Hack 1 - Evolved
Dark Omen Games
High Level Design

Author(s)
Simon Jackson	 gamedevspace@hotmail.co.uk

Platform(s)
Windows XP, Vista, XBOX 360

Version(s)
1.1



Table of Contents
Amendment Record	3
Overview	3
Back Story	3
Story Board	3
Appendix	3



[bookmark: _Toc189892796]Amendment Record

	Version
	Author
	Date
	Description

	1.0
	Simon Jackson
	2/1/2009
	Initial Draft

	1.1
	Simon Jackson
	5/1/2009
	Added images and new game scenario text
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Hack 1 is a hacking game where the main game is played on an actual circuit board.  Players must hack their way into organisations to steal or corrupt items.
Hacking initially starts with simple line connects to form a break in a circuit from the start point to the end point, breaking the security.
More advanced hacks involve a combination of encryption chips which require various methods to crack them.
· Nested circle encryption
· Sliding memory Puzzle (like a simple memory card flip game but the cards move)
· Moving blocks puzzle 
The aim of each encryption chip puzzle is to navigate through the encryption without breaking anything.
Now when in the real world and hacking into offices or wherever, there is always the threat of the internal security, this might come in the form of a human presence (guards), sensors (camera’s / IR) or traps (alarms, trip wires).  Each much be managed or watched.
In most case there is a limited amount of time to crack each have before one of the above interferes.  Each can be handled in some fashion (hiding for guards, hacking alarms before they trip, etc) but failure wither means the mission is a bust or you get caught.  If your caught it’s game over!.  if you bust a mission you lose reputation, with a negative reputation the game is over because no one will offer you a job.
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Game Back Story
Player is a hacking noob  and wants to get into the field and earn some cash.
In the Story part of the game the player will find out about the dark underworld of hacking where no one is your friend where it comes to not getting caught, even if it means selling others out.
Hack-1 starts out locally, the idea is that it scales out in later episodes to other parts of the country or even other countries later on.
Game should point out (in some joke) why people hack this way and not electronically with some reference to UPLINK (by introversion), just to set Hack-1 apart from other hacking games.
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Menu is a little movie which moves into the 4 menu options:
· New / Continue (changes based on whether the player has started a game or not)
· Buy / Mini Games (Changes after bought, or maybe a time limited access), both Single player mini games and a multiplayer mode will be available.
· Credits / Options – Nested menu for each
· Exit (not sure if to have an exit for the XBOX version)
Game starts and progresses initially according to the following track
· 3D cut scene to start hack (cut scenes MUST be short)
· 24 Style storyboard between hacks
· Story (first mission)
· Start in training ground - 3 hacks
·         Mission start at gate
·         At gatehouse disable cameras 
·         Key lock and door trip alarm on main door
·         Hack reception computer for map - 1st tile puzzle
·         Door lock at stairwell - panic as guard might have seen you
·         Down stairs first to disable stairwell sensors - lock on box - sensor uses moving blocks
·         up to 3rd floor, lock on door
·  (More to add)

Once 1st Real mission is complete, player is introduced to the Job Board and brief tutorial on getting jobs, getting paid and reputation, from there the player is free to choose from the jobs available, which expand based on their reputation.

Game End?, possibly having an episodic end to the game or maybe leave the player to complete all available missions (due to technical reasons no downloadable levels possible).
The End will be part of the overarching storyline yet to be decided.
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· Dream Operator - Talking Heads – Menu
· Need in game music, best to look after a sample game is made
· Background music for cutscenes?


Menu
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New Game
<Dialog>
Teacher (Lazarus)
· So ya found me kid
· My names not important and don't bother trying to impress me because I don't care
· Since you've shown enough sense to seek me out, I’ll show you the basics, hell I'll even talk you through Your first mission 
· After that You're on your own 
· Now don't forget we deal with proper hacking, working with the hardware behind all those fancy electronic systems.
· Not like those bedroom slackers over in uplink, who never leave their bedrooms.  I've always preferred seeing what I’m hacking and getting out there.
· Right first the Rules
· no 1 - to hack anything you need to create a short circuit 
· You can’t just do it direct as that would blow whatever you're trying to hack
· no 2 - you can only create connections either straight up/down or left/right
· Don't bother asking why, I ain't got the time.  Just accept it and we'll move on
· Finally, watch your back.
· It's not a friendly world out there, if it's not the security or guards out for you, you're competition will be watching and they don't like being beaten to a contract.

<1st Tutorial Hack, scene cuts to the basic lock board> 
· Teacher talks through hack and player clicks (Poss with highlighting)

<2nd Tutorial Hack, scene cuts to a basic alarm board>
· Teacher talks through hack and player clicks, notes differences 

<3rd Tutorial Hack, scene cuts to a basic chip board> 
· Teacher talks through hack and player clicks, expanded walk though of a basic encryption chip

<Onto first mission>
· Player left to progress mission, teacher only comments (via headset?) briefly before each stage. (watch for guards, look for traps, etc)

<Exit mission>
· That’s it, you’re on your own now kid
· You can use that terminal over there to pick your next mission
· After that I don’t want to see you again, we hackers should never be seen or heard from again once a job is done.
· Don’t forget to pick up that pen drive next to the terminal, it contains all the software and addresses you’ll need to get any more jobs.
· Now get lost....

<Scene fades out and terminal job screen appears> 


Game Modes
· Main Game

· Mini games Standalone Mode
· Random Board Selection
· Time Trial (beat the Clock)
· Easy (Few Points)
· Medium (Many points + chips)
· Hard (Many Points + Many Chips)
· Need leader board or scoreboard going off other notes from XNA Creators
· Multiplayer options
· P1 Cracks board (1 join per go)
· P2+ Catch Cracker (3 tests per go)




Sample hack boards
Basic Lock Sample
[image: E:\Development\Game Projects\Hack-1B2\Hack-1B2\Content\Backgrounds\MapBkgnd1.jpg]
Medium Lock Sample
[image: E:\Development\Game Projects\Hack-1B2\Hack-1B2\Content\Backgrounds\MapBkgnd2.jpg]
Advanced board sample
[image: E:\Development\Game Projects\Hack-1B2\Hack-1B2\Content\Backgrounds\MapBkgnd3.jpg]


Appendix

Items to do or think about
· Draw basic elements - poss test shading.  box plus connectors
· Test / resolve scaling
· Get containers for storage / input
· Screenclass design ? poss use Random engine 
· Investigate A* for resolve logic
· Timer class as extension of gametime.  2 events - time near, time end
· Control methods, pc/xbox/zune
· Think about secondary interface, use sprites with colour based collision.
· Possibly procedurally drawn?
· Multiple circles for difficulty and obstacles
· Little Virtual helper for tutorial, pops up for new items
· Rotating disks, moving blocks, memory tiles for secondary  interface 
· Hack trace to show security system?

· Additional Elements required
· Site Planner - Used to plan routes to target and select hack points (doors, alarms, safes, etc)
· Purchase Screen
· Easy (Expensive) Buys all plans plus easiest route and guard details
· Medium (Mid) Floor plans plus guard and lock details (no route)
· Hard (Cheap) Floor plans only no extra detail
· (3 Easy credits at start of game)
· Reputation - better reputation gets better and more profitable jobs
· Job board - need job selection system

· Board effects needed?
· Bump effect for components
· Glow effect for connectors
· Sparkle or smash effect for when a point is clicked and a successful connection made
· Timer (scene) subtle glow for when time is running short
· Textual effects for interruptions (e.g. Guard shouting “Oi you” or during tutorial)
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