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I. Game Overview
A. Executive Summary
Gentlemen and… urrrr… Gentlemen, please properly adjust your monocles, fasten each of your several buckles, and properly twirl your mustaches – for it is time to take to the open roads of Southwarkshire! In this gentlemen’s game of the highest class, our top-hatted colleagues take to their high-wheeled 1870s penny-farthing bicycles for a deadly race of manners and privilege. Trade Oscar Wilde-esque quips with your compatriots while doing your best not to hit a out-of-place cobblestone – because while the ride up there may be smooth, it’s a long way down. And the peasants are always out to feast upon your gentlemanly blood.
II. Core Gameplay
A. Main Game View
The game will be presented from a 2D side scrolling perspective. 
B. Core Player Activity

In Victorian BMX: Death on Wheels, players take control of the Grim Reaper as he rides through a number of levels, each with increasingly treacherous terrain.
To complete each level the player merely has to reach the guillotine at the end, but there are many opportunities to earn a high score, from collectible skulls hidden each level, Victorian citizens ripe for the touch of death, and a variety of bike tricks.
C. Game Controls
The game is controlled with the keyboard.
	Accelerate/Decelerate
	UP/DOWN

	Rotate bicycle
	LEFT/RIGHT

	Jump/Double Jump
	SPACE


D. In-Game Graphical User Interface
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· Time: The time remaining in the current level.
· Score: The player’s score.
· 
· Skulls: The total number of skulls in the level and the number of skulls the player has collected.
· Queen: Whether or not the player has collected the Queen in the current level.
· Citizens: The total number of citizens in the level and the number of citizens the player has touched.
· Menu: Allows the player to quit the game and return to the title screen, restart the level, or view the instructions.
· Level: Shows the level the player is currently in.
· Mute Music: Mutes the music.
· Mute All Sound: Mutes the entire game audio.
· 
III. Game Elements
A. Levels



The game consists of five routes, each containing six levels. The player must complete all six levels in a route before advancing to the next route. Once completed, levels can be played in any order.
1. Deathwish Way: The introductory levels. Largely gentle, rolling hills, there is little surprise here.
2. Hellfire Hills: The hills get larger and more extreme in the second route, and the items and citizens may require more finesse to collect!
3. Calamitous Cliffs: Large drops and spikey landings require the player to react more quickly and anticipate upcoming terrain.
4. Pestilents Pits: The pits include levels with a ceiling, requiring the player to jump carefully – or not at all!
5. Hell Holes: The final route requires the player to make use of all the skills gained in the previous routes. The shorter time limit in these levels also adds a new challenge!
B. 

C. Scoring

The player earns points for all souls harvested, items collected and tricks performed. A time bonus is also awarded at the end of the level.
· Soul (human): 1000 points
· Soul (animal): 500 points
· Skull: 1000 points (multiplied by the number of skulls collected in the current chain, if any)
· Queen: 2500 points (multiplied by the number of skulls collected in the current chain, if any)
· Trick (Air): 100 points, multiplied by the number of seconds in the air.
· Trick (Wheelie): 100 points multiplied by the number of seconds performing the trick, per second.
· Trick (360): 1000 points, multiplied by the number of rotations.
· Time Bonus: 1000 points multiplied by the number of seconds remaining on the clock at the end of the level.
Note that the player can chain skulls or the Queen, multiplying the value, by collecting several in quick succession. 
D. Shell Functions
High Scores
Players who are logged in will be able to submit their scores to the leaderboard, allowing them to broadcast their skills to other players.
IV. Sound
A. Music/Score
An elegant and refined soundtrack will lavishly overlay interstitial screens, while brutish metal riffs will overlay gameplay.
B. Sound Effects
Masculine but elegant SFX will be designed and integrated to create an atmosphere of edgy sophistication.
V. Schematics Appendix

(removed)
VI. Cheat Appendix

Developer cheats will be created for testing.
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