony!”

::Not knowing anything about what just happened, Lou jumps to his feet.::

Lou: “Jim!  Where’s Jim?!”

Old Man: “If you mean the crippled boy, the afro pope and he escaped in a getaway vehicle.  We only just recovered our own strength a moment ago.”

Lou: “Sorry about your plant, old man, but we have a more pressing issue to ask you about.”

Old Man: “Do you not even want to know my name first?”

Lou: “No.  Now, we came up here looking for a fabled item that can undo things done in the past, do you know what I’m talking about?”

Old Man: “My name is X Professor.”

Lou: “…”

G. Zeus, stepping in: “Nice to meet you X Professor, my companion here is just a little overanxious to fix a mistake he made in the past, that’s all.”

X Professor: “Well, I would tell you now, but because of your rudeness (and because I am tired), I am afraid I will have to ask you to go explore the town or something and then sleep at the inn, and we can discuss the issue tomorrow”

::the X Professor leaves::

Lou: “Nice going, G. Zeus!  Don’t be so rude next time or you won’t be traveling with me anymore!” (Zoolanderish)

G. Zeus: “…”

G. Zeus: “Lou, there is another matter of great importance that we must discuss.  While you were unconscious, we were assaulted by a tattooed stranger who was looking for something.  I am concerned that he is also seeking the same fabled item as us but he was unable to find it.  We should be on our guard.  He wounded a nurse from another town who is resting now at the inn.”

G Zeus: “By the way how did you survive?  I thought you fell off the float to the depths below?”

Lou: “Well, I could tell you… but I would only be able to do it in the form of a musical.”

G Zeus: “Well, in that case we don’t want to hear it.”

Lou: “Yes.  I’m afraid that, at the moment, I can only answer: ‘Earwax.’ ” (Takeshi ref)

G Zeus: “Ah, well, I guess that’s pretty typical.”

::the two can now wander about and talk to the newly converted adults, and the kids.  Also can buy things at the shops and sleep at the inn now.::

Any of the kids--“Danke for bringing mein parents back, dankeshon!”

Random person outside mansion—“Schade that our new spiritual leader, the all-knowing Afro Pope couldn’t stay tonight at our mansion und sleep so vee could honor him, I vish he didn’t leave so soon!  Ah vell, vee vill turn it into his mansion in case he ever returns to honor us!”

Random person on bridge-- “Did you enjoy Oktoberfest?”

Lou: “what about Herbeous dying!”

Random person on bridge—“Bah, the Afro Pope helped us see the error in unsere vays.”

Weapons shop(office depot?)—“Velcome, I have high quality staplers from all over the welt!”

Items Shop—“Take your pick, in the Afro Pope’s name!”

Inn--“Guten tag, friends.  You may stay here this evening for a mere 5 gol.  If you vant some glue for those bruises there, it’ll be 10.”

Random person in center of town—“I hope vee made the right decision today, and vill still get a good harvest.”

Random person outside first bakery—“That pesty, lahme ente of an old man, X Professor is sure irritating.  Why, if he didn’t already live in the alley behind the bakery, I’d force him there myself und beat him good vile I vas at, for good measure.”

----------------------------------------------------------------------------------------------------

Visit with Injured Emma

::In the inn, Lou sees Emma sleeping.  (Note to Will make a Inn room by tweaking Hospital room texture)

Lou: “What’s wrong with her?  Was she hurt?”

G Zeus: “Well, It seems she is suffering from over-exertion.  The kind that results from too much improvisation of Under-Water Basket-Weaving Fist… that, and perhaps she still has some damage left over from the outrageous number of points of damage she received.”

Lou:  “Will she be all right?”

G Zeus: (Slide as he strikes Emma in three specific points) “Yes… with my Fist of Forgiveness style, I have removed her more fatal ailments, but she must rest for now.”

Lou and G. Zeus go sleep (you must do this before going to X professor’s house will do anything).::

Lou: “Well, let’s go see that X Professor so we can get this thing, grab Emma, and go home to Bluemond, I want to talk to see if Jim’s there so we can talk some sense into him.”

G. Zeus: “Sounds good, lead on.”

----------------------------------------------------------------------------------------------------

Happy Mart

Back to free roam.  Characters are right next to rotating Happy-Mart sign (“It’s all good! (”).  Take Sign to warp into Happy-Mart.  This is the all-purpose inn.  You can buy weapons from the old lady with the shopping cart, you can save your game with her grandson, and you can get items from the business man (whose part-time job is a drug dealer).

First meetings:

Old Woman: “Say, young man… you look like you should be packing some heat.  These days, you can’t even walk across the street without some punk monster attacking you.  I tell you, monsters these days don’t have any discipline!  That’s why you need to keep your piece handy!  Care to buy a weapon?”

Grandson: “Greetings, strange mortals.  I am called Methuselah, the immortal… but grandma calls me Timmy.  My memory spans millennia and I can recall every bit of information that I have learned in my time.  Normally I would not waste my time with boorish characters such as yourself, but it looks like grandma will be hocking her wares here for quite some time.  Talk to me if you would like me to save your progress thus far.”

Business man: “Just between you and me, this recession has forced me to get a part time job… as a drug-dealer!  It’s shameful, I know, but it puts food on the table.  I’ve got the best drugs you can find!  Hey… wanna try some?”

Go to the front counter and you find that the clerk is Raveena.  Dialogue ensues.

Lou: “Raveena?  What are you doing here?  I thought you were the captain of the ship?”

Raveena: “Well, with the recession and all, I had to get a part time job here.”

----------------------------------------------------------------------------------------------------

X Professor

::Lou and G.Zeus head over to the alley and find X Professor’s house at the end, where he opens the door just as they’re walking up and invites them inside::

X: “Ah, welcome.  Do come in, I’m anxious to discover what brought you here to help us in so timely a manner.”

Lou: “We’re looking for a legendary item that is supposedly able to undo things.  G. Zeus said that it was here, so…”

X: “Indeed.  Indeed.  I know exactly of what you speak.  However, before I tell you about it, I should probably explain a few things about the Universe.”

Lou: “…why?”

X: “It’s important not only that you know what the item is, but really understand it and how it works.”

Lou: “err… why is that?”

X: “Well… to be honest… because I’m an ex-professor and can’t help myself.”

Lou: ::sighs:: “Alright then, lecture on.”

X: “Ah… um… I know this is kinda weird but… could you two take this paper and pencil and take notes?  Or, at least pretend to… it makes me much more comfortable to lecture when my pupils take notes.”

Lou: “…”(SS)

*******Begin X Professor Side Story********

G. Zeus: “X Professor.  My friend, I know it is difficult, but your professorship is in the past.  You have to… move on with your life at some point.”

X: ::tearing up:: “But it’s so hard!  I loved being a professor and they… they… fired me.  Why… why??”

G.Zeus: “We, as humans, have the awesome power to forget.  To forget so that we can move on, to forget so that we can have new experiences and not dwell on the past forever.”

X: “No!!  Forgetting is horrible!  Forgetting is evil incarnate!!  Forgetting is my enemy!  That’s what made them fire me… the little bastards all forgot what I taught them and failed the tests.  Forgetting ruined me!  It all started 15 years ago…”


::Flashback, like Jim’s (i.e. from Professor’s POV).  He walks up to the board and points, and the class looks rapt in attention, then they abruptly stand up and clap, cheer, etc. and carry him out of the room like a king::

::meanwhile, Lou starts doodling on his notepad:: (SS)

G: Zeus: “It’s hard, I know… but you have to let go.”

X: “I can’t!  I just can’t.  I don’t know what happened, my students all loved me; I don’t know why they fired me!  I have to know… I have to know…”

G. Zeus: “Alright, tell us who fired you and where, and we’ll head there and try and resolve this.”

Lou: “What?  No we won’t… we need to find that item so I can go back home.  I have to try Jim again, maybe he’ll listen to reason this time.  I have to figure out what’s happening.”

X: “Maybe I can help you figure it out, but to do that I’ll need peace of mind, which only this can bestow.  Please help me!”

Lou: “But…”

G. Zeus: “Lou, there ain’t no getting’ off this train we’re on…”

Lou: “Oh, alright… let’s go bust some heads at the school then.”

X: “Alright, I’ll mark where it is on your map.”

(SS)::X Professor joins, and they leave town.  Right nearby the village is a high school, which they get to but there are security guards everywhere.  They finally figure out that they should get in using X’s old hall pass, which he’d kept for nostalgia’s sake.  They show it to the guards, who let them in.  They enter just as classes are switching, and it starts playing battle music continuously, a.k.a. FF7 intro.  Lou sees two headed, four armed monsters all over the place, and you must fight several back to back battles against different types of students.  Soon, passing period is over, and they all go back to class.  The timer appears, one minute and a half until the next passing period, you have to navigate through the school and try and get to the office.  If another passing period starts, it’s another series of battles.  They finally reach the office, and confront the principal::

Make it like Metal Gear Solid 2.  (Note to self:  make school hallway and make 2 headed 4 armed monster sprites) or reuse old ones.

(SS)  Principal: “Who are you?”

X: “...”

Principal: “How dare you not answer me!  Tell me at once!”

(Superimpose Coliseum BG)X: “I am X Professor, teacher to a failed class, loyal teacher to this crumbling school, and in this life or the next, I will have my vengeance!” (Gladiator ref)

Principal: “Ahhh, X professor.  We meet again.”

X: “Indeed.  Now tell me why you fired me!  I cannot have peace of mind until I understand this.”

Principal: “Well, it all started 15 years ago…”

(SS) ::flashback again, this time from the principal’s POV.  X professor stands before the class pointing to the board, which says that x/0 = 8, and right next to it, 1+1=11.  Most of the class is not paying attention, and those that are look confused.  X Professor yells at the class to learn what he’s saying, and they all get up and carry him out of the room, dumping him at the principal’s office along with all their tests, which they failed.::

Principal: “So you see, X professor was teaching them falsely, and failing each and every student.  I had to fire you, friend.  I am sorry.”

X: “Lies!  All lies!”

::go into boss battle.  Defeat principal.:: (Perhaps just turn this into a slide or can use G. Zeus and Lou vs. Principal and still not need X Professor?)

X: “I have my revenge!  But not peace of mind… I killed him instead of working out my problems, arrrrghhhh, now what do I do?”

Lou: “Hold up!”

::Lou opens a treasure chest behind the principal’s desk and finds a peace of mind.::

Lou: “Looks like the old bugger was holding out on you after all.”

X: “Whew, thank you two so much for your help!  I feel so much better now.  Let’s head back to my house at Burgerberg and I’ll tell you what you want to know.”

::they head back::

*********End X Professor Side Story*********

(SS)::Lou and G. Zeus take out their notes::

X: “First of all, you must unlearn everything you have learned about the universe for, in all my years of study and pondering, I have found the truth to be much different than what most people believe.  Alright, it’s true that everything in the universe consists of matter and energy, which are interchangeable.  Neither can be destroyed, they can only change form.  However, one must wonder: where does all this matter and energy come from in the first place?  Well, I’ll tell you: socks.  Left socks, to be more precise.”

::he pauses a moment::

X: “I see your shock, but let me explain.  You know, as does every human being on the planet, that every time you do your laundry, a sock mysteriously disappears.  Now, most people are content with assuming that they’ve somehow lost a sock each time this happens… hundreds of times throughout their lives.  I, however, know better.”

X: “It’s too consistent to be a coincidence, and when I thought about every person in the world doing laundry and losing one sock, I started thinking good grief… that’s a lot of socks!  Doing the calculations, on average, 975 million left socks are lost like this each day.  Where do they all go?”

X: “Another planet.  Yes, that’s right, every dryer is equipped with a special device that generates a very small black hole, which sucks the sock in and acts as a wormhole to transport it to this planet.  It might surprise you to know as well that, on this planet, the left socks are no longer worn upon the feet… they are grown!”

X: “With these stores of billions and billions of socks, combined with a form of fusion, they’d found all the matter and energy they’d ever need.  Ah, you ask, but where is this going?  We have the source of matter, but there’s still one large issue: how is it all held together?  This seems complicated at first, given the existence of infinite other universes, worlds, and dimensions, because one has to ask what the boundary between these is, and how all these other universes are held together as well.”

X: “As it turns out, however, the answer to all this is surprisingly simple.  They are held together with staples.  So, the item you seek, logically enough, is the staple remover.  By removing the staples in the fabric of space/time that stores a certain event, you can effectively undo that event.  What is the staple remover, you ask?  Control.  The staple remover is a method of control built by the makers of the universe in order to turn a left sock into this: 

::X holds up a battery::”

G.Zeus: “Well, I suppose that makes sense, although it’s certainly a lot to take in…”

Lou: “Yeah it is.”

X: “Indeed, but there is more.  The staple remover is an artifact called the Crazy Cross, and it used to adorn Herbeous as an ornament.  As of the assault last night when Herbeous was destroyed I tried to find it, but the Crazy Cross was gone.”

G.Zeus: “Ah, that would explain why I did not see it on Herbeous either.  But it seems to me that it was missing before the plant was slain.”

X: “I suspected as much myself.  It’s that dastardly Afro Pope!  He has manipulated my fellow townsfolk and stolen the things we held dear!  He must have taken the Crazy Cross while the crowd was turned against us.”

Lou: “I see.  So, where is it now, X Professor?”

X Professor: “Last I heard, the Afro Pope was headed to the Temple of _______, a small distance North of town, in the same direction of the parade.”

Lou: “Let’s head there then, the sooner we get the Crazy Cross, the sooner I can go home and fix this mess.”

G. Zeus: “Thank you for your help, professor.  Lou, let us be off.  We should stop by the inn first and see how your friend is doing.”

::before the exit north of the town will work, they must visit the inn where they see Emma, wide awake:: 

----------------------------------------------------------------------------------------------------

Picking Emma back up
Lou: “Emma, you’re awake?  What are you doing here in Burgerberg?”

Emma: “Uh, I still don’t know why you know my name, but I saw your fighting style when you battled against the crippled boy.  I have always desired great power so that I can help people, and I wanted to ask to become your apprentice!”

Lou: “Alright!  We’re heading north to the Temple of _______, so please join us in our journey.”

Emma: “Yes, sir!”

----------------------------------------------------------------------------------------------------

Forest to the Temple

From here, the party goes through the Forest to the Temple.

----------------------------------------------------------------------------------------------------

Temple of _________

Lou: “I don’t see the Afro Pope or the Crazy Cross anywhere…”

Emma: “Wait, what’s that?”

::Lou picks up a little ball of hair::

Lou: “Looks like it’s just a hairball…”

G. Zeus: “Lou, this isn’t just any ball of hair!  It’s a piece of the Afro Pope’s afro.  With it, I may be able to determine where the Afro Pope has gone to.”

Lou: “How?”

G. Zeus: “I’m going to have to overstep my bounds by a bit and use an ability now that I wasn’t supposed to have until later in the game.  Let us hope my actions go unnoticed.”

::G. Zeus grabs one string of the hairball and punches it.  It immediately lunges out but G. Zeus holds strong::

G. Zeus: “There!  I have instilled within it the desire to return to its original form, the Afro Pope’s afro, in this case.  So long as we keep one end tied down, we can use this as an “afro radar” as it will always be pointing in the direction of its master.”

Emma: “Well, while you are figuring out where the Afro Pope has gone to, I’m going to take this opportunity to pray at this altar so that I may be stronger in my use of Underwater Basket-weaving Fist.”

:: (CG) Emma gets into the FFX style praying position when all of a sudden, Dyoh falls from the sky heading straight for Emma (ala FF7, Aeris’s death sequence).  Instead of stabbing her, however, he lands right behind her, and then dashes over to G Zeus and stabs him.  Lou shouts as Obi-Wan did in Episode 1… ::

Lou: “Noooooooooooo!!”

::Dyoh pulls out his hand a la Darth Maul while G. Zeus has a shocked look on his face.  Dyoh smiles at Lou, who is bouncing up and down waiting for the pink laser wall that’s spread across the stones in front of him to disappear.  (Lou could easily walk around it but he doesn’t because it’s a parody).::

Emma & Lou: “!!!”

::Have a shocked reaction slide from Lou and Emma.  Then have G. Zeus in a coffin that wasn’t there before.  Then another reaction shot.  Then G. Zeus doing stand-up comedy together with Dyoh.  Then another reaction shot.  Then mother Dyoh serving student G. Zeus a second bowl of rice.  Then another reaction shot.  Then G. Zeus cut up and bloody with knives.  Dyoh poses::

Mysterious Foe: “Those who overstep their bounds and use abilities before they have them suffer the consequences!  As for you two…”

::Dyoh steps aside to reveal Jim (regular version), then laughs and disappears.  Jim gives Lou an evil look and the battle begins (play sad music during fight?)::

::After battle, Jim is unconscious on ground.  Lou rushes over to G. Zeus’s side.::

G. Zeus: “Take the boy on your journey…  Train him… He is the chosen one…”
::G. Zeus dies.::

Lou: “G. Zeuuuuuuuuus!!”

::Lou and Emma place G. Zeus in water and he drifts away (or sinks).  Saddened, Lou walks over to Jim, who’s laying on the ground still.  Lou gets suspicious and brushes away Jim’s bangs to reveal the Chinese Character “Meat”::

Lou: “Just as I thought, he was being controlled by this ‘Dio’…”

::Lou erases the character from Jim’s forehead, causing Jim to wake up::

Jim: “Wha?  Where am I?  Did I do this?”

::Lou and Emma nod::

Jim: “Oh no, I was under a terrible influence…  Please, let me join you so that I may right what has been wronged.  I can be your student.”

::next part uses Crazy Lou 64 art::

Emma: “No!  Only two there are!  A master and an apprentice!”

Lou: “Ok, then, he can be your apprentice.”

Jim:  “YIPPEEE!  I will be very studious, Miss Nurse.  I will study your every, every move and feature!  Not the slightest bit of detail will escape this pair of eyes!”

Emma: “Uhh... okay, I guess...”

Lou: “Alright, now we can go back to being sad…”

Jim: “Lou, this may not help much, but I think I heard something about “Dio’s Platinum Saucer” in Roman Town while I was the Afro Pope’s servant.  If we continue north through the snowy wastelands then we are bound to run across an airship of some kind that we can use to fly there.”

Lou: “Hmm… yes, but that only works in all the old-school games.  Looks like we’ll have to go retro for awhile.”

::Jim and Emma exchange a glance, then nod::
----------------------------------------------------------------------------------------------------

Retro March

:: (CG) Marching forth to familiar music, Lou and company fade into their new retro forms.  Eventually they get to a new snowy area that they cannot turn around and go back from (they’ve already come too far).  There’s a Happy Mart they can go to, where everyone remarks on the oddity of their retro-ness.  Afterwards, they keep going (through snow and a cave and whatnot) and eventually get to the Airship.::

----------------------------------------------------------------------------------------------------

World Map Cut-scene

Jim: “Wow, there really was an airship!”

::Suddenly Raveena appears::

Lou: “Raveena?  What are you doing here?”

Raveena: “Yer ship be needing a captain, yes?  Raveena always be here to help those in need!”

Lou: “Alright!  Take us to Roman Town!”

::Raveena pilots the Airship and takes them to Roman Town via Street Fighter 2 travel.::

::Airplane sound and ROMAN TOWN  (Muffled voice)::
----------------------------------------------------------------------------------------------------

Roman Town

In Roman Town, they ask people for the location of Dyoh and they are directed to The Platinum Saucer.  In the Platinum Saucer they are told that they can battle “Dio” if they can defeat all the fiends of the arena.  

Example dialog:

Lou: “Do you know where we can find Dio?”

Villager:  “Yeah, you should go to Platinum Saucer (it looks like a big coliseum); He is the sponsor of the big tournament there today.  Keep winning and you’ll eventually get to him.”

----------------------------------------------------------------------------------------------------

Coliseum

::This is a series of battles which the player must win in order to continue the game::

::One of the fighters is called Okamuranger::

Okamuranger:  “Yeah, I’m all excited about the tournament but to tell you the truth I don’t think I have a good chance at winning so… Is it OK if I team with you guys?”

Lou: (nods)”…No”

Okamuranger:  “Please, I implore you to reconsider.”

Lou:  “OK.”

(SS) The next enemy is the Final Boss of the coliseum.  Finally defeat a buff man who turns out to be the owner, Dio.::

Dio:  “Well done, as champions of the tournament you are entitled to have 1 wish granted.”

::Party huddling.  (Overheard:  “I want to remove the scar on my chin.”   “Shouldn’t we revive Kuririn?” ::Peter and Will sneak into the huddle:: “I think we should wish to end the game NOW.”  ::Ignored by party.::  “I don’t even know Kuririn all that well.”)::

Lou:  “Wait a minute… Are YOU DIO?”

Dio:  “Why, yes.  YES, I AM.” (chi chi chi…)  (Abdul style)

Lou: “All right, obviously there is some sort of misunderstanding here.  Where is the COOL Dio?”

Dio:  “Oh… you mean Dyoh.”

Lou: “Ok, where is Dyoh?”

Dio: “Is that your wish?”

Lou: “Sure, why not.”

Dio: “On the other side of the ocean lies a Magnificent City called Egypt Town.  Go there… that is all I can tell you.”

Lou:  “All right, let’s charter a boat and go.”

----------------------------------------------------------------------------------------------------

Boat Ride to Egypt Town

::They take Raveena’s boat to Egypt town::

::When they first get on the boat, Lou and Emma stretch and give a sigh of relief, they plan to go to Egypt town, but technically they can go anywhere they want now because they are out in the open.::

Emma:  “Wow, the open seas.  It’s so open and free.  It’s such a breath of fresh air… Until now I felt so trapped, as if there was only 1 way to go.  But now…”

Lou:  “Yeah, you’re right, Emma.  It’s not like Dyoh’s going to go anywhere.  Maybe we should take this rare opportunity to set our own course.”

Jim:  “Hey, guys!  Look at this Harpoon gun!”

::The harpoon spears a giant fin::

ShipCrew:  “FIN!!”

Emma and Lou: “D’OH!”

::Not being able to bear the pain, the fin takes off, and takes the whole boat on a wild ride.  As the boat speeds across the water, fish wash up onto the bow.  This is supposed to be like the small pieces of Sin that break off in FFX.  This is a time battle and sees how long you can survive.   If you survive long enough, your cord breaks and you’re already at Egypt town.:: 

----------------------------------------------------------------------------------------------------

Egypt Town From Afar

Short (SS) of the party seeing Egypt town from the sea (like FF X Tidus, but instead of being awe struck, Emma says, “looks just like Roman Town” (Quick SS of Burnt Out Boxer Peter in the Ring Corner with Will Coach yelling with the slate “art directors” on top with maybe a couple of boxing bells being rung).

Emma: “Looks just like Roman Town…”

----------------------------------------------------------------------------------------------------

Egypt Town

Upon getting there Emma starts to feel bad and collapses (SS).  

Lou “We have to take her to an inn where she can rest.”  When you get to the inn, Lou happens to see G Zeus is outside.  Shocked, Lou asks G Zeus why he is alive.  G Zeus although ready to explain, notices that Emma is in terrible condition and they check into a room in the inn.  (SS) Plant growing out of Emma’s back.  

Lou: “G. Zeus!  You’re alive!  How is that possible?”

G. Zeus: “Well, I-”

G. Zeus: “Wait!  This is bad…. I can see where the artists are trying to take this.”  

(CG) Meanwhile….”Peter and Will are partying at a sushi shop… CHEERS!”

Peter: “JoJo’s Bizarre Adventure RULES!!”

Will: “YEAH!!”

G. Zeus: “This thing on Emma’s back is happening because Dyoh’s power has been unlocked.  We need to stop Dyoh or Emma will… die.  We have 3 months.”  

Jim: “3 months!! How are we going to get to him in 3 months!!  He could be blocks away!!”

G. Zeus: “…Well, it takes poison to quell poison.  The rules do not work the same here in Egypt Town.  While here, we will have assistant spirits called ‘Standards’ to help us.  Lou, yours is called ‘Star Gold’.  Jim, yours is ‘Silver Carrot’.  I’d rather not discuss mine since it’s a little embarrassing…”  

::Everyone switches over to JoJo mode.  Throughout City, party will get into battles with Middle East version Yakuza and various rodent animals.::

G. Zeus:  “So, unfortunately, we cannot fight Dyoh yet; my standard is far too weak.  We need to have it replaced.  For this, we need to go to the restaurant where the Art Director ‘Peter’ works.  Emma can rest here in this inn while we explore the town.  Come on, we need to change…”

*(side note when ever talk of someone working comes up, be sure to have people touch on the fact that it is a recession right now.)

----------------------------------------------------------------------------------------------------

Journey to the Artist

::They get to the Desert Sushi Restaurant::

G. Zeus + Lou: “PETER!!”

Peter, on top of the roof, jumps off (“HAAAA!!!”)

Peter “So… How can I help you three?”

G. Zeus: “Well, you see, we’re going to defeat Dyoh but I don’t think we can with my crappy standard, so we were hoping that you could change my standard to ‘Wacky Zirconium’ with your art director powers.”

Peter:  “Well, I’d like to, but technically I’m cast as a cook in this game.”

Lou, G. Zeus, and Jim: “A cook!?”

Peter: “Yeah… you know… it’s recession, full swing.  Times are hard.  If I was only the art director for this game, I wouldn’t be able to survive.”

G. Zeus: “But I want something that goes ORA ORA!!!” 

::G. Zeus starts crying::

Peter: “All right, G. Zeus… all right.”

::Then, after Peter is gone...::

Lou (to G Zeus): “Wow, I’d never expected to see you cry like that.”

G. Zeus: “Yes, neither did Peter… That is why it is so powerful a weapon.”  

::(Ultra-serious face slide)::

::Now G. Zeus has “Wacky Zirconium”.::

----------------------------------------------------------------------------------------------------

Battle with Dyoh

Lou: “Dyoh!  So it is you…  Where has the Afro Pope gone to?”

Dyoh: “You think I would just tell you?  It’s far more amusing watch you struggle.  Now, die again!”

::Boss Battle with Dyoh::

Dyoh: “You may have beaten me, but Gill Bates will still achieve ‘time kompression’ and you’ll all disappear.”

G. Zeus: “ ‘Time Kompression?’ ”

Dyoh: “Yes… he first got the idea when I applied for a job at Macroshaft…”

::(SS) flash back pictures of Dyoh trying to get a job at Macro shaft.  Job interview.  Gill noticing that Dyoh can Stop Time from reading his Resume.  Dyoh does his research in a lab coat as Gill ponders the possibilities of time compression.::

Dyoh: “And now he has perfected his plan… and there’s no way you can even find him.”

G. Zeus: “But there must be a way… there always is.”

Dyoh: “Well, it would require finding the 10 mystic crystals which have been scattered to the four corners of the world, each hidden in a long, daunting cavern that will take you hours upon hours of relentless pursuing and-”

Jim: “Found them!” 

(SS) ::Dyoh is extremely sad that it was found so easily but before he has time to cry...::

Lou: “Already?”

Jim: “Yeah, they were in the back room.”

Lou: “Wait, if Dyoh was working with both the Afro Pope and Gill Bates at the same time, then they undoubtedly must be working together as well.”

Jim: “Yeah!  And we have the Afro Radar!  We don’t even need these things.”

::The party throws away the 10 crystal shards right in Dyoh’s view.  Dyoh dies crying.::

Lou: “Hmm… The afro radar is pointing upward?!”

Jim: “What does that mean?”  

::They all think for a moment.::

::Peter and Will ( Slack off ( Easy background cop out ( Space.::

G. Zeus: “So that’s their scheme.  They plan to take this story to space!”

(SS) ::G Zeus looks up with a clenched fist.  Peter and Will are evilly looking down on him.::

::Meanwhile, the Afro Pope is just flying overhead in his Afro Jet, he’s not in space at all…::

Lou: “Ok, then, let’s go back to the inn and get Emma, then we can head for space.”

----------------------------------------------------------------------------------------------------

Return to the Egypt Inn

::After defeating Dyoh, they head back to the inn where Emma has gotten better.   They have a little reunion theme then move on.  Maybe a couple of slides just showing the characters smiling to show that she’s better::

----------------------------------------------------------------------------------------------------

To Space

Narrator: “And so, Lou, Jim, Emma, and G. Zeus left for space in their airship.  Eventually they arrived at the resistance group HAILSTORM’s spaceship carrier.  G. Zeus, however, died along the way.”

Admiral: “I am the admiral in charge of this ship, HAILSTORM’s main carrier.  I am sorry about your friend…”

Lou: “Yeah, I can’t believe that G. Zeus died in that way that he died…”

Admiral: “But right now we need to concentrate on Gill Bates and his maniacal scheme.  We need your help, Lou.”

Lou: “…”

Admiral: “Gill Bates has made a base out of the asteroid called ‘Solomon’.  From there he is staging a massive assault with the intention of crashing the asteroid into the Earth so that he can create ‘time kompression’ in which he would be the world’s ruler.”

Admiral: “HAILSTORM believes that his plan is fundamentally flawed in that he would destroy all life on the planet instead of achieving this nonexistent ‘time kompression’.  That’s why we have this meager defense force set up to fight back and protect the planet.”

Admiral: “Lou, G. Zeus gave his life to get you up here.  You cannot throw that noble sacrifice away.  Help us defeat Gill Bates and his army so that we may save the entire world!”

Jim: “But, Admiral!  What can we do?  We have nothing to fight with!”

Admiral: “We found three spectacular robots hidden away in your airship’s hangar.  Naturally, we assumed that these belonged to you…?”

Jim (unsure): “Oh… yeah… our robots… er…”

Lou: “Well, it doesn’t seem like the Afro Pope is here after all, but at least Gill is.  Let us finish this and then we can return home and continue our pursuit of the Afro Pope and the Crazy Cross.”

Admiral: “Excellent, go get prepped.”

“Meanwhile, in the ship’s hangar…”

::Peter and Kei are painting a giant robot.  Suddenly a man rushes in…::

Nikumen: “Ahhh!  We’re losing!”

Nikumen: “We must use this!”

Peter: “What?!  It’s suicide!  We haven’t even finished texturing it yet!”

::Peter and Kei dive out of the way as the robot walks out of the hangar.  It picks up speed and charges into battle, right into the asteroid.  The robot explodes, with Peter and Kei left lamenting their messenger::
All: “NIKUMEN!!!!!”

“Ok, back to Lou and Co…”

----------------------------------------------------------------------------------------------------

Reunion with G. Zeus Number Two

::The player is given control over Lou again but they start only one room away from the hangar.  The only NPC there just tells them good luck and that the hanger is over down the hallway::

Lou: “Let me try out my robot first and make sure it’s safe out there.”

::(CG) Lou takes off in a ship and lands on his robot’s head.  He slowly walks around the ship to test everything, falling down and whatnot in the process.”

“Suddenly…” (this is on a blank screen)

::(CG) the Buster Machine 3 Black Hole bomb warps out next to the carriers.  (Gunbuster reference.)::

Lou: “What’s that?” (as the BM3 warps out)

“Back inside the hangar…” (again, this is on a blank screen)

Hangar Monkey: “Looks like a BM3!  I wonder who’s piloting it…”

::Lou, Emma, and Jim wait to see who it is and wait for the pilot to come aboard, and much to their surprise it is G Zeus::

All: “G. Zeus!”

Lou: “You’re alive… but-”

G. Zeus: “I know, I’m abusing my privileges.”

::And they all embrace.::

Emma: “Master G. Zeus, you can co-pilot my robot; there’s an extra control room in the wrist.”

G. Zeus: “Alright, then, let us finish this!”

::The three robots take off the carrier (CG), and head off into battle.::

----------------------------------------------------------------------------------------------------

Encounter with Gill Bates

::The arenas in space have space dog fight gifs around you but there is one of Solomon itself, and as you get closer, then the next two arenas have successively bigger bitmaps of it.  When you get close enough this will trigger an event where the members will complain of their being too many enemies::

Jim: “Wow, that’s a lot of enemies up there!”

G. Zeus: “Well, well, so what shall we do about all this?”

Emma (to G. Zeus): “Is it all right if I use ‘that move’?”

::(Gunbuster reference)::

G. Zeus: “Of course you may.”

(SS) ::Emma yells as she thrusts the controls and this takes her machine high up!::

Emma:  “Navajo Style!!!”

G. Zeus:  “Moon Sault!!!”

::Slides composited in CG::

Together: ”ELBOW DROP!!!”

::And their machine rips through hoard of enemies in a river of explosions.::

::With the battlefield clear, Gill Bates appears in his Mech, which is a modified version of Jim’s.  Gill has the Char mask on.::

Gill: “Hahaha, you can never stop Solomon!  I will crush you with my Char!”

::(Boss battle)::

----------------------------------------------------------------------------------------------------

Crashing to Earth
::After the battle with Gill, it gets to the point where Gill is going to stab Lou’s robot in the chest…:: 

Emma + G. Zeus: “Lou!  Look out!”

::…but Emma’s machine butts in and his laser sword skewers its hand instead.  G Zeus’s cockpit view goes to static.::

Lou: “G. ZEUUUUUUUSSSS!”

::Gill escapes::

::Infuriated, Lou begins to pursue but the overwhelming emotion triggers something and there is a tremendous flash and explosion.::

::Suddenly, Emma and Jim are in the shadow of Yzarc’s Suit.::

::Strangely enough, he seems to ignore them:: 

Yzarc: “Destroy, destroy, must destroy!”

::Jim and Emma attempt to pursue Yzarc as he flies past them but they lose sight of him.  The meteor starts to move.  Jim and Emma try to push the meteor back.  Lou is seemingly sleeping on top of the meteor, but wakes up when he hears Jim and Emma’s efforts.:: 
::Emma and Jim try really hard and in one last effort expel huge plumes of exhaust.::
::Emma screams, not yet giving up hope.  (Fades to black)::
(CG) composite of meteor hitting city and a huge explosion happening.
----------------------------------------------------------------------------------------------------
Post-Apocalyptic Land

Narrator: “The year 200X, the world was enveloped in Nuclear flame… Oceans dried, Land scorched, it had seemed as if all life had disappeared.”  

::Biker’s foot enters camera:: 

Narrator: “But no… not yet… humanity had not perished.”
::Fist of the North Star parody opening video plays out::
Emma, G Zeus and Jim find themselves in Nuclear Apocalypse city.  They can’t find Lou.  Inside the city they will find the Bloody Hospital and Daimler-Chrysler Buildings, which are the tall buildings.  These buildings will have rooms from the hospital except no beds, except for the post apocalypse hospital in the city.   
Emma, Jim and G. Zeus inside the Hospital, surrounded by the Children of the HAILSTORM resistance.  

----------------------------------------------------------------------------------------------------
In Post-Apocalyptic Hospital

Emma: “Master G. Zeus!  It is great to see that you are alive, though somewhat expected by this point.”

G. Zeus: “Indeed, child.  But these are dangerous times and, as you have no doubt noticed, Lou is no longer among us.”

Jim: “Did he survive the apocalypse?”

G. Zeus: “Lou is strong… stronger, perhaps, than any of us may know.  While you two were recovering in this hospital, I heard tales from travelers that a dazed man of Lou’s description was traveling to the Underwater Basket-weaving Fist Temple in Vietnam.  That is where I believe he would be headed now.”

Emma: “First things first, though.  We have to get out of this town-”

::SS - suddenly the door bursts open and a man comes in with boxes full of experience:: 
Father: “ Look, Mr. G. Zeus, we ambushed a Macroshaft supply vehicle!  And look at all the experience we found!”  ::He offers it to the children.  One runs up to his father and is fed experience.  G. Zeus takes a sniff of the experience and yells::

G. Zeus: “No! Don’t eat it!”
::The child begins to convulse.::
::G Zeus rushes over to help but it is too late.::
::Child dies and Father collapses crying.::
G. Zeus: “Only one man is ruthless enough to lace experience with poison… SOUZA!

Jim: “SOUZA!!!!!”  ::Reuse G. Zeus clenching fist Slide, replace Peter+Will with Souza and G. Zeus with Jim::

G. Zeus: “But Souza is immune to Underwater Basket Weaving Fist.  There is a secret to his body.”

Emma: “We have no chance then!”

Jim:  “Yeah! But how can we do nothing when innocent children die around us?!  I need to satisfy my Burning Heart, which thirsts for justice!!!”

Child who hadn’t eaten experience: “Um, Jagi lives next door on the top floor of the Chrysler building.”

G. Zeus, continuing:  “Luckily, I know his secret… His pressure points are reversed.”  

(Jim isn’t listening)

Jim: “JAGI!!!”  ::Reuse slide again but this time instead of Souza it’s Jagi.::
----------------------------------------------------------------------------------------------------

Skyscraper Side-Quest

::The skyscrapers have many floors.  You may need to look for keys to go higher up, and this is where we will do the, looks like you don’t need this key anymore only to find out that you did.  The very top of one of these buildings will have Jagi, whom you can fight.   This world will have lots of gang members to beat up.::

::(note, at Jagi, just reuse Jim’s ‘JAGI!!!’ slide so the player knows for sure they’ve found him::)

----------------------------------------------------------------------------------------------------

Escape From P-AC

::Battles take place on the streets etc until as they get out (where they encounter the Afro-Pope and his entourage).::

----------------------------------------------------------------------------------------------------

Beat the Afro Pope!

::The Afro Pope has three bird-horses with him pulling his float.::

Afro Pope: “Why, if it isn’t G. Zeus, if that is your real name.  And now you too, Tiny Jim?  Why have you left the light for the company of our enemies?!  Stand back, heathens, you interfered with me before and I will have no more blasphemy before me!”

Jim: “I was under the control of a wicked spell, Mr. Afro.  I now know that you were after the Crazy Cross all along and used me to steal it!  Hand it back!”

Afro Pope: “I do not know what you speak of, but I will not hear lowly sheep speak to me this way.”

Jim: “If we are then but sheep to you, then you should have no problem… uh… shearing our wool and making… blankets, or some such object.  Now hand over the Crazy Cross or we’ll bleat it out of you!”

::battle with Afro Pope::

After the battle:

:: SS – Afro Pope falls limply to the ground, his giant afro buoying him somewhat.  Upon impact, the staple remover plops out of his hair.  Slide of 3 party members staring in surprise.  Flash to 3 or 4 frame sequence of Afro Pope smiling at crowd in Burgerberg in front of Herbious as he nonchalantly walks past the plant (with the Staple remover hanging on one of its vines).  The staple remover gets caught in his hair as he walks past and is sucked in.  One more frame of the party, this time looking somewhat embarrassed.::

G. Zeus: “Well, the important thing is that we have the Crazy Cross now, but I sense an aura about it.  I believe that none of us can use it.”

Emma: “Lou could!  I’m sure of it!”

G. Zeus: “Yes, I agree.  Lou is perhaps the only soul in this world destined to wield such an object.  We must find him quickly and right what has been wronged.”

Jim: “I’m sure the Afro Pope wouldn’t mind if we took his bird-horses.”

G. Zeus: “With these we can get to Vietnam in no time!”

Emma: “We’re coming, Lou!”

(CG) A Montage of them riding through different environments.  They go through barren land, slightly grassy land, to grass plains finally to jungle.  (Gladiator Ref) 
----------------------------------------------------------------------------------------------------

Vietnam

::In the Jungle there will be a Happy Mart warp a final place to buy weapons/items, but otherwise it is a trip through Jungle Forest to get to the Underwater Basket-Weaving Fist temple.  The temple is done in pre-rendered style but is short and has no battles::
----------------------------------------------------------------------------------------------------

Final Confrontation, Part One (with Party)

::Yzarc Uol confronts them in the chamber with two statues::

G. Zeus: “Yzarc Uol?!  Where is Lou?”

Yzarc Uol: “Have you simpletons not figured it out?  Have you never played Xenogears?  I AM LOU!”

::look of shock on party’s face::

Jim: “That’s not possible!  Lou was on the float… no, wait, he wasn’t.  But space…?  Oh… nevermind.”

Yzarc Uol: “I am the side of Lou that isn’t crazy.  It was his craziness that has repressed me all these years and allowed ‘him’ to exist.”

::show more party member reactions::

Yzarc Uol: “Give me the Crazy Cross, so that I may undo all of this nonsense and go back to the past where I will be in control for the rest of Lou’s life.  I will do great things with this power.”

Jim: “If you would undo things now, does that mean that you’ve undone them before.”

Yzarc Uol: “Yes, you pathetically scarred boy, I have undone much of Lou’s life already.”

Emma: “So then Lou had been telling the truth when he saw me in Bluemond Hospital?  Had we journeyed together in some other existence?”

Yzarc Uol: “Unfortunately, it is true.  You were such a distraction to ‘him’; it kept him anchored in control.  It was a long time before I found the strength to resurface.  This time, things are different.  I have far more control now than I ever have before.  Give me that Crazy Cross and I’ll be sure that you are never interfered with again.”

G. Zeus: “You must defeat us, Yzarc, if you want to have the privilege of changing time again.”

Yzarc Uol: “So be it.”

::battle with Yzarc::

----------------------------------------------------------------------------------------------------

Final Confrontation, Part Two (just Lou)

::With Yzarc “defeated”, Lou is momentarily able to regain consciousness::

After battle:
Lou’s voice: “Where am I?”

Emma: “Lou!  Can you hear us?!”

Lou’s voice: “Help! Help!  I’m being repressed!”

::dissolve to SS in Lou’s mind, the cathedral.  Lou is at the entrance, with a more armored Yzarc Uol standing in front of the organ.  Ominous music plays in the background.::

Lou: “What is this place?”

::he looks around::

Lou: “Is this in my mind?”

Jim’s voice: “Lou!  Say something!”

Lou: “I’m right here!”

G. Zeus’s voice: “Lou, use our strength!  Use our strength to beat back your false personality!”

::end SS::

::Text/Message box pops up stating: “Lou’s friends transferred all the level points they gained while Lou was away to him!  Use these now!”::

(Lou can move about freely and access the menu where he will have new Level Points.  If he moves up near Yzarc Uol, the final cutscene will commence)

Yzarc Uol: “Well, well, if it isn’t the crazy one…”

Lou: “…”

Yzarc Uol: “You don’t remember me, do you?  You’ve been hiding from me all these years… hiding under your veil of self-constructed stupidity.  Well, Lou, do you remember THIS?”

::SS of Lou as a child, happily playing with his food.  Then, tragedy strikes as he tips over his glass of milk.  The milk spills all over the table in dramatic fashion::

Yzarc Uol: “You pushed all of those horrible thoughts and feelings of the spilled milk onto ME!  You did it to hide from the awful experience.  Then you locked me away in the back of your mind where I couldn’t escape.  I found my way out from time to time… like when we slaughtered the souls of this temple so many years ago.”

Yzarc Uol: “I was going to rule the city of Bluemond but instead your craziness landed us in a hospital.  Unbeknownst to you, but very beknownst to me, the billionaire mogul Gill Bates had arranged for the purchase of a seemingly unimportant staple remover from a simple German village.  This artifact, the Crazy Cross, was kept in his care until he could figure out its secret.  When you defeated him, crazy man, he dropped the Crazy Cross and I saw my chance.”

Yzarc Uol: “I took control of our body and grabbed the staple remover, and quickly undid time back to when you first came to Bluemond.  That, crazy one, was my revenge upon you.  For once you were actually the only one who wasn’t crazy and still no one would believe you.”

Yzarc Uol: “I did not count on your persistence, however, and thus we have ended up here, where your power originated.  Even the Apocalypse could not stop you from returning.  Your friends have battered our body, but here is where I will still wipe you from our mind, and my victory over you will be complete.  Let us end this now!”

Lou: “Uh, could you repeat that?”

::SS of Yzarc giving Lou a frustrated look, and then the final battle begins:: 

::This is the final boss battle, a 1 v 1 with Lou vs. Yzarc.  Lou is given time to distribute all of the player level points that his party has received for him in the meantime before he actually has to run up to Yzarc in his mind to initiate the final battle.::
----------------------------------------------------------------------------------------------------

The Ending

G. Zeus: “Lou!  It’s great that you’re ok!”

Lou: “It is my fault that the apocalypse happened, there is only one thing that can be done about it now.  I know you all understand.”

Emma: “Yes, master, we will be strong.  Please, do not forget about us.”

Jim: “Yeah, even though we won’t remember you, you’ll have to say ‘hi’ to us in the past!  Just don’t call me a liar next time, ok?”

G. Zeus: “It is a brave thing you are doing, Lou.  Brave and noble.”

G. Zeus (thinking): “How convenient… The perfect way to make another sequel without any new art.” (reuse fist clenching slide with Peter and Will staring down at him)

Lou: “Hand me the Crazy Cross.”

::G. Zeus hands over the Crazy Cross::

Lou: “Until next time…”

::Big flash and everything disappears except Lou, then he, too disappears::

::Lou wakes up in the hospital just like in the beginning of the game::

(Game gives player control of Lou to walk out of his room)

::Emma and Jim greet him on the other side of the door::

Emma + Jim: “Surprise!”

Lou: “Emma!  Jim!  But how is this possible?  I thought-“

::another door bursts open, and through it pops G. Zeus wearing a Hawaiian t-shirt and carrying a surfboard”

G. Zeus: “Surf’s up!”

::Slide(s) of the party surfing a huge wave with surfing music in the background.  Credits begin to show up on top of them, leading into the whole credits thing::

Art & Video

Overall Goal

The overall goal of our art is to give it similar feel to other games and genres, to achieve a parody affect.  So our art will be reminiscent of the Final Fantasy series, as well as a heavy anime look, with influences from Jojo’s Bizarre Adventure and the Gundam Series for the mecha (robots).  

3D Art & Animation

Models

Template

Model Name – Skeleton Type


Animation List (if any)

Playable Characters

Lou – Humanoid Skeleton

Basic Attack


6 Special Abilities (each one is an animation)


Over-world Kick

Emma – Humanoid Skeleton


Basic Attack


6 Special Abilities



Tiny Jim – Humanoid Skeleton


Basic Attack


6 Special Abilities 

Hurt Stance

G. Zeus – Humanoid Skeleton


Basic Attack


6 Special Abilities 

Lou’s Robot – Humanoid Skeleton


Uses same animations as Lou

Jim’s Robot – Humanoid Skeleton


Same as Jim’s

G. Zeus / Emma’s Robot –Humanoid Skeleton


Same as G. Zeus and Emma’s

G. Zeus Jojo Version – Humanoid Skeleton


Same as normal version

Lou Jojo Version – Humanoid Skeleton


Same as normal version

Jim Jojo Version – Humanoid Skeleton


Same as normal version

Lou’s Stand – Humanoid Skeleton


Uses same animations as Lou

Jim’s Stand – Humanoid Skeleton


Same as Jim’s

G. Zeus Stand –Humanoid Skeleton


Same as G. Zeus 

Enemies

Gil Bates – Humanoid Skeleton

Basic Attack

Hurt Stance

Coffee – Unknown Skeleton

First Enemy Robots – Humanoid Skeleton


Basic Attack

Afro Pope – Humanoid Skeleton


Basic Attack


Special Attacks

Converted Jim – Humanoid Skeleton


Basic attacks


Special attacks (most likely same as normal Jim)

Kakyoin – Humanoid Skeleton


Clock Destroying Animation(or SS?)

Yzarc Uol – Humanoid Skeleton


Basic attacks

Special Attacks

Yzarc’s robot - Humanoid

Dyoh Model  - Humanoid Skeleton


Basic Attacks


Special Attacks

Dio Model – Humanoid Skeleton


Basic Attacks


Special Attacks

Shin 

Basic and Special attacks

Living Fish


Basic Attack

Gill Bates Mech


Basic Attacks


Special Attacks

Jagi –Humanoid Skeleton Model


Basic Attack


Special Attacks

Bounty Dog – Dog skeleton


Basic Attack

Yakuza 1 – Humanoid 


Basic Attacks

Yakuza 2 – Humanoid


Basic Attacks

Post apocalypse Gang 1 – Humanoid


Basic Attacks

Post apocalypse Gang 2 – Humanoid


Basic Attacks

Bear – Bear Skeleton


Basic Attacks

Polar Bear – Bear Skeleton


Basic Attacks

Dead Gold Fish

Dead Mambo Fish

Dead Hage Fish

Vending Machine

Programmer – vaguely Humanoid skeleton

Paper Airplane guy - Humanoid

Flying Pig – Pig


Basic Attacks

Black Mercedes – Car


Basic Attacks

Zako – Humanoid


Basic Attacks

Gerugugu – Humanoid


Basic Attacks

Char’s Zako – Humanoid


Basic Attacks

Corvette – Ship


Basic attacks

NPCs

Nurse – Humanoid Skeleton

Old Woman - Humanoid Skeleton

Raveena – Humanoid Skeleton


Attack / Ability Animations

Pirate Crew – Humanoid Skeleton

Attack / Ability Animations

BurgerBerg Children – Humanoid Skeleton (anything past 1 is good)

Herbeous

Burgerberg Townsfolk - Humanoid Skeleton

X-Professor / Old Man - Humanoid Skeleton

BusinessMan/DrugDealer - Humanoid Skeleton

Grandson - Humanoid Skeleton

Grandma (could use same as old woman) - Humanoid Skeleton

Roman townsfolk - Humanoid Skeleton

Okamuranger Model - Humanoid Skeleton

Peter model – Humanoid Skeleton


Jumping off roof animation

Children of EDA(1 +) –Humanoid Skeleton

Bird Horse model 


running animation

Objects

Pirate Ship

V-GunShip

Clock

Water Tower

The Float for Pope Parade 

Make-out/Save Couch 

Happy Mart Sign

AirShip Model

Coffin? Microphone? Models not required if done in SS

Staple Remover

Summons

Nullspace Robot

KR Bitmaps

Skeletons

These are animations that aren’t necessarily tied to one character, but tied to the skeleton.

Humanoid Skeleton

Summon animation


Use item animation

Hurt Stance 

Combat Stance

Dead Stance

Over-world idle stance

Over-world Running animation

Sitting animation

Dancing Animation
(chicken Dance)

Sleeping/Lying down

Riding bird horse anim/stance

Areas/Battle Arenas

Bluemond

Hospital

Lou’s Room

Hallway

Outside Bar Area

Forest

Battle Arena (Forest)

Forest Over-world Areas (2 or 3)

Blue Sky Park

Battle Arena Blue Sky Park

Blue Sky Park (Destroyed)

Barren World Area ( same size as forest)

Battle Arena Barren Land

Damaged Blue Sky Park Area( 1 )

The Cave

Cave Area (1 thing of forest, 1 forest leading up to cave, 1 map of cavern

Cave Battle Arena

BurgerBerg

Area List:

1 outside burger berg, 1 inside a house(will be reused)  1 mansion, 1 inn, 1 weapon/item shop, 1 bakery

Battle Arena BurgerBerg

The Hedge Maze

Hedge Maze Area

Hedge Maze Battle Arena

Pavilion

Battle Arena Pavilion/Float

Area Pavilion

High School

Area High School(Outside, Halls, Office)

Battle Arena Principal’s Office

Happy Mart

Happy Mart Area

Temple of Staple Removing

Another Forest Area (may be the same as other forest)

Forest Battle Arena (reuse)

Temple Ruins

Temple Ruins Battle Arena

Retro Snow Forest

Retro Forest/Snow Area 

Forest Battle Arena (reuse)

Roman Town 

Roman Town Area

The Platinum Saucer

Battle Arena Platinum Saucer

Egypt Town


Egypt Town Area

Battle Arena Boat

Boat

Egypt Town Battle Arena

______ Restaurant Area

Dyoh’s Mansion Area

Mansion Battle Arena

Space

Spaceship Interior Battle Arena

Three Space Battle Arenas

Apocalyptic City

Apocalypse City( with Bloody Hospital and Chrysler Building interiors )

Apocalypse City Battle Arena

Chrysler Building

Skyscraper Floors Area

Skyscraper Battle Arena

Jungle

Jungle Area

Jungle Battle Arena

Jungle Temple Area

UWBF Temple

More Temple Area

Temple Battle Arena

Lou’s Mind Arena

Cinematics

SS stands for Slide Show, a couple of black and white stills showing the scene.

All of the stills will be pencil drawn, with an anime style.

Idle/Game Start-Up

CG Chrono Cross parody intro 

Game Intro

SS showing the events of the previous game leading up to the Final Stage

CG Final Stage – Macroshaft : re-enacts the last boss battle with Lou and Gil with a mix of parodies

SS adding Emma and Jim to the scene

2 Stills showing Jim and Lou attacking Gil Bates

CG of Gil’s Death

SS showing the peaceful-ness and some old characters from CL in Blue Sky Park

SS showing the arrival of the robots

SS re-introducing Emma and Lou

SS with the Doctors kicking Lou out of the hospital

Bluemond

SS Tiny Jim’s Escape

The Bar 

Tokimeki-Style 1 still of the Bar, and 1 for Biff, Darla, Bo

Blue Sky Park Chaos

CG Intro to Robots

CG New Robots with weapons of mass destruction

SS intro to Mysterious Man

SS Lou’s attempt to stop New Robots

CG Lou gets in his robot

SS Emma seeing the Navajo Style …(either that or do in game)

CG  Xeno-imitation Robots keep getting up

Bluemond Hospital Revisited

SS Mystery man joins party

Aftermath of Blue Sky Park

SS Show protestors and signs

SS Broken Pigeon Nests

BurgerBerg One

SS intro to first Kid

SS intro to G Zeus Vs Coffee

The Hedge Maze

CG Intro to Maze

The Pope Parade

SS of Pope intro/convincing townsfolk

CG Peter and Kei Sniping

SS Instant Hell Murder

SS Lou’s Final Strike

SS Emma Learns UWBF

SS characters Charge

CG Yzarc shows up

CG Yzarc Leaves robot, starts fight

BurgerBerg Part Two

SS  X-Professor Tells his Story

SS  X Prof’s Flashback

SS  Getting to the High School

SS  Getting to the Principal

SS  Principal Flashback

SS Lou, G Zeus, get their notes out again

SS Principal Defeated


Temple of Staple Removing

SS Multiple Parody G. Zeus Death Scene

CG Laser wall stops Lou

SS Dyoh G Zeus Bizarreness

SS G. Zeus Qui Gon Last words

SS Lou Frees Jim

Global Map Bitmap

Mini-AirShip Bitmap

Retro Forest

Global Map Bitmap

Mini-AirShip Bitmap

Roman Town

SS Oops wrong Dyoh/Dio

Egypt Town

SS Jim harpoons Shin

SS Party Sees Egypt Town

SS Burnt Out Peter

SS Emma Collapses

SS Emma’s Back Plant

CG Peter and Will at the Sushi Shop

SS G Zeus Crying  

SS Ultra Serious face Slide

Dyoh’s Mansion

SS Coffin

SS Dyoh’s Macroshaft employment

SS Dyoh ‘s Magic shards

SS Afro Radar

SS All think of Peter and Will’s Space Plan

SS G Zeus tormented by Peter and Will

Egypt Town Part Two

SS remembering people who weren’t in the game

SS Shin again

Space

SS EDA stops them in space

SS G Zeus gets shot and killed (again)

CG  Space carrier picks up Lou

SS Emma and Jim greet Lou

CG Gunbuster parody

CG take off the Carrier

Dog Fight Gifs

Solomon Bmp

SS Navajo Style Moon Sault Elbow Drop

Space Part Two

SS G Zeus Saves Lou

SS Yzarc Shows Up 

SS Gundam 0079 experience

CG Meteor hits the City

Apocalyptic City

SS Flashback

CG Gladiator Montage

Apocalyptic Hospital

SS Poisoned Experience

SS Clenched Fist

UWBF Temple

SS The creation of Yzarc

SS/CG Ending


Video

Two of the summons will be done in FMV, in particular is the Development Cycle and the Neo-Jahn:

The Development Cycle will be fairly long, involving an ‘attack’ towards the camera performed by each person on our development team on whatever background we feel is fit.  It will involve 6 actors, (the dev team, 8 if we include our two artists) and be under 10 mins.

Neo-Jahn will involve an attack via our math teacher Dr. Jahn, if we can arrange a time for him to show, if not we just reuse footage from our previous game, Crazy Lou 64.  

Storyboards & Concept Art

For concept art and storyboards, please refer to Appendix A.

Marketing and Packaging Art

Box

Due to the extensive amount of art in our game, extracting art for the box should be a trivial matter.  The front of the box will show the main characters in action poses.  These pictures could be selected from pictures rendered for other parts of the game, or if time allows the cover could be modeled or hand drawn.  The back of the box will be covered with screenshots taken during the alpha stage of the game.  Short examples of the key features will be written next to the appropriate screenshots.

Manual

The manual will need scaled down screenshots of the GUI and each menu.

Web Site

The web site will be simple.  It will use the same art as the box.

Sound & Music

Sounds

The following sounds will be required.  For a reference of when and where each of the following sounds will be used, please see the Asset Revelation Schedule (next section).

Battle Sounds

· Weapon hits (see weapon list)

· Getting hit (generic)

· Sound for a miss

· Summons (see summon list)

· Dialing sound (for summons)

· Power up sound effect (for strength, defense increase, regen, haste, etc)

· Sound for special getting hit (for critical hits, stronger attacks, etc)

· Voiceovers for taunts (Lou) and anti-taunts (Jim)

GUI Sounds

· Select sound

· Moving through menu sound

· Backing up sound effect (for going back to previous menu)

Over-world

No sound effects, only music

Cut Scene

· Voice Clips of spoken text

· Soft burning sound (campfire)

· Intro Voiceover

· DDR noises

· “Codec” beep

· Mug shattering

· Deep Explosion

· Paper Burning Sound

· Pocket Rustling

· ‘Glue Power-up’ Sound

· People Running

· People Struggling

· Cackle, Coffee SFX

· Garbage Can being kicked

· Robot Getting Hit

· Robot Falling Down

· Deep Explosion

· Heartbeat Sound

· Angry Crowd Noises

· Fruit Splattering

· Gunshot

· Weapon Slicing sound (used for both double-stapler and cutting down Herbeous)

· jewelry etc jingling during dance (?)

· Clock Tower exploding

· Giant Robot Flying Sound

· Angry Crowd Roar 

· Somebody Sleeping Sound (?)

· Open Treasure Chest/Get Item

· Rustling Paper

· Roaring Kids

· Cheering Kids

· Somebody being dropped on the floor (with “oomph”)

· Red Energy Wall Gates Disappearing

· Sudden Scene Change (“Dunnnn!!!”)

· Stabbing sound

· feet hitting floor/running sound

· Plane Flying Sound

· Announcer saying “Roman Town” (Street Fighter II)

· Harpoon being fired

· Harpoon plunking into object

· Cord snapping

· Water rushing by boat

· Boxing match bell

· Surprised Exclamation Sound

· Person Landing from Jump

· Dyoh Death

· Get Treasure Sound

· Thunderclap (for Peter and Will in sky)

· Water rushing and splashing

· Ships Crashing Sound

· Deep Explosion

· Rocket shooting off

· Bomb Warp Sound

· Ships Taking off From Carrier

· Deep Explosion

· Many Smaller Explosions

· Explosion

· Slicing with Weapon Sound

· Metal hitting metal

· Fuzzy Static Sound

· Flaming Carnage-like Sound

· Foot hitting ground

· Dying Kid Sound 

· Staple Remover hitting ground

· Afro Rustling

· Bird Chirps

Music

The following music will be required.  For a reference of when and where each of the following music will be used, please see the Asset Revelation Schedule (next section).

· Chrono Cross Intro parody music 

· Castlevania-esqe music, Quick techno ditty for DDR 

· Boss Music #1 (Gill Bates) 

· Calm Hospital Theme 

· “Over-world Theme” 

· Jim’s fake flashback theme from Crazy Lou, “Over-world” Theme 

· Happy Bar Theme

· Happy Forest Theme

· Battle Theme

· Hospital Theme (again)

· Sad Forest Theme, G. Zeus’ Theme

· Cave Music, Raveena’s Theme(?), Boss Battle #2 (Raveena)

· Burgerberg Happy German Town Theme

· Forest Theme

· Eerie Pope Parade Theme, Eerie Yzarc Uol Theme, Boss Theme #3 (Converted Jim)

· Burgerberg Happy German Town Theme

· Sad Emma’s Theme

· Happy Mart Theme

· X-Professor’s Theme, Sneaking Into School Music, Boss Battle #4 (The Principal)

· Happy Emma’s Theme

· Forest Theme (Same as Hedge maze)

· Calm Temple Theme, Evil Dyoh’s Theme, Boss Battle #5 (Jim), Sad Character Death Theme

· Retro Marching Theme, Windy Snowstorm Theme

· “Over-world” Theme

· Proud Roman Town Theme

· Coliseum Battle Theme, Boss Battle #6 (“Dio”)

· Fish Battle Theme

· “Over-world” Theme

· Egypt Town Theme

· Peter/Artist Theme

· Evil Dyoh’s Theme, Boss Battle #7 (Dyoh), Happy Victory Theme (possibly reuse Hospital Theme)

· Egypt Town Theme

· Happy Victory Theme, Fish Battle Theme

· Frantic Chase Theme, Sad Character Death Theme

· Frantic Chase Theme (use instead of battle theme)

· Frantic Chase Theme, Boss Theme #8 (Gill Bates’ Mech)

· Evil Gill Bates Theme, Eerie Yzarc Uol Theme, Frantic Crashing Theme

· Apocalypse City Theme, Sad Character Death Theme, Jim’s Vengeance Theme

· Boss Theme #9 (Jagi)

· Boss Theme #10 (Afro Pope), Apocalypse City Theme, Epic Traveling Music

· Jungle Forest Theme

· Processional Chanting, Final Battle 1 (Hard Rock), Final Battle 2 (Hard Rock)

Level Samples & Asset Revelation Schedule (a.k.a. The Asset List)

Asset Revelation List

The following is a complete list of all content needed for each area in the game.  It includes all sound, music, art, and dialog.  It is accurate as of the date of this printing (currently scheduled to be January 24, 2002), although minor tweaks and changes will occur as development continues.

Tutorial Events

Tutorial Event #1 – Hospital Room 2

“During Lou’s adventures it will often be necessary to look all around him.  Try pressing the left and right ‘shoulder’ buttons to rotate the camera until you can see the door.  (Note that you can change these buttons at any time in the Config tab of the Player Menu.)”

Tutorial Event #2 – Hospital Room 2

“Many objects such as doors and other people can be interacted in the world of Crazy Cross.  Simply walk up to them and press the ‘action’ button.  In this case, press the ‘action’ button in front of the door to leave this room and enter the main hallway.  (Note that you can change this button at any time in the Config tab of the Player Menu.)”

Tutorial Event #3 – In Battle in Bluemond

“Notice the colored bar underneath Lou’s statistics.  This is Lou’s aggression meter.  The party member with the highest aggression meter is more likely to be attacked than the others.  Certain attacks or spells raise aggression more than others, even healing items!  The most basic way to lower your aggression meter is to defend for a turn.”

Tutorial Event #4 – Before Battle With Raveena

“Level points can be earned from winning battles with enemies.  They are to be spent on various attributes and abilities, which may vary from character to character.  In the player menu, go to the Level Points tab to distribute them.  Certain abilities cost more Level Points than others, so it’s up to you to decide how best to use them.  Also, some abilities can only be invested in if previous abilities have been gained; they’re not all available up front.  Finally, stronger monsters will give more level points than weaker monsters, so it’s not always worth staying in the same place fighting monsters all day.”

The Assets of Crazy Cross

----------------------------------------------------------------------------------------------------

Intro # 1

CG

Video parody of Chrono Cross’s opening

Art Required:  ?

Music Required: CC parody music

Sound Required: None

Monsters Found: None

Expected Player Level: N/A

----------------------------------------------------------------------------------------------------
Intro # 2

CG

Video parody of FFX’s opening

Art/Animations Required:   Sitting animations for the playable characters

Music Required: None

Sound Required: Light burning sound 

Monsters Found: None

Expected Player Level: N/A

----------------------------------------------------------------------------------------------------
Intro # 3

Spoken/Written Text:

Narrator: “We first met our hero in this hospital in Bluemond where he proceeded to impress the local nurse Emma.”
Narrator: “Emma wished to learn the art of Underwater basket-weaving fist from Lou, and thus followed him.  After picking up Tiny Jim as well, the three unlocked the hidden power of Jahn.”
Narrator: “They fought long and hard against many mythical monsters on their quest for they knew not what.  Then they zapped them and moved on.”
Narrator: “To Lou, the most interesting part of his journey was the mysterious left socks that he found along the way…”

Narrator: “After stocking up on glue, just in case, the three journeyed to Macroshaft in order to end the evil of Gill Bates for all time…” 

Art Required:  10+ BW stills from Peter:
*BW still of Lou in elbow drop, right when he hits patient.  

*BW still of Jim bleeding dance dance. 

*BW stills of two headed, four armed monster, Kirin, Power walker, trash can and super 
wombat, then a few of the synchronized fight.  

*BW still of a left sock.  
*BW still of MacroShaft. 

Music Required: CC parody music

Sound Required: Intro Voiceover 

Monsters Found: None

Expected Player Level: N/A

----------------------------------------------------------------------------------------------------
“Final Stage – Macroshaft”

Spoken/Written Text:

Lou tells Campbell Jim that he has arrived at the top safely and that they should follow in.

Emma interrupts and asks Lou if he’d like to Save, Lou replies that it’s okay because the game has just started.
Lou: “Die Monster, You don’t belong in this world!”

Gill: “’Twas not by my hand that I’m once again so rich, I was paid for by customers (sneering), who wish to pay me tribute!”

Lou: “Tribute?  You steal people’s money, and make them your customers!

Gill: “Perhaps the same could be said of all Corporations!”

Lou: “Your words are as empty as your water bottle!  Consumerdom ill needs a CEO such as you!”

Gill: “What is a consumer?  A miserable little pile of hunger!  But enough talk, have at you!”
SS
::Lou squats and contacts Emma and Jim via Codec::
CG

::show Lou going up the stairs in cut scene Devil May Cry style, cool footwork only with Staple hammer instead of guns::
::Lou sneaks in and rolls to the pillar until he sees Gill Bates waiting for him, comes out with Stapler pointed MGS2 style 
::Gill throws aside his empty coffee mug, which shatters::
::They both dash to the DDR machine; they play DDR and Gill is blown away to the next room::

Art Required:   

DDR machine

Codec SS

Coffee Slideshow

Music Required: Castlevania-esqe music, Quick techno ditty for DDR

Sound Required: Voice clips, DDR noises, “Codec” beep, Mug shattering, Deep Explosion 

Monsters Found: None

Expected Player Level: N/A

----------------------------------------------------------------------------------------------------
Macroshaft Part II

Spoken/Written Text:

Emma+Jim: “Did we miss the battle?” (Gladiator-style) 

Jim: “Hey, I know him”
Emma: “Well yes, he is the richest man on the planet.  You might have seen him on Forbes or Geek Week”
Jim: “No, I mean he seems very familiar, but I don’t know why.”
Gill: “Jim? Are you Jimmy? …. JIMMY!  Oh my
 gosh, that ankle bracelet of yours… you still have it!  I gave it to you when you were 3…
Jim: “Now why would you have known me when I was 3?”
Gill: “Jim, I am your father!”
Jim: “No-----!  That’s not true!  I’ll never believe you!”
Gill: “Search your wallet Jim, you know it to be true.” 
Gill: “Come with me Jim, together we shall rule the world as Father and son.”
Jim: “Never!”
Lou: “Now can we fight?”
Gill: “Oh, alright.”
Emma: “Lou!  Remember the glue!”

Gill: “No, this cannot be… ARRRGGGHHHHHHhhh…”

SS 

::Jim and Emma arrive::
::Art depicting three fighters gangster-style::

::Jim searches his wallet, finds slip of paper saying ‘property of Gill Bates’::
::They run into the next room (power generator place) and nothing happens, moment of silence, then Jim points at Gill::
::when it gets to the point where Lou is almost dead, fighting Gill Bates’ true form, Emma suddenly comes on and screams “Lou, remember the glue!”::

::she then takes out a gallon-sized thing of glue and throws it on him, getting him back to full health and making him invincible::
::Picture of Gill sneaking up on party; Jim and Lou attack::
::Jim and Lou attack Part 2::
CG

::Gill falling Emperor-style::
::Lou beats Gill, “No, this cannot be… ARRRGGGHHHHHHhhh…” and the screen turns black and white and moves into a picture, which then burns bottom up and fades away::
Art Required:  

Jim revelation SS

Remember the Glue SS

CG of Gill Falling Emperor-Style

The BW burning paper effect 

In Game Battle Arena (Gill Bates)

Gill Bates First form, Gill Bates True Form models

Music Required: Boss Music #1 (Gill Bates)

Sound Required: Voice-over Clips, Paper Burning Sound, Pocket Rustling, ‘Glue Power-up’ Sound 

Monsters Found: Gill Bates (Boss)

Expected Player Level: 0

----------------------------------------------------------------------------------------------------
Beginning

Spoken/Written Text:

Random nurse: “Wow, you’re finally awake.  We were almost kind of worried about you, somewhat.”  

Lou: “What is going on here?” 

Nurse: “::repeats what she said the first time::” ::Lou decides this is a waste of time and   

wanders off. 

Lou: “Emma, what are you doing back here?”

Emma:  “H-how did you know my name” ::shying away::

Lou: “What are you talking about, padawan!  It’s me, Lou!  Your master!”

Emma: “eeeeek!!  I don’t go for that kind of thing!” 

Lou: “I know what will jog your memory” 

Emma: “Guards!! Guards!!  Vendor buy the bank some guards!! What?  I pay my taxes 

              and no guards!!”

Lou: “Navajo Style… Moonsault...!”  

Head doctor: “I’m very sorry but no matter what the provocation, I never allow Navajo style moon-sault elbow dropping in the hospital.  Get him boys!” 

Lou: “Tell them Emma!!  Tell them about the evil of Macroshaft!!”

Emma: …

Doctor: “You need serious help, buddy!”

SS

::All is quiet and peaceful in Blue Sky park, pans over the two lovers “two headed, four armed monster” in the park and the chicken, which is still hanging out.  Pans over sandbox and the old guy, and a few other random people hanging around.

::suddenly a shadow starts gradually looming over the terrain, and people start looking at it all amazed and beginning to panic, with dramatic music.  Then they look up and see it’s a cloud.  They sigh in relief as the cloud starts to move on, but someone spots 4 small shapes that are getting closer and closer and points.  They watch, amazed, as the shapes resolve into 4 enormous robots, who decide to land right in the middle of the park, 3 of them facing the other.  Without warning, the single robot rushes forward and beats the crap out of the other three, but not before one of them kicks the single one in between the legs just before it explodes, which makes the single robot kneel down and keel over among the people, many of them injured.::

::Fades out again and then back in on Lou, waking up on a hospital bed exactly like in Crazy Lou::

::After picking up the mini-stapler again, he walks outside::

::Emma Smiles and winks at Lou as before:: 

::Emma backs into the wall::

::Lou rolls up sleeves and barging into the patient’s room::

::The head doctor and his minions all slide down the emergency pole, brandishing scalpels, Emma points to Lou, who has made his way to the patient’s bed::

::Lou begins leaping in the air::

::The minions tackle Lou in midair and try to subdue him, he breaks free from the tangle of limbs and white coats for a split second and shouts:: 

::Lou begins fighting back, sending 2 or 3 doctors skidding around the room and then stops and surrenders, figuring it’s probably better not to beat up doctors.  They carry him to the exit and throw him out, slamming the door behind::

Art Required:  

Intro to Bluemond SS

Xeno-intro SS

Intro to Emma SS

Nurse Model

Hospital Area (Lou’s Bed, Hallway)

Kick Animation for Lou

Music Required: Calm Hospital Theme

Sound Required: Voice Clips, People Running, People Struggling 

Monsters Found: None

Expected Player Level: 0

----------------------------------------------------------------------------------------------------
Into Bluemond

Spoken/Written Text: 

Woman: “Having a spell of bad luck, I see mi’boy.  Here, drink some of this, it will ease your pain.”

“You have been burned for 20 points of damage!!!:”

Lou: “ACCKKK!!  What is this, coffee?”

Lou (thinking): “I guess I’d better see if Jim is still by the Bar in the East side of town.”

Bluemond Townsfolk #1 : “Lets Paint the town Red!” 

Bluemond Townsfolk #2: “I’m suing, that coffee burned me!”

Bluemond Townsfolk #3: “We are part of a class action law suit to sue the makers of Coffee, please sign here if u have been attacked by coffee within the last 24 hrs.”

SS

::Once thrown out, Lou dusts himself off, kicks the hospital, and is approached by an old woman::

::Woman hands Lou a cup of something and he gratefully takes a drink.::

::the old woman cackles and runs off with surprising speed, leaving Lou to fight the vile liquid.  

::After defeating the “diluted decaf” Lou decides the next thing he’d better do is go and see if Jim is over by the bar::

Art Required:  

Old woman model

Coffee, Lou Drinking animation

Battle Arena (outside Hospital)

Outside Hospital area

Music Required: “Over-world Theme”

Sound Required: Voice Clips, Cackle, Coffee SFX 

Monsters Found: Yakuza, Dog, Vending Machine, Garbage Can

Expected Player Level: 0

----------------------------------------------------------------------------------------------------

Confrontation with Jim #1

Spoken/Written Text:

Lou: “Jim, do you know what the heck is going on here?”

Jim: “Well there was this robo – hey, how did you know my name?”

Lou: ::thinking, d’oh!:: “Err… lucky guess, I suppose.” ::thinks to himself, again, not 

         learning from Emma… “if I tell him I know the true story behind his scar, then he’ll 

         remember me”::

Lou: “Hey, where did you get that scar?”

Jim: “Well, it’s a long, sad story.  A while back I was dueling a Ryuish character.  Had he not caught me off guard just then, the match would have been mine!”

Lou: “Yeah right, I know that’s not what really happened.”

Jim: “…”

Lou: “That’s right, ‘Tiny Jim,’ I know the real story.  Want to know how?  Because I’m 

          LOU and you TOLD me, remember?”

Jim: (very angry) “Listen up, you Crazy Bastard.  Are you calling me a liar?”

Lou: “Yes, of course.”

Jim: “That’s the one name I can’t stand to be called!”

Lou: “Liar.  Liar.  Liar.  Liar.  Liar.  Liar.  Liar.  Liar.  Liar!” 

Jim: “Chicken-looking punk!”

Lou, to himself: “This doesn’t make any sense… Why doesn’t anyone remember who I am?…”  

Lou, to himself: “Oh well, it’s times like these that call for a drink!”

SS

::Jim grimaces and thwomps Lou in the face with a crutch before lifting the garbage can and disappearing down the hole sawed in the concrete there.  Just before he closes the secret passageway he says, “Chicken-looking punk!”:: 

::Lou kicks the garbage can::

::Lou enters the bar::  

Art Required: 


Outside Bar Area

Jim Model

SS Jim’s Escape

Music Required: Jim’s fake flashback theme from Crazy Lou, “Over-world” Theme

Sound Required: Voice Clips, Garbage Can being kicked 

Monsters Found: None

Expected Player Level: 7

----------------------------------------------------------------------------------------------------
Bo’s Tavern

Spoken/Written Text:

Bo: “Hi friend, like to have a drink or two?  You’re unlucky enough to be here for sad hour, where every drink is the price of two, but that’s still only 6 gol and I can see you need it.”

Lou: “give me half a drink then, I only have 3 gol on me.”

Bo: “Done.  Say, after this you should head to Blue Sky Park to relax a little, you look tense.”

Darla: “Whatcha want?  Be quick now, I’m busy”

Lou: “But I’m the only one in here…”

Darla: “That’s cause it’s sad hour, but don’t give me any of your lip!  (not literally)”

Lou: “Right.  Just give me juice or something.”  ::Darla goes and gets some beer and hands it to Lou::

Lou: “This isn’t juice…”

Darla: “it’s my kind ‘o juice, and be sure to pay the 70% tip.”

Biff: “What do you want, stranger?”

Lou: “Where should I go now?” 

Biff: “Blue Sky Park, it’s a great place to relax.”

Lou: ::thoughtful:: “Give me that drink or I staple you to the counter”

Biff: “Ok.” ::hands Lou the drink::  ::Lou, not really wanting the drink, gives it back 

                and sighs miserably.  He can’t even pick a fight, he’s in such a sour mood.

Art Required:  Biff, Darla, Bo (Tokimeki-style)

Music Required: Happy Bar Theme

Sound Required: Voice Clips 

Monsters Found: None

Expected Player Level: 7

----------------------------------------------------------------------------------------------------
To Blue Sky Park

(Fight your way through the forest to next scene)

Spoken/Written Text:

Bluemond Villager: “Isn’t the park peaceful?”  

Art Required:  


Monster Models/Anims TBS  (To be set)


Battle Arena (Forest)


Forest Over-world Areas 2 or 3

Music Required: Happy Forest Theme

Sound Required: None 

Monsters Found: Dog, Bear

Expected Player Level: 7

----------------------------------------------------------------------------------------------------

Blue Sky Park Chaos

Spoken/Written Text:

“Lou wonders just what in Blue Blazes is going on in Blue Sky Park in Bluemond.”

Lou: “Well, looks like I’d better go ahead and stop this.”

Mysterious Man: “No, Lou!  It’s too dangerous!  You must not fight here – think of the animals, the pigeons have just made a new nest up--”

Lou: “think schmink” 

Emma, to herself: “Too bad it’s just a machine so I can’t learn to do something like that from it, I’ve always wanted to be strong so I could protect people.  Oh well.” 

Lou: “Huff.  Puff.  Why won’t you stay down?”

SS

::Emma walks by and is impressed:: 

::Emma then continues her walk through the flaming carnage::

CG

::Lou goes to Blue Sky Park, where he sees the robot lying on the ground in a scrunched up position from its defeat.  He also sees a mysterious man healing injured (Combination SS)  people on the ground.::

:: Just then, 2 more robots of death descend from the sky shooting weapons of mass destruction.::

::Lou climbs inside the robot and fumbles around with the controls, trying to get the hang of it.  He sort of does, just as the robots arrive.:: 

::Battle.  Fighting what seems to be a hopeless battle, flashing often to Lou inside the cockpit as he’s getting beaten up.  Finally Lou defeats the robots by doing a Navajo style elbow drop… in the gear.::

::It’s a crushing blow, but the other robot gets up.::

::the robot runs up and kicks Lou’s gear in the shin.  Zooms in on Lou, with heartbeat sound as he’s getting angrier and angrier and finally screams in rage.  Explosion (seen from a pigeon’s eye to imply that the birds’ nest is in jeopardy?).::

Art Required:

CG Intro to Robots


CG New Robots with weapons of mass destruction


SS intro to Mysterious Man


SS Lou’s attempt to stop New Robots


CG Lou gets in his robot


Robot Models, Fighting Animations


SS Emma seeing the Navajo Style …(either that or do in game)


CG  Xeno-imitation Robots keep getting up


Battle Arena Blue Sky Park

Music Required: Battle Theme

Sound Required: Voice Clips, Robot Getting Hit, Robot Falling Down, Deep Explosion, Heartbeat Sound

Monsters Found: Enemy Robots

Expected Player Level: 12

----------------------------------------------------------------------------------------------------
Bluemond Hospital Revisited

Spoken/Written Text: 

Mysterious Man: “I want to show you something, Lou.”

Lou: “Ok.” 

Mysterious Man: “Well, let us go back to Blue Sky Park, Lou.”

SS

::Fade back in, with Lou once again waking up in the hospital.  He gets out of the bed and upon walking out of the room, the Mysterious Man is there this time::

::Lou and G. Zeus both stand there for a few seconds facing each other::

Art Required:  

SS Mystery man joins party

Music Required: Hospital Theme (again)

Sound Required: Voice Clips 

Monsters Found: None

Expected Player Level: 12

----------------------------------------------------------------------------------------------------
Aftermath of Blue Sky Park

Spoken/Written Text:

Mysterious Man: “Lou.  The people of Bluemond are furious with you.  Even though it wasn’t your fault, you did manage to burn down the habitat of all these forest creatures, which you also killed.”

Lou: “…”

Mysterious Man: “I strongly suggest that you leave this town.”

Lou: “But I use Underwater Basket Weaving-Fist to help people… how did this happen?”

Mysterious Man: “Lou, I told you… it’s the animals…”

Lou: “Oh, well, can I do anything to help?”

Mysterious Man: “I really think you should leave, for now at least.”

Lou: “But what about Emma and Jim?”

Mysterious Man: “Don’t worry, I shall accompany you.”

Lou: “Alright, what’s your name?”

Mysterious Man: “There are some who call me… G. Zeus.”

Lou: “Very well, where do we go?”

G. Zeus: “I have heard of an item with a mysterious power to undo things that have been done.  With that, I’m sure you could undo this disaster and save the animals’ habitat!  I’m not sure what it is, but I think I know where it is (don’t bother asking why, just go along with it).  We should head for the town of ‘Burgerberg’ but first we must go through ‘insert cave name here’, which is North East of Bluemond.”

SS

::G. Zeus shows him the blasted pigeon nest and blackened spot with a single pigeon feather on the ground.:: 

::G. Zeus joins up and they head out of town.  As they go, petitioners sport more signs saying down with the crazy guy and throw fruit at him, etc.::

CG

::The park, which is completely annihilated.  Blackened rubble everywhere, and petitioners (single bouncing sprite) sporting signs that say “Down with the Crazy guy in the jeans with blonde hair and a white shirt who so recently…” and then the sign ran out of space (This is seen through an SS close-up).  
Art Required:  

Barren World Area (same as forest)

SS Show protestors and signs

SS Broken Pigeon Nests

Damaged Blue Sky Park Area( 1 )

Bouncing Petitioners sprite

Music Required: Sad Forest Theme, G. Zeus’ Theme

Sound Required: Voice Clips, Angry Crowd Noises, Fruit Splattering 

Monsters Found: Dead Goldfish (rare)

Expected Player Level: 12

----------------------------------------------------------------------------------------------------

The Cave

::They enter and go through the cave. (This is the scene where they meet Raveena.  Fight her and her crew, win her loyalty and she will pilot the ship for you from then on.  She has to point out to the characters that they should use their level points to upgrade their stats and abilities as well as getting a summon.) 

After Beating Raveena, she says ok to taking them to Burgerberg via Pirate ship::

Art Required:  


Cave Area (1 thing of forest, 1 forest leading up to cave, 1 map of cavern


Cave Battle Arena


Raveena model, battle animations


Pirate Ship model


Crew models, battle anims 


Monster Models/Anims TBS

Music Required: Cave Music, Raveena’s Theme(?), Boss Battle #2 (Raveena)

Sound Required: Voice Clips 

Monsters Found: Dog, Bear, Raveena (Boss)

Expected Player Level: 14

----------------------------------------------------------------------------------------------------
Burgerberg Part One

Spoken/Written Text:

Lou, not quite sure what to say: “Hey kid, where are your parents?”

Lou: “Alright, let’s start over – what’s your name?”

Eins: “Eins.”

Lou: “Good.  Now Eins, my friend and I need to talk to your parents.”

Eins: “You can’t”

Lou: “Why not?”

Eins: “I know not ver they are.”

Lou: “What, your parents are gone!?  Who took them?  For what evil purpose?  Out with it, lad, I have to know if I’m going to save them.”

Eins ::looks at Lou with a puzzled expression:: “Ja, all gone.  Ask Zwei.”

Lou: “What does that mean?  Fine then, I’ll make you talk!”  ::gets in attack stance::

G.Zeus: “No Lou, he doesn’t know, he’s just a kid.  Let’s look around a little before we start beating up children.  Now hang on a sec, I’m going to head into that bakery and get myself a drink – I’m thirsty” 

Lou: “that coffee is dangerous stuff, you’d best stay away from it.”

G.Zeus: “well, it was a little hot…” 

Lou: “are you Zwei?”

Zwei: “Javoll.”

Lou: “Where are your parents?  Eins said to ask you.”

Zwei: “They vill be back effan… evantu… later.” 

Lou: “How do you know?”

Zwei: “Ven they gone avay before, they come back.”

Lou: “This has happened before?”

Zwei: “Ja.”

Lou: “Well when will they be back?”

Zwei “I know not, ask Drei.” 

Lou: “Hey, Drei… when will your parents be back?”

Drei: “Unser parents all gone.”

Lou: “I know that, when will they be back?”

Drei: “Gone.”

Lou: “Fine.. who’s the next brat I should talk to?”

Drei, smiling brightly: “Vier.” 

Lou: “Vier?”

Vier: “Guten tag.”

Lou: “I need to know where your parents are and when they will be coming back.”

Vier: “I am busy.  Talk to Funf.” 

Funf: “Eh?”

Lou: “You heard my question.”

Funf: “Eh?”

Lou, sighing: “Tell me where the heck your parents are.”

Funf: “Eh?”

Lou, losing his tempter: “Tell me or I’ll steal your candy.” 

Sieben: “Guten tag.”

Lou: “Err.. Hi.  What is going on in this place?  Where are your parents?

Sieben: “I do not know, but I’ve saw them go into The Maze.  It seems to happen one time every jahr, ven all our parents look betrunken und go into that place (he points to the maze entrance and shudders).  It is scary in there und haunted, they say.”

Lou: “Thanks, and don’t worry, I’ll go in and root them out for ya.”

Sieben: “Danke” 

SS

::Upon entering Burgerberg, the two notice that no one is manning the towers, and the gate is wide open.  They venture inside, and just beyond the gate next to a bakery, a small child sits on the ground playing with a toy.:: (Note to self – Burgerberg is Art250 work.  Walking characters are sprites with appendages)

::G. Zeus goes inside while Lou eyes Eins suspiciously.  Suddenly, G. Zeus yells and comes running out of the bakery, arms flailing and shouting something unintelligible.  Enter into battle with Decaf (Note to self – Make Coffee).  After battle, Lou helps G.Zeus off the ground:: 

::Funf eats the candy and grins, then points across the bridge.  Lou and G. Zeus head around, and at the back of the circular island they find yet another bakery.  One child is fast asleep on the floor just outside, and another one is busy eating a treat::

Level Notes

::Most of the buildings are empty, wander through town talking to kids, have to talk to zwei first, then drei… etc.  Zwei can be found in the intersection to the abandoned mansion.::

::Drei can be found next to Zwei, by bakery #2::

::Vier can be found to the right of the bridge, by the third bakery::

::Funf is standing right next to him::

Art Required:  

Area BurgerBerg(1 outside burger berg, 1 inside a house(will be reused)  1 mansion, 1 inn, 1 weapon/item shop, 1 bakery)

Arena BurgerBerg

SS intro to first Kid

BurgerBerg Children (anything past 1 is good)


SS intro to G Zeus Vs Coffee

Music Required: Burgerberg Happy German Town Theme

Sound Required: Voice Clips 

Monsters Found: None

Expected Player Level: 27

----------------------------------------------------------------------------------------------------
The Hedge Maze

CG

::Lou and G. Zeus head into the maze::

::They finally reach the end, which is at the center of the island.  There, they see a fairly small shack, with the door closed.  Lou opens the door and they walk inside.::

Art Required:

CG Intro to Maze


Hedge Maze Area


Hedge Maze Battle Arena


Monster Models/Anims TBS

Music Required: Forest Theme

Sound Required: None 

Monsters Found: Dog 2, Bear 2

Expected Player Level: 27

----------------------------------------------------------------------------------------------------
The Pope Parade

Spoken/Written Text:

Lou, whispering: “Follow my example and we can slip in without being seen.  This is a technique of Underwater-Basket weaving Fist that I just remembered called Stealthing.  Doing this allows you not to be seen.”

“Da da da daaaaaaa… you get, stealth mode.  Stealthing allows you to walk around unseen but you have no control over when you can use it.”

 Afro Pope: “Good People of Burgerberg!  Before this, the Oktoberfest of your mighty township, I would like to take this opportunity to introduce you to the church of latter-day saints, and hopefully save all your immortal souls!  

Random person: “Vee already have unser beliefs, kindly Afro Pope, in the plant god Herbeous, who provides us vith a plentiful harvest!”

Afro Pope: “I understand and respect your worship, but that does not change the fact that you are wrong!”

Afro Pope: “Hold your protests and let me give you proof!  How, I ask you, does this plant, Herbeous as you name it, provide you with good harvest?

Crowd Member: “Herr Herbeous makes the rain und vaters our fields!”

Afro Pope: “Ah, but where does water come from?”

Crowd Member: “ahh.. the.. umm…”

Afro Pope: “From a hose, yes?”

Crowd Member: “Ja, you have the recht.”

Afro Pope: “Now look at this hose, how nicely coiled up it is.  Does Herbeous coil as such?”

Crowd Member: “Vellllll, Herbeous does have little curly-cue vines und some leaf stems that coil around each other, aye.”

Afro Pope: “Alright, we can settle it this way then: What else coils up like this hose?”

Crowd Member: “A blanket!”

Afro Pope, shaking his head: “No…”

Crowd Member2: “Vell, a piece of paper, if’n you tvist it enough.”

Afro Pope, shaking his head: “No… no…”

Crowd Member3: “I see vat he means, it must be a voman’s hair vhen it’s been permed!”

Afro Pope, shaking his head and sighing; “No.”

Crowd Member4: “Vell is it--”

G.Zeus, loudly: “A snake!”

Afro Pope: “Exxxxactly!”

Crowd: “ahhh, ohhh, I see, ja…”

Afro Pope: “Thus, if Herbeous here weighs as much as a snake, then he must be a hose and therefore a god who bestows rain.  And if he doesn’t weigh the same, he is obviously just a simple plant.”

Crowd: “Ja, ja, that makes sense.”

Afro Pope: “Bring out my scales!”

Afro Pope: “I think I have made my point, let us begin the festivities and drinking, so that you may think more clearly on the subject!!”

Afro Pope: “Who are you, so wise in the ways of logic?”

G. Zeus: “Some call me… G. Zeus?”

Afro Pope, looking a little taken aback: “That name sounds somehow familiar.  Come, you and your companion are welcome to join the dance with my minions.  I have no fear that one so intelligent as yourself will have any problems learning the steps”

G. Zeus, looking doubtful: “Thank you, Mr. Pope. (then aside, whispering to Lou) Come on Lou, we might as well go along with it.”

Afro Pope: “Burgerbergers, hear me!  Now that you have been shown the true path to salvation, join me in destroying Herbeous and the lies you have lived under all your lives!”

G. Zeus: “Lou, we’ve got to do something!”

Lou: “I don’t understand what Jim is doing up there…”

G. Zeus, shaking Lou: “The Plant’s dying, Lou!!!”

Lou, shrugging: “It’s not my problem…”

G. Zeus: “Lou!  You messed up in Blue Sky Park, here’s your chance to make up for it, at least in part!  Use your underwater basket-weaving skills to defend those in need!!” 

Old Man: “We are the resistance group HAILSTORM (EDA)!  We will not allow you to destroy the Plant!  Everyone, to arms!”

G. Zeus: “Now’s our chance to save that plant, Lou!  Let’s help them!” 

Old man: “Thank you for helping, strangers!  We must act quickly!  Here, take one of my men, I will lead the rest, we must split up for victory!” 

Lou, in slow motion: “Nnnooo, Jim!” 

Lou: “Jim!  We thought you were dead!”

Jim: “…”

Lou: “Jim, stop this!”

Jim: “Why should I?  This is my dream!”

Lou: “Your dream is to be the Afro Pope’s gardener!?”

Jim: “What’s wrong with that?  Don’t mock me, crazy man”

Lou: “Jim!  We fought against evil together once, remember?  Macroshaft!! Come on, think Jim, think!”

Jim: “Enough playing, it’s time we were done with this.” 

Emma: “I’ve never seen such violence!  The way he fought that crippled boy… (switch to ambitious) it was incredible!  Exactly the style of fighting I’ve always wanted to learn!  (Turns to Jim)  Now… I challenge you, worthy adversary!  I will fight you with the very same technique I have learned in three minutes from that brave warrior along with his trusty sidekick!” 

G Zeus: “Sidekick?  Er…”

Jim: “I’ll fight you on your own level!  Come on!”  (Street Fighter anime)

Kakyoin: “Please… understand… my… message…” 

Ominous Voice:  “Do you have it?”

Jim: “Have what?  Have you also come to challenge the Afro Pope’s authority?!”

Ominous Voice:  “Give it to me!”

G. Zeus: “Who are you and what is it that you want?!”

Strange Adversary: “I must have it!  Yzarc Uol must have it!” 

Emma: “Kakyoin destroyed the clock!  What does it mean?”

Jim: “Perhaps it has something to do with the secret of Yzarc’s power?”

G Zeus: “But what could he mean?”

Jim: “To destroy the clock…?”

Emma: “Or… to stop the clock?!” 

All: “Time!  My God!  Do you mean to say that Yzarc can stop…”

Yzarc, to himself: “… oh  crap!  It’s time to go to my part-time job.  I almost forgot.”  ::He turns to the party::

Yzarc Uol: “It is not here.  I shall look elsewhere.” 

Jim: “Ah… well.  I guess there’s no point in sticking around.  Adios, cowboy!”

SS

They are both shocked as they walk into what appears to be an enormous festival inside a pavilion (Note to self – Make a pavilion) (Sprite parade?  Must have Sprite crowd).  There’s a large dance floor in the center, with a raised platform for a band.  Several dozen adults there had pulled up chairs and were talking quietly as if awaiting something.  3 bars were spaced along the edges of the room, and there is a wide track, on which an enormous and elaborate float sits, unmoving.  Off to the side, there is a spot light, and a man with a sniper rifle hidden quietly inside.  Quietly, Lou and G. Zeus step in.:: 

::Lou and G. Zeus stealth over and crouch behind one of the chairs as the lights dim, people hush, and the Afro Pope walks slowly out on his float to stand on a dais, with a random spotlight shining on him.:: 

::The random townsman points to an enormous plant in a pot at the back of the room that Lou hadn’t noticed before, it looks very healthy and very ancient.:: 

::the crowd gasps, and people all start roaring angrily.  The Afro Pope smiles amiably and holds out his arms patiently until the noise dies back down to silence.:: 

::The Afro Pope holds up a garden hose:: 

::G. Zeus steps out of stealth and shouts something, loud and clear:: 

::The Pope’s minions bring out the scales and weigh the two, of course, Herbeous weighs considerably more than the snake.  The crowd is thunderstruck.:: 

::The band starts playing music and the pope’s minions file out of the float and begin doing the chicken dance on the dance floor.  Meanwhile, the pope has made his way over to G. Zeus:: 

::They do the chicken dance for a couple rounds with cheering onlookers, who are drinking more and more beer.  As they dance, the Afro Pope’s float begins moving around the stage, and Lou is shocked to see Jim standing proudly on the float beside the pope.:: 

::the Afro Pope stands and begins speaking again, now that the entire crowd is most certainly drunk:: 

::The crowd roars with anger and begins moving toward the plant, except for a small contingency toward the back, who gather around the as of yet unnoticed sniper.  G. Zeus runs over to Lou and starts speaking:: 

::Lou and G Zeus Instant Hell Murder the crowd.::

::As you rejoice together you notice the float coming up from behind.  Lou breaks away and hijacks a familiar car (FF8 style) and jumps onto the float.  At that point, Jim appears (Seifer style) and leaps towards the Plant.::

::Jim swings the crutch and cuts the plant neatly in half, Odin-esque and lands on the ground, sneering up at Lou.  (Begin Boss battle).:: 

::Emma looks horrified::

::Emma looks ambitious:: 

::Slide of Emma/G. Zeus/Jim charging towards each other.  Suddenly, a double-edged stapler strikes the floor between them.:: 

::Changes to shot behind party, dynamic view as they turn towards Yzarc.::

::Yzarc Uol jumps back into his robot and takes off midst the stunned crowd.  Party stares off, dumbfounded.  Awkward moment proceeds as G Zeus, Emma, Jim, and Afro Pope all stare at each other. 

::Jim and Afro Pope escape on V-Gunship.::

CG

::The sniper aims and fires, the bullet gets stopped in the Afro Pope’s Afro before it reaches his head however, and the mad crowd goes silent and turns toward the perpetrators on top of the very obvious tower.  Peter and Kei hand rifle to Old man and Zan Ei Ken out of the scene.  Everyone is surprised to see an old man standing there with a gun and the crowd sprites attack him.::

::Lou uses Final Strike – Navajo Style Moonsault Elbow Drop to end fight with Jim.  (Note to self Fist of north star ref of Rei’s retaliation)  In retaliation, Jim javelins a crutch at Lou who falls off the side (FF8 style), knocking him off of the stage they were fighting upon.  Emma, who happens to be in the crowd all of a sudden sees this and, having witnessed Lou’s fighting technique against Jim, lunges up onto the stage to shout ‘NOOOO’ in slow motion akin to Rinoa in FF8 (but facing camera like in Mummy Returns).  Now Emma and G. Zeus turn to face converted Jim::

::Before they can act, a magnificent red robot descends upon them (yes, they’re still somehow inside of a tent).  An ominous voice booms out from it:: 

::From the robot emerges a frightening man with bushy red hair, white skin and black tattoos, decked out completely in black clothes.  Jumps onto Archway and poses.  Do the Devil May Cry Dark Knight camera work.    He lunges at G. Zeus, Emma, and Jim and a battle begins (with converted Jim in the party)::

::The fighters can no longer stand, just before Yzarc delivers the killing blow (I guess to all of them at once), the clock tower explodes.  Everyone freezes and switch to view of Kakyoin dying on the water tower across the street, muttering, “Please… understand… my… message…”::

Art Required:


V-GunShip


Afro Pope


Jim


Clock


Water Tower


Kakyoin


Yzarc Uol, battle anims


Yzarc’s robot, battle anims


SS of Pope intro/convincing townsfolk


Herbeous


Burgerberg Townsfolk


Humanoid Skeleton – Dancing Animation


CG Peter and Kei Sniping


SS Instant Hell Murder


SS Lou’s Final Strike


SS Emma Learns UWBF


SS characters Charge


CG Yzarc shows up


CG Yzarc Leaves robot, starts fight


Battle Arena Pavilion/Float


Area Pavilion


X-Professor / Old Man


The Float

Music Required: Eerie Pope Parade Theme, Eerie Yzarc Uol Theme, Battle Theme, Boss Theme #3 (Converted Jim)

Sound Required: Voice Clips, Gunshot, Weapon Slicing sound (used for both double-stapler and cutting down Herbeous), jewelry etc jingling during dance (?), Clock Tower exploding, Giant Robot Flying Sound, Angry Crowd Roar 

Monsters Found: Converted Jim (Boss), Yzarc Uol (super powered for cut-scene)

Expected Player Level: 32

----------------------------------------------------------------------------------------------------
Burgerberg Part Two

Spoken/Written Text:

Old Man: “Crimony!”

Lou: “Jim!  Where’s Jim?!”

Old Man: “If you mean the crippled boy, the afro pope and he escaped in a getaway vehicle.  We only just recovered our own strength a moment ago.”

Lou: “Sorry about your plant, old man, but we have a more pressing issue to ask you about.”

Old Man: “Do you not even want to know my name first?”

Lou: “No.  Now, we came up here looking for a fabled item that can undo things done in the past, do you know what I’m talking about?”

Old Man: “My name is X Professor.”

Lou: “…”

G. Zeus, stepping in: “Nice to meet you X Professor, my companion here is just a little overanxious to fix a mistake he made in the past, that’s all.”

X Professor: “Well, I would tell you now, but because of your rudeness (and because I am tired), I am afraid I will have to ask you to go explore the town or something and then sleep at the inn, and we can discuss the issue tomorrow”

Lou: “Nice going, G. Zeus!  Don’t be so rude next time or you won’t be traveling with me anymore!” (Zoolanderish)

G. Zeus: “…”

G. Zeus: “Lou, there is another matter of great importance that we must discuss.  While you were unconscious, we were assaulted by a tattooed stranger who was looking for something.  I am concerned that he is also seeking the same fabled item as us but he was unable to find it.  We should be on our guard.  He wounded a nurse from another town who is resting now at the inn.”

G Zeus: “By the way how did you survive?  I thought you fell off the float to the depths below?”

Lou: “Well, I could tell you… but I would only be able to do it in the form of a musical.”

G Zeus: “Well, in that case we don’t want to hear it.”

Lou: “Yes.  I’m afraid that, at the moment, I can only answer: ‘Earwax.’” (Takeshi ref)

G Zeus, Nodding: “Ah, well I guess that’s pretty typical.”

Any of the kids--“Danke for bringing mein parents back, dankeshon!”

Random person outside mansion—“Schade that our new spiritual leader, the all-knowing Afro Pope couldn’t stay tonight at our mansion und sleep so vee could honor him, I vish he didn’t leave so soon!  Ah vell, vee vill turn it into his mansion in case he ever returns to honor us!”

Random person on bridge-- “Did you enjoy Oktoberfest?”

Lou: “what about Herbeous dying!”

Random person on bridge—“Bah, the Afro Pope helped us see the error in unsere vays.”

Weapons shop(office depot?)—“Velcome, I have high quality staplers from all over the welt!”

Items Shop—“Take your pick, in the Afro Pope’s name!”

Inn--“Guten tag, friends.  You may stay here this evening for a mere 5 gol.  If you vant some glue for those bruises there, it’ll be 10.”

Random person in center of town—“I hope vee made the right decision today, and vill still get a good harvest.”

Random person outside first bakery—“That pesty, lahme ente of an old man, X professor is sure irritating.  Why, if he didn’t already live in the alley behind the bakery, I’d force him there myself und beat him good vile I vas at, for good measure.” 

SS

::Fade back in at the German Town entrance to the maze.  Lou is just waking up.  He is surrounded by G. Zeus:: 

::Not knowing anything about what just happened, Lou jumps to his feet.::

Art Required:



No new art (for once)

Music Required: Burgerberg Happy German Town Theme

Sound Required: Voice Clips 

Monsters Found: None

Expected Player Level: 42

----------------------------------------------------------------------------------------------------

Visit with Injured Emma

Spoken/Written Text:

Lou: “What’s wrong with her?  Was she hurt?”

G Zeus: “Well, It seems she is suffering from over-exertion.  The kind that results from too much improvisation of Under-Water Basket-Weaving Fist, that…. And perhaps she still has some damage left over from the 48000 (any outrageous number works) points of damage she received.”

Lou:  “Will she be all right?”

G Zeus: “Yes… with my Fist of Forgiveness style, I have removed her more fatal ailments, but she must rest for now.”

Lou: “Well, let’s go see that X Professor so we can get this thing, grab Emma, and go home to Bluemond, I want to talk to see if Jim’s there so we can talk some sense into him.”

G. Zeus: “Sounds good, lead on.”

SS

::In the inn, Lou sees Emma sleeping.  (Note to Will make a Inn room by tweaking Hospital room texture)::

::G. Zeus strikes Emma in three specific points:: 

::Lou and G. Zeus go to sleep.:: 

Art Required:


Emma’s Sleeping anim

Music Required: Sad Emma’s Theme

Sound Required: Voice Clips, Somebody Sleeping Sound (?)

Monsters Found: None

Expected Player Level: 42

----------------------------------------------------------------------------------------------------
Happy Mart

Spoken/Written Text:

First meetings:

Old Woman: “Say, young man… you look like you should be packing some heat.  These days, you can’t even walk across the street without some punk monster attacking you.  I tell you, monsters these days don’t have any discipline!  That’s why you need to keep your piece handy!  Care to buy a weapon?”

Grandson: “Greetings, strange mortals.  I am called Methuselah, the immortal… but grandma calls me Timmy.  My memory spans millennia and I can recall every bit of information that I have learned in my time.  Normally I would not waste my time with boorish characters such as yourself, but it looks like grandma will be hocking her wares here for quite some time.  Talk to me if you would like me to save your progress thus far.”

Business man: “Just between you and me, this recession has forced me to get a part time job… as a office supply-dealer!  It’s shameful, I know, but it puts food on the table.  I’ve got the best glue you can find!  Hey… wanna try some?”

Lou: “Raveena?  What are you doing here?  I thought you were the captain of the ship?”

Raveena: “Well, with the recession and all, I had to get a part time job here.”

Customer # 1: “I’m just here for the cheap refills”

Art Required:


BusinessMan/DrugDealer


Grandson


Grandma


Make-out/Save Couch(possible)


Happy Mart Area

Music Required: Happy Bar Theme

Sound Required: Voice Clips 

Monsters Found: None

Expected Player Level: 42

----------------------------------------------------------------------------------------------------
X Professor

Spoken/Written Text:

X: “Ah, welcome.  Do come in, I’m anxious to discover what brought you here to help us in so timely a manner.”

Lou: “We’re looking for a legendary item that is supposedly able to undo things.  G. Zeus said that it was here, so…”

X: “Indeed.  Indeed.  I know exactly of what you speak.  However, before I tell you about it, I should probably explain a few things about the Universe.”

Lou: “…why?”

X: “It’s important not only that you know what the item is, but really understand it and how it works.”

Lou: “err… why is that?”

X: “Well… to be honest… because I’m an ex-professor and can’t help myself.”

Lou: ::sighs:: “Alright then, lecture on.”

X: “Ah… um… I know this is kinda weird but… could you two take this paper and pencil and take notes?  Or, at least pretend to… it makes me much more comfortable to lecture when my pupils take notes.”

Lou: “…”

G. Zeus: “X Professor.  My friend, I know it is difficult, but your professorship is in the past.  You have to… move on with your life at some point.”

X: ::tearing up:: “But it’s so hard!  I loved being a professor and they… they… fired me.  Why… why??”

G.Zeus: “We, as humans, have the awesome power to forget.  To forget so that we can move on, to forget so that we can have new experiences and not dwell on the past forever.”

X: “No!!  Forgetting is horrible!  Forgetting is evil incarnate!!  Forgetting is my enemy!  That’s what made them fire me… the little bastards all forgot what I taught them and failed the tests.  Forgetting ruined me!  It all started 15 years ago…”

G: Zeus: “It’s hard, I know… but you have to let go.”

X: “I can’t!  I just can’t.  I don’t know what happened, my students all loved me, I don’t know why they fired me!  I have to know… I have to know…”

G. Zeus: “Alright, tell us who fired you and where, and we’ll head there and try and resolve this.”

Lou: “What?  No we won’t… we need to find that item so I can go back home.  I have to try Jim again, maybe he’ll listen to reason this time.  I have to figure out what’s happening.”

X: “Maybe I can help you figure it out, but to do that I’ll need peace of mind, which only this can bestow.  Please help me!”

Lou: “But…”

G. Zeus: “Lou, there ain’t no getting’ off this train we’re on…”

Lou: “Oh, alright… let’s go bust some heads at the school then.”

X: “Alright, I’ll mark where it is on your map.”

Principal: “Who are you?”

X: “...”

Principal: “How dare you not answer me!  Tell me at once!”

X: “I am X Professor, teacher to a failed class, loyal teacher to this crumbling school, and in this life or the next, I will have my vengeance!” (Gladiator ref)

Principal: “Ahhh, X professor.  We meet again.”

X: “Indeed.  Now tell me why you fired me!  I cannot have peace of mind until I understand this.”

Principal: “Well, it all started 15 years ago…”

Principal: “So you see, X professor was teaching them falsely, and failing each and every student.  I had to fire you, friend.  I am sorry.”

X: “Lies!  All lies!”

X: “I have my revenge!  But not peace of mind… I killed him instead of working out my problems, arrrrghhhh, now what do I do?”

Lou: “Hold up!”

Lou: “Looks like the old bugger was holding out on you after all.”

X: “Whew, thank you two so much for your help!  I feel so much better now.  Let’s head back to my house at Burgerberg and I’ll tell you what you want to know.”

X: “First of all, you must unlearn everything you have learned about the universe for, in all my years of study and pondering, I have found the truth to be much different than what most people believe.  Alright, it’s true that everything in the universe consists of matter and energy, which are interchangeable.  Neither can be destroyed, they can only change form.  However, one must wonder: where does all this matter and energy come from in the first place?  Well, I’ll tell you: socks.  Left socks, to be more precise.”

X: “I see your shock, but let me explain.  You know, as does every human being on the planet, that every time you do your laundry, a sock mysteriously disappears.  Now, most people are content with assuming that they’ve somehow lost a sock each time this happens… hundreds of times throughout their lives.  I, however, know better.  It’s too consistent to be a coincidence, and when I thought about every person in the world doing laundry and losing one sock, I started thinking good grief… that’s a lot of socks!  (doing the calculations, on average, 975 million left socks are lost like this each day.  Where do they all go?  Another planet.  Yes, that’s right, every dryer is equipped with a special device that generates a very small black hole, which sucks the sock in and acts as a wormhole to transport it to this planet.  It might surprise you to know as well that, on this planet, the left socks are no longer worn upon the feet… they are grown!  With these stores of billions and billions of socks, combined with a form of fusion, they’d found all the matter and energy they’d ever need.  Ah, you ask, but where is this going?  We have the source of matter, but there’s still one large issue: how is it all held together?  This seems complicated at first, given the existence of infinite other universes, worlds, and dimensions, because one has to ask what the boundary between these is, and how all these other universes are held together as well.  As it turns out, however, the answer to all this is surprisingly simple.  They are held together with staples.  So, the item you seek, logically enough, is the staple remover.  By removing the staples in the fabric of space/time that stores a certain event, you can effectively undo that event.  What is the staple remover, you ask?  Control.  The staple remover is a method of control built by the makers of the universe in order to turn a left sock into this: ::holds up a battery::”

G.Zeus: “Well, I suppose that makes sense, although it’s certainly a lot to take in…”

Lou: “Yeah it is.”

G.Zeus: “So… where is it?”

Lou: “What?  You told me you knew where it was!”

G.Zeus: “I did know where it was, but apparently it is there no longer.  See, it was an ornament on Herbeous’ pot, but when I looked, the space was empty.”

Lou: “I see.  So, where is it now, X Professor?”

X Professor: “Last I heard, the mayor had taken it to the Temple of _______, a small distance East of town.”

Lou: “Let’s head there then, the sooner we get the Staple Remover, the sooner I can go home and fix this mess.”

G. Zeus: “Thank you for your help, professor.  Lou, let us be off.  We should stop by the inn first and see how your friend is doing.” 

SS

::Lou and G.Zeus head over to the alley and find X Professor’s house at the end, where he opens the door just as they’re walking up and invites them inside:: 

::Flashback, like Jim’s (i.e. from Professor’s POV).  He walks up to the board and points, and the class looks rapt in attention, then they abruptly stand up and clap, cheer, etc. and carry him out of the room like a king::

::Lou starts doodling on his notepad:: 

::X Professor joins, and they leave town.  Right nearby the village is a high school, which they get to but there are security guards everywhere.  They finally figure out that they should get in using X’s old hall pass, which he’d kept for nostalgia’s sake.  They show it to the guards, who let them in.  They finally reach the office, and confront the principal:: 

::flashback again, this time from the principal’s POV.  X professor stands before the class pointing to the board, which says that x/0 = 8, and right next to it, 1+1=11.  Most of the class is not paying attention, and those that are look confused.  X Professor yells at the class to learn what he’s saying, and they all get up and carry him out of the room, dumping him at the principal’s office along with all their tests, which they failed.:: 

::Party defeats the principal.:: 

::Lou opens a treasure chest behind the principal’s desk and finds a peace of mind.:: 

::They head back from the school:: 

::Lou and G. Zeus take out their notes::

Art Required:


SS  X-Professor Tells his Story


SS  X Prof’s Flashback


SS  Getting to the High School


SS  Getting to the Principal


SS  Principal Flashback


SS Lou, G Zeus, get their notes out again


//This sorta depends on whether this entire section gets turned into a cut-scene


Area High School(Outside, Halls, Office)


Battle Arena Principal’s Office

Music Required: X-Professor’s Theme, Sneaking Into School Music, Boss Battle #4 (The Principal)

Sound Required: Voice Clips, Open Treasure Chest/Get Item, Rustling Paper, Roaring Kids, Cheering Kids, Somebody being dropped on the floor (with “oomph”) 

Monsters Found: Principal (Boss)

Expected Player Level: 42

----------------------------------------------------------------------------------------------------
Picking Emma back up

Spoken/Written Text:

Lou: “Emma, you’re awake?  What are you doing here in Burgerberg?”

Emma: “Uh, I still don’t know why you know my name, but I saw your fighting style when you battled against the crippled boy.  I have always desired great power so that I can help people, and I wanted to ask to become your apprentice!”

Lou: “Alright!  We’re heading north to the Temple of _______, so please join us in our journey.”

Emma: “Yes, sir!”

Art Required:


No new art

Music Required: Happy Emma’s Theme

Sound Required: Voice Clips 

Monsters Found: None

Expected Player Level: 52

----------------------------------------------------------------------------------------------------
Forest to the Temple

Art Required:


Forest Paths (2 to 3)


Forest Battle Arena

Music Required: Forest Theme (Same as Hedge maze)

Sound Required: None 

Monsters Found: Dog 2, Bear 2

Expected Player Level: 52


----------------------------------------------------------------------------------------------------
Temple of _______

Spoken/Written Text:

Lou: (Obi wan-esque) “Nooooooooooo!!!”

Dyoh: “Those who defy the JoJo continuum… will die by the JoJo continuum!  As for you two…”

G Zeus: “Take the boy on your journey… train him…. He is the chosen one…” (and then dies).

The group swears vengeance 

Lou: “Just as I had thought, he was being controlled by Dyoh’s “Meat”. 

After Regaining consciousness, Jim hears of what he had done when he was Dyoh’s Pawn and wanting revenge, and wanting to atone for his sins, decides to join Lou and Emma.  But Emma interrupts with only 2 can there be (USE Crazy Lou art) and that whole scene solves itself the same way it did in CL.

SS

::The Staple Remover is already missing.  Believing that it is in the clutches of the Afro Pope, G Zeus bypasses copyright laws and uses Crazy Diamond to reconstruct a piece of Afro that was found at the scene.  With the partially reconstructed piece, he creates an Afro radar.  Emma decides to pray for the ability to become a master of Under-Water Basket-Weaving (Prays FF X style).  All of a sudden, Dyoh falls from the sky heading straight for Emma (ala FF7, Aeris’s death sequence).  Instead of stabbing her, however, he lands right behind her, and then dashes over to G Zeus and stabs him.::

::Dyoh pulls out hand (G Zeus has the Qui Gon look) and smiles at Lou.:: 

::Lou and Emma go over to Unconscious Jim. Lou gets suspicious and brushes away Jim’s bangs to reveal the Chinese Character “Meat”:: 

::Small flash back, dream of what Dyoh must have done to Jim.:: 

::Emma and Lou wipe off the “Meat” character.::  

CG

::Lou is bouncing up and down ready for the Pink Laser Wall to disappear so he can fight Dyoh.  Laser wall is spread across one of the rock gates.  (Lou could easily walk around it but he doesn’t.::

Have a shocked reaction slide from Lou and Emma.  Then have G Zeus in a coffin that wasn’t there before.  Then another reaction shot.  Then G Zeus doing stand-up comedy together with Dyoh.  Then another reaction shot.  Then mother Dyoh serving student G Zeus a second bowl of rice.  Then another reaction shot.  Then G Zeus cut up and bloody with knives.  Dyoh poses and then proclaims something. Then he signals for Jim and Jim appears (not Seifer)” Dyoh leaves.  Emma and Lou are left to fight Jim.::

::After defeating Jim, Lou rushes over to G Zeus.  After Elaborate G Zeus death scene.  Eulogy, etc.  Lou:  Puts his forehead against G Zeus’ crying.  They swear vengeance and find a pamphlet for Dyoh’s Platinum Saucer battle arena in Roman Town.::

Art Required:


Another Forest Area (may be the same as other forest)


Forest Battle Arena (reuse)


Temple Ruins


Temple Ruins Battle Arena


Monsters TBS


Dyoh Model and Battle Animations


SS Multiple Parody G. Zeus Death Scene


CG Laser wall stops Lou


SS Dyoh G Zeus Bizarreness



Coffin? Microphone? Models not required if done in SS


SS G. Zeus Qui Gon-esque Last words


SS Lou Frees Jim

Music Required: Calm Temple Theme, Evil Dyoh’s Theme, Boss Battle #5 (Jim), Sad Character Death Theme

Sound Required: Voice Clips, Red Energy Wall Gates Disappearing, Sudden Scene Change (“Dunnnn!!!”), Stabbing sound, feet hitting floor/running sound 

Monsters Found: Jim (Boss)

Expected Player Level: 56

----------------------------------------------------------------------------------------------------
Retro March

Level Notes:

They go through FF 6 forest and snow and become Retro style.  They keep going and eventually get to the Airship in a cave at the end.

Art Required:


Retro Forest/Snow Area


Snow Cave


AirShip Model

Music Required: Retro Marching Theme, Windy Snowstorm Theme

Sound Required: None 

Monsters Found: Dog 3 (snow), Polar Bear

Expected Player Level: 66

----------------------------------------------------------------------------------------------------
World Map Cut-scene

Raveena pilots the Airship and takes them to Roman Town via Street Fighter 2 travel.  

Art Required:


Global Map Bitmap


Mini-Airship Bitmap

Music Required: “Over-world” Theme

Sound Required: Plane Flying Sound, Announcer saying “Roman Town” (Street Fighter II) 

Monsters Found: None

Expected Player Level: 70

----------------------------------------------------------------------------------------------------

Roman Town

In Roman Town, they ask people for the location of Dyoh and they are directed to The Platinum Saucer.  In the Platinum Saucer they are told that they can battle “Dio” if they can defeat all the fiends of the arena.  

Roman Warrior: “You can battle Dio if you can defeat all the fiends of the arena”

Roman Towner :“Welcome to Roman Town”

Roman girl : “I love the coliseum”

Roman Dude Number 3: “Yeah, that Dio guy is at the Platinum Saucer”

Roman Townsman: “The Platinum Saucer is a great place to fight, though I’ve never actually won a fight there…”

Art Required:


Roman Town Area


Roman townsfolk


The Platinum Saucer

Music Required: Proud Roman Town Theme

Sound Required: Voice Clips 

Monsters Found: None

Expected Player Level: 70

----------------------------------------------------------------------------------------------------
Coliseum

They dominate the opposition. One of the costumed figures is Okamuranger who although doesn’t hate his job, longs for a life of excitement, and through some talking he tells you to call him at anytime, for he will help you when you get into a pinch.  (SS) The next enemy is the Final Boss of the coliseum.  Finally defeat a buff man who turns out to be the owner, Dio.  Informed that they have already beaten Dio, Lou and Emma are confused.  They describe the Dyoh that they are looking for (bringing out a photo of his hideout – who knows where they got it) and are told that they must go to Egypt Town.

Art Required:


Battle Arena Platinum Saucer


Dio Model, Battle Anims


Okamuranger Model 

Music Required: Coliseum Battle Theme, Boss Battle #6 (“Dio”)

Sound Required: Voice Clips 

Monsters Found: Yakuza, Lost Yakuza, Thug 1, Thug 2, Muscleman Dio (Boss)

Expected Player Level: 70

----------------------------------------------------------------------------------------------------
Boat Ride to Egypt Town

Spoken/Written Text:

Lou and Emma: Stretch and give a sigh of relief, they plan to go to Egypt town, but technically they can go anywhere they want now because they are out in the open.  They say this out loud.

SS

::They take Raveena’s boat to Egypt town::

::When they first get on the boat, Lou and Emma stretch and give a sigh of relief, they plan to go to Egypt town, but technically they can go anywhere they want now because they are out in the open.::

::They say this out loud and Emma winks at the player, trying to send the player a message, but before this has time to register, Jim tries out the harpoon on the bow and shoots a rock outcropping.   Which turns out to be a Shin who was taking a break.::

CG

::Not being able to bear the pain the Shin takes off, and takes the whole boat on a wild ride.::

Level Notes:

As the boat speeds across the water, fish wash up onto the bow.  This is supposed to be like the small pieces of shin that break off in FFX.  This is a time battle and sees how long you can survive.   If you survive long enough, your cord breaks and you’re already at Egypt town.  

Art Required:


SS Jim harpoons Shin


Model Shin, battle anims?


Dead Fish, Battle anims (if any)


Battle Arena Boat


Boat

Music Required: Fish Battle Theme

Sound Required: Voice Clips, Harpoon being fired, Harpoon plunking into object, Cord snapping, Water rushing by boat 

Monsters Found: Flopping Fish

Expected Player Level: 84

----------------------------------------------------------------------------------------------------
Egypt Town From Afar

Spoken/Written Text:

Emma: “Looks just like Roman Town…”

SS

::Party sees Egypt town from the sea (like FF X Tidus), but instead of being awestruck, Emma says, “looks just like Roman Town”::

::Quick SS of Burnt Out Boxer Peter in the Ring Corner with Will Coach yelling (with the slate “art directors” on top).::

Art Required:


SS Party Sees Egypt Town


SS Burnt Out Peter

Music Required: “Over-world” Theme

Sound Required: Voice Clips, Boxing match bell 

Monsters Found: None

Expected Player Level: 84

----------------------------------------------------------------------------------------------------
Egypt Town

Spoken/Written Text:

Lou: “We have to take her to an inn where she can rest.”  

Shocked, Lou asks G Zeus why he is alive.  

Peter:”JoJo’s Bizarre Adventure RULES!!”

Will:”YEAH!!”

G Zeus: ”This thing on Emma’s back is happening because Dyoh’s power has been unlocked.  We need to stop Dyoh or Emma will…die.  We have 3 months.”

Jim: “3 months!! How are we going to get to him in 3 months!!  He could be blocks away!!”

G Zeus:..”Well it takes poison to quell poison.  Come on, we need to change.”  

G Zeus: “This is bad…. I can see where the artists are trying to take this.”  

G Zeus:  “We can not fight Dyoh yet, my stand is far too weak, we need to have it replaced.  For this we need to go to ______ Restaurant where Peter works.”

Egyptian Towner: “Welcome to Roma—Wait, I mean Egypt Town”

Egyptian Guy: “Have you ever seen Joj—Edited for copyrighted content”

Egyptian Girl: “That Peter sure is a busy guy, maybe he should get a raise, HAHAHAHAHA”

Egyptian Person: “This recession sucks, I have to work three jobs”

Egyptian :“I wish I had a cool stand.”

SS

::Upon getting there Emma starts to feel bad and collapses.::

::When you get to the inn, Lou happens to see G Zeus is outside.  G Zeus although ready to explain, notices that Emma is in terrible condition and they check into a room in the inn.  Plant growing out of Emma’s back.:: 

::Everyone switches over to JoJo mode.::

CG

::Meanwhile…. “Peter and Will are partying at a sushi shop… CHEERS!”::

Art Required: 


Egypt Town Area


SS Emma Collapses


SS Emma’s Back Plant


CG Peter and Will at the Sushi Shop


Jojo Models for G Zeus, Lou, Jim

Music Required: Egypt Town Theme

Sound Required: Voice Clips, Surprised Exclamation Sound 

Monsters Found: Lost Yakuza

Expected Player Level: 84

----------------------------------------------------------------------------------------------------

Journey to the Artist

Spoken/Written Text:

G Zeus+Lou: “PETER!!”

Peter: “HAAAA!!!” 

Peter “So… How can I help you two?”

G Zeus: “Well you see we’re going to defeat Dyoh but I don’t think we can with my crappy stand, so we were hoping that you could change my stand with your art director powers.”

Peter:  “Well, I’d like to, but technically I’m cast as a cook in this game.”

Lou + G Zeus: (Thought) “Cook!?”

Peter: “Yeah… you know… it’s recession full swing.  Times are hard.  If I were only the art director for this game, I wouldn’t be able to survive.

G Zeus:  “But I want something that goes ORA ORA!” (And starts crying). 

Peter: “All right G Zeus… all right.”

Lou, to G Zeus: “Wow, I’d never expected to see you cry like that.”

G Zeus:  “Yes, neither did Peter.  That is why it is so powerful a weapon.”  

SS

::Peter (on top of Roof) jumps off::

::G Zeus ultra serious face slide::

Art Required: 


Egypt Town Area


Egypt Town Battle Arena


______ Restaurant Area


Peter model, Jumping Anim


G Zeus Crying Anim or SS


SS Ultra Serious face Slide

Music Required: Peter/Artist Theme

Sound Required: Voice Clips, Person Landing from Jump 

Monsters Found: None

Expected Player Level: 87

----------------------------------------------------------------------------------------------------
Battle with Dyoh

Spoken/Written Text:

Characters ask Dyoh for whereabouts of the Afro Pope, but he won’t say.

Dyoh says he finds their struggle too amusing.

Dyoh reveals the Gill Bates Time Kompression Scheme.

Dyoh: “You must find the 24 magic shards scattered to the four corners of the world in long daunting caverns that will take you hours upon hours of relentless pursuing and-”

Lou and G. Zeus: “*found them!*”

Jim: “Wait! On second thought, we don’t need that, we have Afro Radar!”

Lou: “Oh yeah!” 

Lou: “The afro radar is pointing upward?!”

Jim: “What does that mean?”  

G Zeus: “So that’s their scheme.  They plan to take this story to space!”

SS 

::Dyoh’s coffin SS:: 

::Flash back pictures of Dyoh trying to get a job at Macro shaft.  Job interview.  Gill noticing that Dyoh can Stop Time from reading his Resume.  Dyoh does his research in a lab coat as Gill ponders the possibilities of time compression.::

::Dyoh is extremely sad that it was found so easily but before he has time to cry…::

::The party throws away the 24 crystal shards right in Dyoh’s view.  Dyoh dies crying.::

::ALL think for a moment.::

::Peter and Will ( Slack off ( Easy background cop out ( Space.::

::G Zeus looking up clenched fist.  Peter and Will evil looking down on him.::

Art Required:


Dyoh’s Mansion Area


Mansion Battle Arena


Stands for Characters


SS Coffin


SS Dyoh’s Macroshaft employment


SS Dyoh ‘s Magic shards


SS Afro Radar


SS All think of Peter and Will’s Space Plan


SS G Zeus tormented by Peter and Will

Music Required: Evil Dyoh’s Theme, Boss Battle #7 (Dyoh), Happy Victory Theme (possibly reuse Hospital Theme)

Sound Required: Voice Clips, Dyoh Death, Get Treasure Sound, Thunderclap (for Peter and Will in sky) 

Monsters Found: Dyoh (Boss)

Expected Player Level: 90

----------------------------------------------------------------------------------------------------

Return to the Egypt Inn

(After defeating Dyoh, they head back to the inn where Emma has gotten better.  They have a little reunion theme then move on)

Art Required:


No new art

Music Required: Egypt Town Theme

Sound Required: Voice Clips 

Monsters Found: None

Expected Player Level: 100

----------------------------------------------------------------------------------------------------

Back to Roman Town

So they need to get back to Roman town, because that’s where the airship is.  When they board the (pirate) ship, they look to the sky (SS) and remember all those who had died to get them here, Kakkyoin…. Abdul…. Iggi….. Thank You.  Emma, Jim and Lou talk amongst themselves and laugh at the little incident that happened last time they rode this boat, but as they talk G Zeus is checking out the harpoon gun and accidentally fires it.  The 3 react but then sigh, well if it just miss-fired that’s not too bad…. Oh no!  It hit the Shin again! And again we do the time battle straight back to Roman town.  Emma sits this one out because she’s still healing from the Dyoh incident.  

Art Required:


SS remembering people who weren’t in the game


SS Shin again

Music Required: Happy Victory Theme, Fish Battle Theme

Sound Required: Voice Clips, Harpoon Firing, Harpoon Hitting, Water rushing and splashing 

Monsters Found: Flopping Fish

Expected Player Level: 100

----------------------------------------------------------------------------------------------------

To Space

Spoken/Written Text:

G Zeus tells Lou to hop onto the missile on the corvette’s side

Lou: “G ZEUS!!!!”

SS

::Once back in Roman town and on the airship they are headed for the stars.  However, the EPA corvette has hounded them down.  Lou, Emma and Jim use their Suits to repel the EPA’s attack.  But the airships altitude is climbing and the Suits cannot fight much longer as the suits are running out of propellant.  Emma and Jim are retrieved.  G Zeus jumps out of the cockpit and gets on a pilot-able hover vehicle and takes off.   He gets under Lou so that Lou can fight longer.  Lou fights off the attack but the airship has left earth.  G Zeus reassures Lou and the EDA picks them up.  The plans to fly them to Kennedy Space Center where they can get them on a VTOL rocket.  G Zeus and Lou’s rides are put on a transport and as they are flying, the Corvette again chases them.  Ifross Andross and Butross, who are out of options, ram the Transport.  The two ships still fly although descending quickly.  G Zeus tells Lou to hop onto the missile on the corvette’s side.   G Zeus then crashes into corvette’s side and G Zeus hops out into the corvette and gets to the control panels.  It is a success the new coordinates have been entered and Lou is on his way to the Sky (space)  Lou gives G Zeus the thumbs up sign and G Zeus returns the signal but Andross has found him tinkering with the panel and shoots G Zeus.  (SS) slow motion of G Zeus falling to ground.  Not given time to grieve, the rocket blasts off and Lou is sent hurdling into the skies.  As he looks back the two collided planes finally explode.::

::Emma and Jim greet Lou.  But Lou has no words for them.::

::He just slams his fist against the locker in the locker room, with tears rolling down.::

CG

::In space the Space carrier picks up Lou::

Level Notes:

You are on a track in space, the Carrier moving ever closer to the enemy fortress.  (Lou has no authority to intervene in the EDA’s plan, he is only a pilot.  As you traverse you will get into random battles with monsters, which you will fight in the space ship interior battle arena.  Or outside would be nice, getting into battles using the suits.  It would be great if we could find a use for the Cowboy Bebop ships and make some mini parody for that.  Along the path to the enemy fortress Lou finds out more about Gill and his Time compression Scheme.  All carriers have made it to the Rendezvous point for the final assault on Solomon (the name of the asteroid that houses the fortress) (Gundam 0083).  

Art Required:


SS EDA stops them in space


SS G Zeus gets shot and killed (again)


CG  Space carrier picks up Lou


SS Emma and Jim greet Lou


Spaceship Interior Battle Arena


Party’s Robot Models and Animations

Music Required: Frantic Chase Theme, Sad Character Death Theme

Sound Required: Voice Clips, Ships Crashing Sound, Deep Explosion, Rocket shooting off 

Monsters Found: Enemy Robots 1

Expected Player Level: 100

----------------------------------------------------------------------------------------------------

Reunion with G. Zeus Number Two

Spoken/Written Text:

Lou starts to ask how.

G. Zeus: “I know, I’m abusing my privileges.”

SS

Then the final Rendezvous occurs and the Buster Machine 3 Black Hole bomb warps out next to the carriers.  (Gunbuster)   Who piloted the BM3?  Lou, Emma, and Jim wait to see who it is and wait for the pilot to come aboard, and much to their surprise it is G Zeus.  They want to ask, but he knows what they want to say and tells them,  “I know, I’m abusing my privileges.”  And they all embrace.  

The time for attack has come and G Zeus Co pilots Emma’s ship.

CG

 The three take off the carrier, and head off into battle. 

Art Required:


SS Gunbuster parody


CG Take off the Carrier

Music Required: Happy Victory Theme, Frantic Chase Theme (use instead of battle theme)

Sound Required: Voice Clips, Bomb Warp Sound, Ships Taking off From Carrier 

Monsters Found: Enemy Robots 1, Enemy Robots 2

Expected Player Level: 104

----------------------------------------------------------------------------------------------------

Encounter with Gill Bates

Spoken/Written Text:

Members complain of there being too many enemies.

Emma asks G. Zeus, “Is it alright if I use that move?”(Gunbuster)

G. Zeus replies, “ Of course you may.” 

Emma:  “Navajo Style!!!”

G. Zeus:  “Moon Sault!!!”

Together: ”ELBOW DROP!!!”

SS

::Emma yells as she thrusts the controls and this takes her machine high up!:: 

::Their machine rips through hoard of enemies in a river of explosions.::

::Having cleared out the enemy, Gill Bates appears in his Mech, which is a modified version of Jim’s.  Gill has the Char mask on.::

Level Notes:

The arenas in space have space dog fight gifs around you but there is one of Solomon itself, and as you get closer, then the next two arenas have successively bigger bitmaps of it.

Art Required:


Dog Fight Gifs


Solomon Bmp


Three Space Battle Arenas


SS Navajo Style Moon Sault Elbow Drop


Gill Bates Mech, with battle Animation

Music Required: Frantic Chase Theme, Boss Theme #8 (Gill Bates’ Mech)

Sound Required: Voice Clips, Deep Explosion, Many Smaller Explosions 

Monsters Found: Gill Bates’ Mech (Boss)

Expected Player Level: 110

----------------------------------------------------------------------------------------------------

Crashing to Earth

Spoken/Written Text:

Lou:  “G ZEUS!!!!” 

Yzarc: “Destroy, destroy, must destroy!” 

Emma: “Don’t do this!! Your machines can’t take the heat!”

SS

::Everyone fights Gill, it gets to the point where Gill is going to stab Lou’s robot in the chest but Emma’s machine butts in and his laser sword skewers it’s shin instead.  G Zeus’s cockpit view goes to static.::

::Gill escapes::

::Infuriated, Lou begins to pursue but the overwhelming emotion triggers something and there is a tremendous flash and explosion.::

::Suddenly, Emma and Jim are in the shadow of Yzarc’s Suit.::

::Strangely enough, he seems to ignore them::

::Jim and Emma attempt to pursue Yzarc as he flies into the meteor after Gill but lose sight of him.  The meteor starts to move.  Jim and Emma search Frantically for Lou.::

::Show SS of the whole Gundam 0079 experience where Yzarc and Gill fight.  Yzarc does the classic shoot up.  The two fight with swords in hand to hand combat and so on.  More explosions come from the meteor, which is now about to hit earth!!  All the machines start to collect on the other side of the meteor trying to push it back.  The enemy suits are moved by this futile effort and start to help.  But their machines won’t cut it and they blow up one by one, around Emma and Jim from the air friction.  (Char’s Counter attack)::

::Emma and Jim try really hard and in one last effort expel huge plumes of exhaust.::
::Emma screams, not yet giving up hope.  (Fades to black)::
CG 

::Composite of meteor hitting city and a huge explosion happening.::
Art Required:


SS G Zeus Saves Lou


SS Yzarc Shows Up 


SS Gundam 0079 experience


CG Meteor hits the City

Music Required: Evil Gill Bates Theme, Eerie Yzarc Uol Theme, Frantic Crashing Theme

Sound Required: Voice Clips, Explosion, Slicing with Weapon Sound, Metal hitting metal, Fuzzy Static Sound, Flaming Carnage-like Sound 

Monsters Found: None

Expected Player Level: 120

----------------------------------------------------------------------------------------------------
Post-Apocalyptic Land

Spoken/Written Text:

Narration: “The year 200X, the world was enveloped in Nuclear flame… Oceans dried, Land scorched, it had seemed as all life had disappeared.  But no… not yet… Humanity had not perished.”

Reunion with G. Zeus #3.

Characters discuss that they can’t find Lou and set out to look for him but want to check hospital first.

Townsfolk: “Welcome to Roma—#%^$,  I mean Post Apocalyptic Town”

Child: “You guys missed the apocalypse, it was a really impressive CG movie.”

Old Guy: “Anyone seen my car?”

Guy #1: “Designers Note: Don’t forget to put dialog here” (these two have to be next to each other)

Guy #2:“Dude, yer making the designers look bad, stop saying that.”

SS

::Biker’s foot enters camera::

Level Notes:
Emma, G Zeus and Jim find themselves in Post-Apocalyptic City.  They can’t find Lou.  Inside the city they will find the Bloody Hospital and Daimler-Chrysler Buildings, which are the tall buildings.  These buildings will have rooms from the hospital except no beds, except for the post-apocalypse hospital in the city.

Art Required:


Apocalypse City (with Bloody Hospital and Chrysler Building)


Apocalypse City Battle Arena

Music Required: Apocalypse City Theme

Sound Required: Voice Clips, Foot hitting ground 

Monsters Found: Thug 1, Thug 2

Expected Player Level: 120

----------------------------------------------------------------------------------------------------
In Post-Apocalyptic Hospital

Spoken/Written Text:

Father: “ Look Mr. G Zeus, we ambushed a Macroshaft supply vehicle!  And look at all the experience we found!”  

G Zeus (taking a sniff of the experience) yells: “No! Don’t Eat it!”
G Zeus: “Only one man is ruthless enough to lace experience with poison…SOUZA!

Jim: “SOUZA!!!!!” 

G Zeus: “But Souza is immune to Underwater Basket Weaving Fist.  There is a secret to his body.”

Emma: “We have no chance then!”

Jim:  “Yeah!  But how can we do nothing when innocent children die around us.  I need to satisfy my Burning Heart, which thirsts for justice!”

Child who hadn’t eaten experience: “Um Jagi lives next door on the top floor of the Daimler Chrysler building.”

G Zeus, continuing:  “Luckily I know his secret… His pressure points are reversed.”  (Jim isn’t listening)

Jim: “JAGI!!!”

SS 

::In the hospital, Emma, Jim and G. Zeus find Children of the EDA resistance.::

::The parents come home with boxes full of experience::

::Father offers experience to the children.  One runs up to his father and is fed experience.::
::The child begins to convulse.::
::G Zeus rushes over to help but it is too late.::
::Child dies and Father collapses crying.:: 

::Reuse G Zeus clenching fist Slide, replace Peter+Will with Souza and G. Zeus with Jim::

::Reuse slide again but this time instead of Souza it’s Jagi.::

Art Required:


Children of EDA models


SS Poisoned Experience


SS Clenched Fist 


Music Required: Apocalypse City Theme, Sad Character Death Theme, Jim’s Vengeance Theme

Sound Required: Voice Clips, Dying Kid Sound 

Monsters Found: None

Expected Player Level: 122

----------------------------------------------------------------------------------------------------

Skyscraper Side-Quest

SS
::At Jagi, just reuse Jim’s ‘JAGI!!!’ slide so the player knows for sure they’ve found him:: 

Level Notes:

The skyscrapers have many floors.  You may need to look for keys to go higher up, and this is where we will do the, looks like you don’t need this key anymore only to find out that you did.  The very top of one of these buildings will have Jagi, whom you can fight.   This world will have lots of gang members to beat up.

Art Required:


Thug models and battle anims


Jagi model and battle anims


Skyscraper Floors Area


Skyscraper Battle Arena

Music Required: Apocalypse City Theme, Boss Theme #9 (Jagi)

Sound Required: Voice Clips 

Monsters Found: Thug 1, Thug 2, Jagi (Boss)

Expected Player Level: 122

----------------------------------------------------------------------------------------------------

Escape From P-AC

Level Notes

Battles take place on the streets etc until as they get out (where they encounter the Afro-Pope and his entourage).

Art Required:


No new Art

Music Required: Apocalypse City Theme

Sound Required: None 

Monsters Found: Thug 1, Thug 2

Expected Player Level: 122

----------------------------------------------------------------------------------------------------

Beat the Afro Pope!

SS

::After the party wins, the staple remover which plops out of his hair::

::Cut to flashback of how it must have just gotten stuck in his afro when he walked by.::

::Also, they discover that only Lou can use the staple remover, so they need to find him and give it to him.  In any case, they take they catch 3 Bird Horses and go to the only place they can think to go to, the Underwater Basket-Weaving Fist’s temple in Vietnam.::

CG

::A Montage of them riding through different environments.  They go through barren land, slightly grassy land, to grass plains finally to jungle.  (Gladiator Ref)::
Art Required:


Staple Remover


Afro Pope battle anims


Bird Horse models and running anims


Humanoid Skeleton riding bird horse anim/stance


SS Flashback


CG Gladiator Montage

Music Required: Boss Theme #10 (Afro Pope), Apocalypse City Theme, Epic Traveling Music

Sound Required: Voice Clips, Staple Remover hitting ground, Afro Rustling, Bird Chirps 

Monsters Found: Afro Pope (Boss)

Expected Player Level: 125

----------------------------------------------------------------------------------------------------
Vietnam

(In the Jungle there will be a Happy Mart warp a final place to buy weapons/items, but otherwise it is a trip through Jungle Forest to get to the Underwater Basket-Weaving Fist temple.)

Art Required:


Jungle Area


Jungle Battle Arena


Jungle Temple Area


Music Required: Jungle Forest Theme

Sound Required: None 

Monsters Found: Dog 4, Bear 3

Expected Player Level: 135

----------------------------------------------------------------------------------------------------
Final Confrontation, Part One (with Party)

Yzarc Uol confronts them in the chamber with two statues, wanting the staple remover, maybe reveals that he caused everything about the reversal of time (why the game started the way it did, basically).  Major boss battle with him here.

Art Required:


More Temple Area


Temple Battle Arena

Music Required: Processional Chanting, Final Battle 1 (Hard Rock)

Sound Required: Voice Clips 

Monsters Found: Yzarc Uol (Boss)

Expected Player Level: 140

----------------------------------------------------------------------------------------------------
Final Confrontation, Part Two (just Lou)

With Yzarc “defeated”, Lou is momentarily able to regain consciousness.  They suddenly see that Yzarc Uol and Crazy Lou are the same person.  In Lou’s mind, he has to fight the final battle, going over the history of how Yzarc got started in the first place.  This is the final boss battle, a 1 v 1 with Lou vs. Yzarc.  Lou is given time to distribute all of the player level points that his party has received for him in the meantime before he actually has to run up to Yzarc in his mind to initiate the final battle.

Art Required:


Lou’s Mind Arena

Music Required: Processional Chanting, Final Battle 2 (Hard Rock)

Sound Required: Voice Clips 

Monsters Found: Yzarc Uol (Last Boss)

Expected Player Level: 150

--------------------------------------------------------------------------------------------------------------------------

Level Diagrams

The following are some sample level designs.  Most are top down renders of areas modeled in Full 3D.  All are annotated to give a quick visual representation of areas that are completed.
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Entrance

Entrance -




A top-down view of a typical forest path in two parts.  Variations on these appear to link the paths from Bluemond to Blue Sky Park, Burgerberg to the Ancient Temple, and the Vietnam Jungle.
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A top-down view of a battle arena set in a forest.  Variations of this appear in all forest paths.

[image: image15.png]



The two floors of the hospital.  The player begins the post-intro part of the game on the second floor of the hospital.  The hospital connects to Bluemond.

[image: image16.png]Hospital Room Type 2

(Used for Lou's Room)

Hospital Room Type 1




Two diagrams of hospital rooms.  A number of empty rooms can be found in the hospital but they contain nothing in them.  Lou begins in a single-bed room.
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Diagrams of the hospital rooftop which makes a very brief appearance and a random hospital room which serves a number of purposes, most notably it is the type of room where an important cut-scene takes place in the post-apocalyptic hospital.
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An overhead of the town of Bluemond.  Because of blocked off areas, the player is forced to travel the linear path to a cut-scene and then the path to Blue Sky Park.
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Top-down view of the Egyptian town, which utilizes the same basic level structure with different textures for the Roman town (except that the pyramid in the center is a coliseum in Roman Town.  The item shops and inn are located in the same places so that the game can play up the slacking artists joke.

[image: image20.png]



Angled view of a forest path found in areas such as the Vietnam Jungle.  Though it is straight, variations can be curved easily and elongated.  The layers of trees provide an excellent parallax effect.
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An angled view of the Post-Apocalyptic City.  When the players touch the buildings, they automatically enter them.

[image: image22.png]Entrance To Cave





An overhead view of the first of two caves, where there is little to do but go up to the docks where the ship awaits.  In the second cave there is an airship instead of a pirate ship and torches instead of natural light.

Technical Analysis

Experimental Features

There are two main experimental features in our game:

1. Skeletal Animation.  

2. Special Effects.

These are mentioned again in more detail in the Risks and Alternatives sections.

Major Development Tasks

Listed below are all of our major development tasks:

· GDD 

· TDD 

· Project Planning Timeline 

· First Deliverable Prototype 

· Alpha 

· Focus Group Testing 

· Beta  

· Marketing Materials 

· Final Game  

· Special Effects 

· Over-world Scripting 

· Battle Scripting 

· “Skeletally Animating” Models 

· Over-world Collision 

· Camera Scripting 

· Over-world Engine Tweaks 

· Font Tool 

· Battle UI 

· Over-world UI 

· Generic Menu 

· Battle Menu 

· Over-world Menu 

· Title screen Menu 

· Battle Engine 

· Summons and Abilities 

· Sound Effects / Music Playing 

Risks

There are three major risk areas in the development of Crazy Cross.

1. Staying on schedule for the artwork.  Since there is a huge amount of art to be completed for the game, it is feasible that the art team will fall behind schedule and won’t be able to finish all art assets.

2. Getting skeletal animation working.  Since we’ve never worked with skeletal animation before, it is an experimental feature.  It might therefore offer us more challenges than we expect.

3. Putting in special effects.  Since we haven’t worked with the kind of special effects we want to get (similar to Final Fantasy games) before, it is another experimental feature that might offer us a lot of trouble.

Alternatives

For every major risk, we have worked out alternatives.

1. If the artwork doesn’t stay on schedule, the story is divided up into segments, so if we fall behind schedule and can’t get all the artwork we want, we can isolate a segment of the game that’s not as important and skip it in the main game.  We could then have a text box explaining to the player what happened during that segment.  We are already doing this as a planned sequence during one portion of the game for the purpose of being humorous.  Therefore it wouldn’t be too much of a stretch to add more of these “explanation” textbox sequences in order to cover up areas of the game that we didn’t have time to finish, or areas that we decided to cut out of the game for some other reason.

2. If we can’t get skeletal animation working, we already have an alternative in place.  Right now, character animations are saved out to files and loaded in to our engine.  The downside is that these take up a lot of room, and getting real skeletal animation will really cut down on the size of the whole game.  However, if skeletal animation proves to be too much of a problem, we can drop that feature and stick with what’s already working in the game.

3. Special effects are what we term “smoke and mirrors”.  They are to be added after the alpha, and are not necessary to play the game.  Therefore if we cannot get all the special effects that we want into the game, it won’t be a project-crippling shortfall.

Risks Update:

This section is devoted to updating the risks from the first semester and to lay out the risks in our second semester.

Here are the updates for the risks from the first semester.

1. 80% of the games total art is completed.  The artists that have contributed to this game have since past graduation and are no longer at our services.  Replacing the artists will be a risk since we do not know if we can get a replacement(s) and if we do, how much artwork they can provide.

2. Skeleton animation has been fully implemented.

3. Special effects have not yet been implemented due to the fact that it is considered “smoke and mirrors” and will be so at the end of the project, hence it is still a risk.  The risks that are involved will be explained in the second semester risk section.

Here are the new risks for the second semester.

1. The Skyscraper Side Quest area is a risk since the only artwork done for it is the boss model.  The artwork needed are the inside maze, monsters/models, animations, and textures.  The main problem lays in the fact that we are trying to get new artists.

2. Real time lighting effects is a special effect risk since we do not know how much it will slow down the frame rate.   Also, models that use skeletal animation cannot support any way to handle lighting so these models will have to be changed.

3. Particle effects are a special effect risk since we’ve never done it before.  Many particle effects, although look impressive, could slow down the frame rate when executed.

Alternatives Update:

For every major risk for the second semester, we have worked out alternatives.

1. Since the Skyscraper Side Quest is in fact a side quest we can completely remove it from the game.  However, since we do not want to subtract from the game and since artwork is not a basis for grading, then we, the programmers, can make art for it and reuse old models/animations to complete it.

2. Lighting effects is a special effect that can be cut with no game play issues.

3. Particle effects are a special effect that can be cut with no game play issues.

Estimated Resources

We have the following resources available to us:

· 6 Programmers

· 2 Artists

· 6 copies of Microsoft Visual C++

· 2 copies of 3D Studio Max

· 8 computers that fit the required system requirements for the game

· Microphone and recording equipment for dialogue recording

External APIs for Crazy Cross

· Windows API

· Xaudio SDK (which utilizes the DirectSound API)

· OpenGL

Tools necessary for Crazy Cross

· Font-building Tool

· Model/Arena Converter For Taking 3D Studio Max .ASE files and turning them into Crazy Cross-readable files.

Weekly Goals For Semester 1

Labor Report

Budgeted Hours

Every team member has the same general time schedule.  However, if a team member can’t make it for a scheduled time, they are allowed to make the time up on their own, so long as they don’t miss meetings (Wednesday) and they warn the rest of the team ahead of time.

	
	Start
	End
	Total Time

	Monday
	12:30 pm
	2:30 pm
	2 hours

	Tuesday
	12:45 pm
	2:45 pm
	2 hours

	Wednesday
	12:30 pm
	2:30 pm
	2 hours

	Thursday
	11:45 am
	2:45 pm
	3 hours

	Friday
	12:30 pm
	4:30 pm
	4 hours

	Saturday
	2:00 pm
	4:00 pm
	2 hours

	TOTAL
	
	
	15 hours


Milestone Schedule

By Person

Fraz Akhtar:

· Battle UI (Fraz/Dan)

· Generic Menu (Dan/Fraz)

· Battle Menu (Dan/Fraz)

· Over-world Menu (Dan/Fraz)

· Title screen Menu (Dan/Fraz)

· Special Effects Work (Dan/Fraz/Jeff)

Nathan Gray

· Sound Effects/Music Playing

· Over-world Scripting

· Battle Scripting

· Overall Game Integration for First Functional Prototype, Alpha, Beta, Final

Josh Verrall

· Over-world Collision (Jeff/Josh)

· Camera Scripting in its entirety (Jeff/Josh)

· “Skeletally animating” Models (Josh/Jeff)

· Over-world Engine Tweaks (Jeff/Josh)

Jeff Keely

· Over-world Collision (Jeff/Josh)

· Camera Scripting in its entirety (Jeff/Josh)

· “Skeletally animating” Models (Josh/Jeff)

· Over-world Engine Tweaks (Jeff/Josh)

· Special Effects Work (Dan/Fraz/Jeff)

· Marketing Materials

Ed Pfent

· Battle Engine 

· Summons and Abilities

· Focus Group Testing and compilation of feedback

Dan Brakeley

· Font Tool

· Over-world UI

· Battle UI (Fraz/Dan)

· Generic Menu (Dan/Fraz)

· Battle Menu (Dan/Fraz)

· Over-world Menu (Dan/Fraz)

· Title screen Menu (Dan/Fraz)

· Special Effects Work (Dan/Fraz/Jeff)

Peter Thurwachter

· Include rough artwork schedule here

Will Short

· Include rough artwork schedule here

By Week

Week 1 – Game Concept and Key Features Due

Week 2 – Most of story script finalized (minus dialogue)

Week 3 – GDD Due by Friday

Week 4 – TDD and Project Planning Timeline Due by Friday

Week 5

· Font Tool (Dan)

· Sound Effects/Music Playing (Nathan)

Week 6

· Over-world Collision (Jeff/Josh)

· Over-world UI (Dan)

Week 7

· Camera Scripting in its entirety (Jeff/Josh)

· “Skeletally animating” Models (Josh/Jeff)

· Battle UI (Fraz/Dan)

· Generic Menu (Dan/Fraz)

Week 8

· Over-world Engine Tweaks (Jeff/Josh)

· Battle Menu (Dan/Fraz)

Week 9

· Over-world Menu (Dan/Fraz)

· Title screen Menu (Dan/Fraz)

Week 10

· Over-world Scripting (Nathan)

· Battle Engine (Ed)

Week 11

· NO SPECIFIC MILESTONES DUE

Week 12

· Battle Scripting (Nathan)

· Summons and Abilities (Ed)

Week 13

· First Deliverable Prototype (Everyone)

Week 14

· Final Script lockdown – no more changes allowed

Week 15

· Continued integration of game engine and content (Everyone)

· Voice recording from finalized script will take place this week.

Week 16

· Alpha Due by Friday (Everyone)

Week 17

· Focus Group Testing (Ed)

Week 18

· Continued Focus Group Testing and compilation of feedback (Ed)

Week 19

· Special Effects Work will continue (Dan/Fraz/Jeff)

· Feedback from Focus Group will translate to changes in the game (Everyone)

· NO SPECIFIC MILESTONES DUE

Week 20

· Same as Week 19

· Special Effects Work Completed (Dan/Fraz/Jeff)

Week 21

· Beta Due by Friday

Week 22

· Bug testing (Ed)

· Bug fixing and feedback (Everyone)

· NO SPECIFIC MILESTONES DUE

Week 23

· Same as Week 22

· Marketing Materials Due by Friday

Week 24

· Same as Week 22

· NO SPECIFIC MILESTONES DUE

Week 25

· Same as Week 22

· NO SPECIFIC MILESTONES DUE

Week 26

· Same as Week 22

· NO SPECIFIC MILESTONES DUE

Week 27

· Same as Week 22

· NO SPECIFIC MILESTONES DUE

Week 28

· GOLD - Final Game Due

Weekly Goals For Semester 2

Labor Report

Budgeted Hours

Every team member has the same general time schedule.  However, if a team member can’t make it for a scheduled time, they are allowed to make the time up on their own, so long as they don’t miss meetings (Wednesday) and they warn the rest of the team ahead of time.

	
	Start
	End
	Total Time

	Monday
	4:00 pm
	5:00 pm
	1 hours

	Tuesday
	10:30 am
	12:00 pm
	1.5 hours

	Wednesday
	2:30 pm
	6:00 pm
	4.5 hours

	Thursday
	10:30 am
	1:00 pm
	2.5 hours

	Friday
	-
	-
	0 hours

	Saturday
	-
	-
	0 hours

	TOTAL
	
	
	9.5 hours


Milestone Schedule

By Person

Fraz Akhtar:

· Tutorial Elements

· Particle Effects Engine

· Credits

Nathan Gray

· Cut scenes

· Scripted Fights

· Lighting

· Shops/Inns Placements

· Skyscraper Side quest

· Snappy Battle Transitions

· Revise TDD

· Overall Game Integration for First Functional Alpha, Beta, Final

Josh Verrall

· Motion Blur

· NPC Placement

· Animation

· Vertex Normals

· Binary Files

Jeff Keely

· Game Optimization

· Physics Optimization

· Intro/outro from Desktop

· Web site

· Manual

· Quick Reference card

· Errata

Ed Pfent

· Battle Engine 

· Summons 

· Sound FX 

· Voices

· Revise GDD

Dan Brakeley

· Shop/Inn

· UI/menus completed

· Placeholder music

· Find music and get rights

· DVD case

· Credits

· Particle FX placement

By Week

Week 1 – Game Concept and Key Features Due

Week 2 – Most of story script finalized (minus dialogue)

Week 3 – GDD Due by Friday

Week 4 – TDD and Project Planning Timeline Due by Friday

Week 5

· Font Tool (Dan)

· Sound Effects/Music Playing (Nathan)

Week 6

· Over-world Collision (Jeff/Josh)

· Over-world UI (Dan)

Week 7

· Camera Scripting in its entirety (Jeff/Josh)

· “Skeletally animating” Models (Josh/Jeff)

· Battle UI (Fraz/Dan)

· Generic Menu (Dan/Fraz)

Week 8

· Over-world Engine Tweaks (Jeff/Josh)

· Battle Menu (Dan/Fraz)

Week 9

· Over-world Menu (Dan/Fraz)

· Title screen Menu (Dan/Fraz)

Week 10

· Over-world Scripting (Nathan)

· Battle Engine (Ed)

Week 11

· NO SPECIFIC MILESTONES DUE

Week 12

· Battle Scripting (Nathan)

· Summons and Abilities (Ed)

Week 13

· First Deliverable Prototype (Everyone)

Week 14

· Final Script lockdown – no more changes allowed

Week 15

· Reorganize from summer

Week 16

· Final voice actors (everyone)

· Updated GDD (Ed)

· Compile lists for missing items (everyone)

Week 17

· Updated TDD

· One instance of a shop/inn (Dan)

Week 18

· Motion blur (Josh)

Week 19

· UI/Menus (Dan)

Week 20

· All boss/mini boss fights (Nathan)

Week 21

· NPC placement (Josh)

· Find Music and rights (Dan)

Week 22

· All placeholder music placed (Dan)

Week 23

· Alpha due

· Tutorial Elements (Fraz)

· All cut scenes (Nathan)

· All shops/Inn placements (Nathan)

· Lighting effects (Nathan)

Week 24

· Game Optimization (Jeff)

· Physics Optimization (Jeff)

· Focus groups (Dan)

Week 25

· Manual (Jeff)

Week 26

· Particle effects (Dan/Fraz)

· All final music placed (Dan)

Week 27

· Beta due

· Credits (Fraz/Dan)

· Animation (Josh)

· Vertex Normals (Josh)

· Binary Finals (Josh)

· Intro/Outro from desktop (Jeff)

· Skyscraper side quest (Nathan)

· Snappy Battle transition (Nathan)

· Summon videos (Ed)

· Sound FXs placed (Ed)

· Voices placed (Ed)

· Battle Engine completed (Ed)

Week 28

· GOLD - Final Game Due

· Website (Jeff)

· Quick Reference Card (Jeff)

· Errata (Jeff)

· DVD case (Dan)

· Play balance (everyone)

By Task

GDD – Week 3

TDD – Week 4

Project Planning Timeline – Week 4

First Deliverable Prototype – Week 13

Alpha Due – Week 23

Focus Group Testing – Week 24

Beta Due – Week 27

Marketing Materials Due – Week 28

Final Game Due – Week 28

Special Effects – Week 27

Over-world Scripting – Week 10

Battle Scripting – Week 12

“Skeletally Animating” Models – Week 7

Over-world Collision – Week 6

Camera Scripting – Week 7

Over-world Engine Tweaks – Week 8

Font Tool – Week 5

Battle UI – Week 7

Over-world UI – Week 6

Generic Menu – Week 7

Battle Menu – Week 8

Over-world Menu – Week 9

Title screen Menu – Week 9

Battle Engine – Week 10

Summons and Abilities – Week 12

Sound Effects / Music Playing – Week 5
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