SERIOUS SAM - MISSION PACK





Working game title: 		Serious Sam - Early Missions





Game genre: 	FPS (First Person Shooter)





Target audience: 	15+





Minimum System Requirements:





AMD K6-3 400MHz or Celeron 300MHz


64MB RAM


Full OpenGL compliant 3D accelerator


100% Windows compatible sound card


Windows 95OSR2/98/98SE/ME/NT 4.0 (with Service Pack 5) or Windows 2000








Recommended System Requirements:





AMD Athlon 550MHz or Pentium III 550MHz range processor


128MB RAM


Full OpenGL compliant 3D accelerator with 32MB RAM


Creative Labs SoundBlaster Live








For Full Experience:





AMD Thunderbird 800Mhz or Pentium III 800MHz range processor


256MB RAM


Third generation full OpenGL compliant 3D accelerator with 32MB RAM





	


Estimated completion date: 	





May 1st, 2001.		design document


July 17th, 2001.		4 levels


September 17th, 2001.	another 4 levels


September 30th, 2001.	alpha version - total of 8 levels


Octobar 15th, 2001.	beta version


November 5th, 2001.	gold version


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


November 20th, 2001.	beta version for gold edition ('The First Encounter' + 'Early Missions')


November 30th, 2001.	gold version for gold edition ('The First Encounter' + 'Early Missions')		























Serious Sam Mission Pack features:





	-8 single play levels divided into three differently looking episodes


	-7 new types of enemies, three of them Bosses


	-3 new weapons, the most demanded by the funs


	-4 power-ups


	-Sam 'Serious' Stone as our recognizable lead character


	-cooperative play through all single-play levels





Overall game concept





Mission Pack will continue to deliver the same concept presented and widely accepted in Serious Sam 'The First Encounter'. That means focus on high adrenaline action arcade shooter. You have to stay alive, kill all enemies, shoot everything that moves and ask questions later. Staying alive is matter of reflexes. This is the thing that will make you start the game over and over again, once you have finished it.





The mission pack has got 3 different looking episodes: Babylon (3 levels), South America (2 levels) and Medieval (3 levels). This means total of 8 huge singleplay levels. Each episode ends in fighting with end of level Boss. So, there will be total of 3 unique Bosses.





First priority for the player is to stay alive. He has to progress through the game by killing enemies. So, main focus in this mission pack is to deliver new monsters and weaponary to extend players amusement. This means four unique new enemies and three new end of episode Bosses, as well as three new weapons. There will be new enemy AI, that will improve single enemy behaviour, but will also allow some collective attacks. Accompanying that with four new power-ups and placing it in three differently looking episodes assures great playing expirience. None of the enemies in the game are humans, so you are not killing humans, which is not less important when comes to the violence in the games issue.





In-game interface will be the same as the one in Serious Sam 'The First Encounter'. NETRICSA (computer implanted in Sam's head) will give mission briefing to the player and other informations necesary for him to navigate levels and understand the situation. Reading messages is optional (on use) so player can decide on his own when he would like to read those messages. This also gives to the replayability, because you don't need to read same messages over and over again.





Multi-play can be played on LAN and Internet for up to 16 players, and/or using split screen support on a single computer for up to 4 players. Also is featured cooperative play through all single-play levels, awaited by funs, but rarely delivered in FPS genre.








Brief Story:





Timetravelling into the Egypt was not our hero's first one. Timelock found in Egypt was the first one found, but wasn't the only one. It was the only one revealed to the public, and it didn't work at first. Scientists decoded some ancient texts about Egypt timelock and found out that one who wants to timetravel using it, must possess magic items. The other timelock was found in Middle East, and that one didn't require any special items to work. So, Serious Sam, our lead action character, has been sent into the past to found those items. But, it's not an easy task. This mission will lead Sam through the ancient land of Babylon, South American civilizations and will end in Medieval.








Similarities to other genre games: 





Similar games would be Doom for action and replay value and Duke Nukem for strong character. We want to achieve that playability, with loads of easy-kill enemies and all of players favorite weapons included. In all Superhero movies and games you have to stay alive, kill all enemies, shoot everything that moves and ask questions later. This is what we are aiming for in Serious Sam. Staying alive is matter of reflexes and not how you take control of enemy computers or solve difficult puzzles. This is the thing that makes you start the game over and over again, once you have finished it.





Standout features -"competition killers": 





Here are main standout features which best describe Serious Sam:





1. Fast frantic action


2. Fighting with loads of enemies at the same time


3. Huge outdoor AND indoor environments


4. Bright and beautiful surroundings


5. Cooperative play


6. Powerful 3d technology and advanced tools 


7. Active music








BRIEF CONTENT OVERVIEW





Levels:





1. BABYLON


	1.A. ZIGGURAT - BABYLON CITY APPROACH


	1.B. PERSEPOLIS - BABYLON CITY


	1.C. TOWER OF BABYLON	


2. SOUTH AMERICA


	2.A. PALENQUE


	3.B. TEOTIHUACAN


3. MEDIEVAL


	3.A. CITADEL - CITY FORTH


	3.B. LAND OF DAMNED


	3.C. GARDENS OF EDEN








Weapons:





All weapons from Serious Sam 'The First Encounter' plus:


1. Chainsaw


2. Flamethrower


3. Sniper








Enemies:





All enemies from Serious Sam 'The First Encounter' plus:


1. Grunt


2. Chainsaw freak


3. Guffy


4. Devil


5. Turret (Boss)


6. Air elemental (Boss)


7. Summoner (Boss)





NPC:


-condor


-piranas


-swarm of birds





Engine features:





-path finding


-enemy scatering and attack tactics


-force fields


-desinhronization of enemies animations


-environment map on world polygons


-grass and stones out of particles


-patches (shadow over differently angled polygons)


-scrolling textures on models


-animation interpolation


-32 bit mixer for sound





Game features:





-destroyable model spawners


-destroyable spawner entity


-power ups


-respawning items


-random size characters


-level map


-static shooters


-high damage impact polygons


-moving obstacles


-swarm of birds


-coop features (respawn on spot)


-rolling stone


-pang ball


-cannon turret


-moving brush damage on banking rotation


-explosion smoke





Multiplayer:





-deathmatch and fragmatch


-cooperative play











DETAILED CONTENT OVERVIEW








Levels:





1. BABYLON


	1.A. ZIGGURAT - BABYLON CITY APPROACH


Ziggurat is a temple tower of the ancient Assyrians and Babylonians, having the form of a terraced pyramid of successively receding stories. In intro scene camera is flying around Ziggurat  and storm is raging. Intro scene ends over the timelock showing appereance of Serious Sam. Timelock is placed at the top of the Ziggurat. After timetraveling Sam must find a way to exit that ancient building. Various traps and enemies will make his way out more complex. Upon exit of Ziggurat there is a storm still raging, but will calm soon into the nice sunny weather. Around Ziggurat there is a large open desert terrain with some houses around and road to the Persepolis, biggest city of old Babylonian civilization. Sam must appraoch city gates and battle his way into the city.





	1.B. PERSEPOLIS - BABYLON CITY


Clear sunny day. Ancient Babylonian city. Sam wanders through it, trying to find a way to the Tower of Babylon, which is clearly visible on the horizon. There are many yards and temples full of enemies on his way. Some of those yards are very nicely decorated with trees and other greenery. Final yard of this level is in front of great palace of King Tilmun. 





	1.C. TOWER OF BABYON


Sam is now inside great palace of King Tilmun and is battling his way through. After many traps and battles Sam finnaly exits the palace and he's in front of great Tower of Babylon. Background setting is golden sunset. Enter to the tower is in front of him, but it's closed. Sam must circle around and pick three tables of wisdom. When he collect all three tables, enter to the Tower of Babylon is available. Till that time night already covered the sky. Inside of tower there is a big room full of columns in which Sam encounters Turret Boss. Upon destroying it, magic portal opens and Sam enters into the world of ancient South American civilization.








2. SOUTH AMERICA


	2.A. PALENQUE


Palenque is an ancient Mayan settlement in the mountain woods. The Emperor Pacal died at the age of 80 and is buried in the Temple of the Inscriptions at Palenque. Legend tells that he's buried with crystal magic skull. This level will consist three separate valleys connected with caves and underground catacombs. Sam appears on a terace with sacreface table on it, placed in center of the wide valley with stairs pyramid, partly placed in mountain, as a dominant building. Its stairs are surrounded by wall and closed door. On the left and right mountain side there are enters to the two Temples of Jaguar. Each one have one gold jaguar item placed inside within few rooms. Sam must bring those jaguars to the central sacreface table and doors will unlock. He climbs the pyramid and enters the rooms in mountain. Rooms are leading to the other side of the mountain. There is a long valley, filled with trees and bushes, waterfall, giant heads and with the enter to the mountain cave through the legs of a giant statue. On the other side of the mountain there is a another long valley with dense vegetation and with architecture terraces at the end, leading into the Tomb of Pakal the Great. Inside is a mix of architecture and underground cave complex. Few of the rooms have open top, with hanging greenery. One have hanging bridge over the abyss. Pendulum over the cliffs. Sam exits the caves and in front of him is a wide flat valley with very dense vegetation and Temple of Inscriptions (stairs pyramid) placed straight forward inside of large walls. Sam must enter those walls and batlle his way up to the top of the temple which is guarding ancient relic, crystal magic skull. End cut scene shows Sam picking the skull.





	3.B. TEOTIHUACAN


The city of Teotihuacán was for centuries the cultural, religious and trading centre of Mesoamérica. There will be nice sunny day. This level could be best compared to our Demo Karnak level. It's a complex of many yards and temples, with constant mix of inside and outside area. Still, most of the level will be outside with a lot of arcitecture that can be visible in the distance. There will be pueblo houses part, open yards with greenery and central temple, dense temple yards, dry pool yards, and some temple complex inside. Two dominating buildings are Sun and the Moon Pyramid. Sun pyramid holds sun item, and Moon Pyramid holds moon item. Upon picking them, Sam is allowed to enter the final yard and face the Air Elemental Boss. To invoke this nasty, Sam must place the crystal skull onto the central altar. Boss appears in cut scene, and at the same time strong winds start to blow and sky darken. When Boss is defeated, on the altar, next ot the one with crystal skull, Quetzalcoatl figure appears. Within end cut sequence, Sam picks it. 








3. MEDIEVAL


	3.A. CITADEL - CITY FORTH


Town architecture at sunset. Book of Wisdom should be placed in citadel, which Sam must take and find about possible location of Holy Grail.


Sam starts inside of fortified town that surrounds citadel on the hill. Citadel is placed in the middle of this fortified part. Storm with the rain begins to fall. Sam circles around the hill, through the different city yards, till he finds the way to enter the citadel. At the top, Sam will find the Book of Wisdom. Summoner Boss appears in front of Sam, but only in cut scene. He laughs and trash-talk to Sam that he will never find a Holy Grail. Summoner disappears into the smoke.





	3.B. LAND OF DAMNED


NECTRICSA informed Sam that, according to the book, Holy Grail is placed in the Curch of Jesus's Blood, in the Gardens of Eden. But to enter it, Sam must possess golden cross guarded in an island castle, built by Templars, and placed at the end of the Land of Damned. Travelling through the Land of Damned begins in mountains terrain covered with the snow. Nice sunny weather. Sam is going down into the the mountain valley with the village. Village is mostly build of wood with little snow around. Has wooden fence and spikes around. On the other side of the village there is a enter into the underground cave. This cave is filled with lava. After two bigger caves Sam exits into the canyon. Canyon is filled with trees, icey surfaces and one waterfall lake. Enemies attack in front, but also pour from the canyon cliffs. Canyon is very long. At the end of it player enters the one room cave that leads him to the other side of the mountain with the view to the castle placed on the island. Bright sunset lighten the scene. Sam battles his way through the shores and over the bridge and into the island castle. There he wins the final battle and tooks possession of the gold cross.


NOTE: this level is full of icey, fake reflection surfaces.





	3.C. GARDENS OF EDEN


Nicely decorated yards on sunny day setting. Gardens with a lot of different types of plants (trees, bushes, flowers), pools, fountains, surrounded by buildings and other architecture. Final battle takes place in front of Curch of the Jesus's Blood. On his way to the curch, Sam is intercepted by Summoner Boss (cut scene: Summoner trash-talks to Sam and at the same time storm begins. Battle begins. After Summoner's defeat, cut scene leads Sam into the curch. In front of curch, Sam raises golden cross and doors open. Sam walks into the curch, approaches the altar and picks Holy Grail. THE END








Engine features:





path finding


-enemies should be able to navigate through room complexes and climb stairs to find a way to the player that is on the porch


enemy scatering and flocking; attack tactics


-enemies come through the same door and then disperse in the yard in diverse formations (e.g. V, reverse V)


-new type of entity called 'tactic manager'


-active or deactivated; when active - enemies are applying desired tactic; when deactivated - enemies are on their own without any tactic skills


-user should be able to form a group of enemies (same 'group name' on enemy template) and then choose group formation; also should determine minimum distance between enemies like some range around the template 


force fields


-sectors in which some adjustable force is affecting players movement (like wind blows, water flow, etc), but gravity is standard


desinhronization of enemies animations


-same types of enemies should run in different animation frames  


animation interpolation


-for smooth transitions between animations


-summoner problem


inactive enemies


-to make enemies, trapped in other rooms, have no influence on frame rate


-to put them asleep


grass and stones out of particles


-mipping grass and stones around the player


environment map on world polygons


-fake reflections on world polygons


32 bit mixer for sound








Game features:





destroyable model spawner


-static visible enemy spawner that spawns until it's destroyed


-it has its health and health line on the screen (like boss line)


-reading enemies to spawn from the .txt file


-properties for spawn timing are like for 'spawner by one' spawner


-visuals: four curved spikes exiting circular floor; round altar in the middle of the floor blows particles in the air while it's preparing to spawn


-two sizes; bigger has bigger health and spawns bigger enemies


-activates on trigger


destroyable spawner entity 


-spawnig should be possible to stop no matter of type of spawner


random size characters


-each spawned enemy has its own random size


respawning items


-items (ammo, health, armor) should have respawn possibility and time of respawning for user to adjust


power-ups


-serious damage, serious speed, serious invunerability, serious invisibility


level map


-map of all levels that shows players progress


static shooters


-it's a type of entity used to define spot from where will be shooted different kinds of projectiles


-it can shoot with manualy adjusted parametars (speed, angle, type), or automatically predicting players movement


-it shoots arrows, fire, gas (smoke), iron and fireballs


-also can shoot items or some template enemies in arc, predicting players movements


-fireball flies through the air and expolodes in 4 particles when touches the obstacle


-iron ball bounce of the walls till it loses it's speed and explodes; can destroy some door


-can also damage enemies, so it's nice to combine them with enemies in the room


-it works on activate and deactivate event, so connected with model destruction target it can be destroyable


-entity also controls the sound and effect of the shot


-TYPES: dragon head (south america), gothic head, cannon, hole in the wall (e.g.from texture character mouth black hole)


high damage impact polygons


-polygons on which player falls and receive more damage than on normal surface polygon


moving obstacles


-that are different types of mechanisms that can hurt the player


-TYPES: spikes, stone blocks, moving walls (top, bottom, side)


moving brush with banking rotation


-for moving brush with banking rotation to impact damage when it presses the player, like ordinary moving brush do


-to make moving brush to follow markers, while on the same time have banking rotation


-for different trap mechanisms


swarm of birds


-they have simple but charming AI


-player can kill them if he's quick; they just splash into some blood and particles


-birds- when player shoot some plant, or from previously defined location, bird flies into the sky and disappears; so, they can fly on some event or randomly; sound of wings claping


coop features


-respawn on spot


rolling stone


-fix one from the orginal game


pang ball


-big jumping ball


-jumps with real phisics


-when damaged or touched by player or enemy, blows up into three smaller balls, each of them exploding into three smaller ones, and then once more


-makes damage on touch


cannon turret


-cannon that you can adjust width angle of shooting, and it shoots only when the player is within that angle


-it has adjustable minimum distance, inside of which it only shoots on player if he's straight ahead


-shoots fireballs or iron balls


-has fire animation that can be triggered or set on automatic


-fire animation (quick pull back and slower return forth; smoke raises)


-can be destroyed into pieces (has health)


-fireball flies through the air and expolodes in 4 particles when touches the obstacle


-iron ball bounce of the walls till it loses it's speed and explodes; can destroy some doors


explosion smoke


-rocket that hits walls and enemies leaves smoke trail on that spot


-kamikaze is leaving the smoke after explosion








New enemies:





1. grunt


2. chainsaw freak


3. guffy


4. devil


5. turret (Boss)


6. air elemental (Boss)


7. summoner (final Boss)


BONUS:


a) existing Serious Sam 'The First Encounter' enemies variations








DESCRIPTION:





1. Grunt


Description: 	-bipedal soldier with laser-rifle in his hands; holds weapon with both hands; fires fast moving laser beam and approaches player; high indurence for a soldier; two types: junior and senior; junior shoots straight towards the player, senior is predicting player movement; junior has brown skin with red flesh underneath, senior has pale white skin with red flesh underneath


Firepower:	laser-rifle, fires laser beams (like rocketman) direct to the player


damage:	10 points


Run Speed: 		7 m/s


Score points: 		300


Health: 			50 (five bullets)


Animations: 		Idle, walk, run, wound, die, fire projectile


Sounds: 		Idle, sight, fire projectile, wound, die








2. Chainsaw freak


Description: 	-redneck with pumpkin head holds chainsaw in his hands; height ~2m; crippled run straight towards the player; lowers saw when close to player; inertion don't allows him to stop imidietly; player avoid him by sidestepping; if player is standing on spot, freak is jumping around and cuts him


Firepower: 	-chainsaw attack at close range cuts player


damage:	-15 initial, 20 per second of cutting


Run Speed: 		9


Score points: 		750


Health: 			70


Animations: 		Idle, walk, run idle, run hands high, attack saw cutting, wound, die, 


Sounds: 		Idle (chainsaw worm-up), sight (starting chainsaw motor), wound, die, 			attack (loop sound of its motor), damage (chainsaw cutting)








3. Guffy


Description: 	-pink bipedal soldier ~2.5m tall; two rocket guns, each in one hand; fires two fast moving rockets, one from each gun; one rocket directly at player, other predicting player movement; approaches player with slight side component and keeps the minimum distance, but never retreats; very high indurence for a soldier


Firepower:	two rocket guns, each in one hand; rocket leaves long trail while flying


damage:	10 points per rocket


Run Speed: 		7 m/s


Score points: 		1000


Health: 			130


Animations: 		Idle, walk, run, wound, die, fire projectile


Sounds: 		Idle, sight, fire projectile, wound, die (very deep voice; fun overall)








4. Devil


Description: 	-red skin; 2 hands, 2 legs (different, one fat, other bone with hoof), long tail; height ~5m; slowly approaches to the player; keeps minimum distance; when reaches minimum distance, he circles around player; never retreates; fires fast navigational projectile that can't be destroyed; devil claps with his hands above his head and then spreads them in 'V', as he spreads hands particles begin to raise between them and in final position projectile appears in smoke, followed by boom sound


Firepower: 	-magic casting with two bare hands; raises hands in the air and casts fast navigational projectile that explodes when collides with anything; when passes the player, projectile slowly loose its speed and gain some height, when projectile slows down to 0, it chooses new player position and run towards him again; projectile has its life time; faster it flies, longer is a trail it leaves behind


damage:	20


Run Speed: 		8


Score points: 		10000


Health: 			500


Animations: 		Idle, walk, wound, die, casting projectiles (plasma) with open hands


Sounds: 		Idle, sight, wound, die, casting projectile 








5. Turret (Boss)


Description: 	-turret with two wings hanging from the celling; each wing holds it's own plasmagun which can shoot at player seperatly; each plasmagun can be destroyed on it's own, and when one is destroyed that wing fall off; when player destroy both plasmaguns main turret body opens; it contains laser beam on rotating head; when turret is nearly destroyed it starts to rotate and fires in quick circles changing rotation speed; Boss room is full of columns like final room in Tomb Of Ramses, also has underground tunnels; turret moves from marker to marker seeking player; 


Firepower: 	-plasmagun (high fire rate; spherical plasma missiles; rotating head), if it doesn't see player then shoots to the place where player is last seen; main body beamgun blinks red when activated and changes to white when is ready to shoot


damage:	-plasmagun 10 points per hit and change player perception (distorted monocromatic image for 5 seconds per hit); beamgun - initial damage 20 + constant burning 30 per second, have impact and moves player back


Score points: 		500000


Health: 			5000


Animations: 		-spreading wings; wings breaking; activating light beam; rotations in 			engine


Sounds: 		-moving down; rotation (loop); fire plasma projectile; fire beamgun (burst


NOTE: 	-to make player move: include enemies; limited ammo and health supply, placed to some exposed place; destroyable columns (if player hides to much beside them)


	-turret appearance: it's descending from the dark top, when descending stops, it opens its wings; all that with constant rotating





6. Air Elemental (Boss) 


Description: 	-overall transparent; whirlwind instead of legs, has head and two hands; very muscle; appearance: particles from all over come into spot and he appears as small, but keeps growing until height of ~75m, when reaches max. height particles effect stops; doesn't move, keeps the spot; fires whirlwinds towards the player; whirlwind spins anything that it catches (player, enemies, projectiles)  and throws them to the sides; it spins entity max. two times around and then lets it go; elemental can only be damaged by grenades, rockets and laser guns (all weapons that can be affected by whirlwinds); when projectile hits its body, wind particles explosion spreads out; after he receive certain amount of damage, he shrinks with global wind particle effect bursting out of him; smaller he is, smaller and weaker are his whirlwinds, but he begins to move in discret movement (moves and stops when shoots whirlwinds); after several shrinks he finally disappears in big blinding-bright explosion


Firepower: 	-fires whirlwinds that quickly travel towards the player; after whirlwind reahces its final position (which is random place around where player was when whirlwind was made) it travels around randomly until it disappears (after ~10 seconds)


damage:	-5 per second of spinning


Run Speed: 		0


Score points: 		500000


Health: 			3000


Animations: 		appearing, wound, die, whirlwind spawning


Sounds: 	appearing, wound, die, whirlwind spawning, whirlwind flying (loop), whirlwind disappearing, whirlwind catches the player


NOTE:	it's used in combination with other enemies





7. Summoner (Final Boss)


Description: 	-dark cloak covers all of his body except his face and long-finger hands; pale face with red glowing eyes; holds long magic stick in right hand; has markers around, spawns himself from marker to marker randomly; when spawned he begin with magic casting (doing circural moves with his hands and speaking a magic words), at the end of spell cast thunder crashes above him and he spawns enemies and throw it to the player; every once in a while (~5 spawns) he fires light beam; after, he just disappears into the smoke and appears on some other location; he is disposable for 4 seconds (from apperance to disappearing); when he dies, he explodes into the great firework


Firepower: 	-light beam and spawning of other ordinary enemies; where light beam hits, smoke raises; he has 6 template enemies to spawn divided into two divisions: 1. weaker and 2. stronger; at the start he spawns mostly 1. weaker enemies, but as his health decreases he begun to spawn more and more dangerous enemies (2. division); starts spawning with one enemy from 1. division at the time, and finishes with 3 enemies from 2. division


damage:	-light beam damage: initial 50, then 25 per second


Movement: 		-spawns from marker to marker


Score points: 		500000


Health: 			10000


Animations: 		wound, die, casting light beam, cassting enemies


Sounds: 		wound, die, magic words casting light beam (huge echo), magic words 			spawning enemy (huge echo), thunder, light beam, beam hits walls


NOTE:			-he needs rain setting and a lot of places to spawn








BONUS:


a) existing 'SS The First Encounter' enemies variations


METALIC KLEER SKELETON


-same model as existing in SS1, but metalic skin


-little bit bigger than normal kleer and 10% more speed; without pause after jump


-must be destroyed into pieces, or otherwise it will rise from the dead in 3 seconds


-can't damage with flame thrower


-new animation: raising from the dead


BEAST BOSS


-less projectiles with more damage


-more health


-becomes crazy when is close to dying (starts faster shooting)


-for use together with some enemies attack








NPCs:


-condor


-piranas


-swarm of birds





*NPC AI:


CONDOR:


-just circles above the player; or on background; sound of its scream from time to time; appears and disappears


-fly, death animations


PIRANAS


-bunch of piranas eating player in a few seconds


-used when player falls into water where he shouldn't be


SWARM OF BIRDS


-they have simple but charming AI


-player can kill them if he's quick; they just splash into some blood and particles


-birds- when player shoot some plant, or from previously defined location, bird flies into the sky and disappears; so, they can fly on some event or randomly; sound of wings claping








New weapons





1. Chainsaw


2. Flame Thrower


3. Sniper





NEW WEAPON PLACEMENT:


1. knife


2. single/double pistol


3. single/double shotgun


4. tommygun/minigun


5. rocket launcher


6. grenade launcher


7. chainsaw/flamethrower


8. laser gun


9. sniper


0. cannon





NOTE:


-Chainsaw and Flame Thrower are on the same slot and using same ammo (Fuel)








DESCRIPTION:





1. Chainsaw


Description:	Chainsaw with extremely long and oversized saw; high damage points; close range; uses fuel ammo, same as flamethrower, but very low usage (about 1 per second); fires up automatically when player chooses it (something like minigun spin-up) with some smoke along;


Ammo: 			Fuel


Comes with: 		100 fuel


Distance hit: 		3 meters


Direct hit points: 	150 points per second


Animations: 		Idle, pull and fire up, pull down, hold and cut


Sounds: 		starting up, shoting down, motor working (loop), cutting (loop)





2. Flame Thrower


Description: 	Fries all enemies except Lava Elementals, very powerful at close range, it has an after effect (burning) lasting 5 seconds, one can stop burning if jumps into water; enemies on fire leave smoke trails around


Ammo: 			Fuel


Comes with: 		100 fuel


Distance hit: 		30 meters


Direct hit points: 	100 points per second


After effect hit points: 	10 points per second


Animations: 		Idle, pull up, pull down, fire


Sounds: 		Fire start, fire (loop), fire stop








3. Sniper


Description: 	Classic sniper; held in hand like other weapons while walking; 'use' (RMB) button activate and deactivate zooming mode (classic movie like sniper screen; player can walk); as long as player is holding 'use' zooming is continued; when stops holding 'use' button, zooming stops and player can start shooting; player can zoom in and out with mouse wheel button; no reloading; medium fire rate; pressing 'use' button for a second time deactivates zoom mode and player can walk again; player can shoot outside zoom mode, but it's not precise (it has preprogramed random inaccuracy in shooting)


Ammo: 			Sniper bullets pack


Comes with: 		10 sniper bullets


Distance hit: 		1000 meters


Direct hit points: 	200 points per bullet


Animations: 		Idle, pull up, pull down, fire (in hand), reloading (in hand)


Sounds: 		Fire, zoom, reload








4. New designed pump shotgun


-same behaviour as the one from Serious Sam 'The First Encounter', but this one has new model and texture








New ammo packs





1. Fuel tank


Weapon type: 		Flame thrower, Chainsaw


Quantity box: 		100


Max quantity carry: 	500


Description: 		yellow cylindrical tank with bomb logo on it





2. Sniper bullets


Weapon type: 		Sniper


Quantity box: 		5


Max quantity carry: 	50


Description: 		five bullets side by side connected together











Power-ups





1. Serious invisibility


2. Serious invulnerability


3. Serious damage


4. Serious speed








NOTES:


-player can pick more than one power-up at the time; in that case more timelines appear on screen


-each power-up has its own effect that surrounds player who possess that power-up 





1. Serious invisibility: 


It makes you invisible to all enemies for 30 seconds or less, if you reveal yourself by shooting or if enemy sense you with some other sense than visual. It has timeline showing remaining time.


Looks like transparent Sam.








2. Serious invulnerability


Enemies cannot hurt you for 30 seconds. It has timeline showing remaining time.


Looks like metalic Sam.








3. Serious damage


Your weapons will be four times more powerful than usual. It lasts 20 seconds. It has timeline showing remaining time. 


Looks like serious bomb logo.








4. Serious speed


Doubles player speed. It lasts 20 seconds. It has timeline showing remaining time.











Key Items





BABYLON:


-lion with wings


-hawk wing (two wings to open door)


-tables of wisdom


-king crown





SOUTH AMERICA:


-crystal transparent skull


-figures x2


-doublehead snake (Quetzalcoatl)


-golden jaguar


-sun and moon symbol





MEDIVEAL:


-gold cross with diamonds and smaragds on it


-simple cross (metal, wooden)


-Holy Grail


-Book of Wisdom 


-mechanism part








Decorational Models





BABYLON:


-lion with wings


-horse with wings


-elephant


-vase


-inbox plant


-babylon spiral tower





SOUTH AMERICA:


-plate fireholder


-very small plate fireholders without holding legs


-dragon heads  (also used as a static shooter)


-totem


-giant olmec head


-flags


-jaguar


-background architecture





MEDIEVAL:


-fake achitecture (round guardtowers, castle)


-gothic head (for water source and static shooters)


-gargoyle


-crusifix


-cross


-barrel


-curch bell (gives sound when receives weapon damage)


-garden human statue





ALL AGES:


-destroyable spawner 


-tourch


-flowers


-fire with particles


-wood in the water


-lopoch na povrsini vode


-trees (10 types), moving by the wind


-bushes (8 types - paprat, long leaves x2, decorational garden bush x2, grm, dead bush, small palm)


-FLAG in tree shapes and two positions, moving by the wind:


Flag shapes:


	1) usual cubic shape


	2) long triangle shape


	3) double long triangle shape


Flag positions:


	a) flag horizontal (flying horizontly - a la Karnak flags)


	b) flag vertical (hanging type of flag)











Multiplayer





Basicly the same options as in the Serious Sam 'The First Encounter', but improved network code.


 


DEATHMATCH AND FRAGMATCH


-we will try to pick best maps built by our on-line community, and place those maps into the mission pack


-it will be oportunity for some unprofessional mapers to show of their work to broader audience


-this option depends on agreement; we can't garantee it's succes, but we will give our best to make it work 





COOPERATIVE PLAY


-through all singleplayer levels


-new feature: respawn on spot for dead players











