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1 Executive Summary 
 

In the time when humanity has populated the edges of the galaxy, a tyrant leader of a 

thousand colonies holds the power to dominate the universe.  The source of power 

that let humanity flourish throughout space has become the source of war.  A cavalier 

pilot, in one of the most powerful mechs, must fight to end the war and bring peace to 

his homeland. 

2 Genre 
 

Sigma Source is a Third Person Action Scrolling Rail Shooter with mechs.  

Examples of this specific game genre are Cabal for the arcade or Nam-1975 for Neo 

Geo. 

3 Platform 
 

Sigma Source is designed for the PC and PSN (Playstation Network). 

4 Market and Target Audience 
 

Sigma Source targets the ages of 13 to 30.  The game is designed for the hardcore 

market with a casual direction.  The game can be played in short durations so that it 

fits well for a player that wants to pick up and play a game for less than an hour.  This 

design mimics how arcade games are designed. 

5 Game Modes 

5.1 Single player 

5.1.1 Campaign 

 

The game progresses through the levels linearly like most rail shooters.  The level 

settings follow the major events in the storyline.   

 

The levels consist of enemy mechs or monsters, minibosses, and a boss at the end.  

The player controls a mech and must dodge enemy fire and attack the enemy by 

firing with the crosshair on the enemy.  Avoiding enemy fire is the most important 

aspect of the gameplay.  The game is designed to be similar to the ñbullet hellò rail 

shooter genre. 
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5.1.2 Survival 

 

Survival mode will have endless amounts of enemies until the player dies.  The 

player must kill as many enemies that are seen in the campaign mode and survive as 

long as possible.  The enemy numbers will continue to increase and the game gets 

more difficult the longer the survival mode goes on. 

5.1.3 Boss Rush 

 

Bosses are the most fun part of each level and are well designed to be really 

challenging.  Letting the player to fight bosses without having to progress through 

the level will let the players enjoy boss fights without dealing with the levels again.  

This will be a locked feature until the player beats the game once. 

6 Options and Customizations 

6.1 Difficulty 

 

The difficulty will be scaled from easy to hard, and there will be an unlockable 

ñMaster Modeò difficulty.  The difficulty will scale enemiesô health, the rate of 

enemy fire, and the amount of attacks.  Master Mode will be extremely difficult, so it 

is unlockable because letting the player play the game on the available difficulty 

modes will train the player.  Difficulty will also scale the amount of points so that the 

more difficult modes would give a higher score. 

6.2 Controls 

 

The player will be allowed to set the way he or she wants to use the controller.  There 

will always be a default setting that is the most optimized from the developerôs 

perspective. 

6.3 Audio 

 

There will be an option to scale the volume of sound effects and music. 

6.4 Visuals 

 

There is going to be an option that shows where the enemy missile attacks will land 

so it can helps the player tell where to avoid on the screen.  It gives the option for the 

player to turn off the crosshair if they find it intrusive to their gameplay. 

 

There is also an option to change the position of the HUD bar to top or bottom. 
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7 Priorities 

7.1 Gameplay 

 

It is important to have a fun experience especially since it is an arcade game which 

offers a shorter experience. 

7.2 Replayability 

 

It is important to have the game to have a long lifetime.  Highscore challenges will 

provide an incentive for the player to play the game again. 

7.3 Scalability 

 

Production schedule is important, so the game must be made with the ability to have a 

lot of content to be cut if there are time constraints.  The important levels that drive 

the story must be made first before putting in the other levels that do provide more 

detail to the story, but is not essential. 

7.4 Story 

 

Story is necessary to make a game memorable.  Giving a game a setting would make 

the player feel like he or she is playing in another world.  It would give the game a 

more memorable feeling than if it was just an empty world with just gameplay. 

7.5 Audio 

 

The game will mainly comprise of enemies blowing up.  The sound effects for 

explosions must be a satisfying experience in itself.  Music will also be important to 

add mood to the level and style to the story. 

8 Risks 
 

¶ Keeping scalability in mind might make the story content not work well together. 

¶ Difficulty scaling might not be as easy as one think it is. 

¶ Replayability through highscore challenges may not be enough incentive to play 

the game again. 
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9 Art Style and Direction 
 

The art style will follow mech anime style like Gundam or Macross.  The main focus 

is to make sure the style of the mechs look like humanoids as they do in Gundam or 

Macross.  Ships and monsters do not need to reference those mech animes. 

 

 

 

10 Audio Direction 
 

The music will mainly use the electric guitar, orchestral strings, and the piano.  The 

theme should feel like it is coming from the Gundam universe.  A lot of the 

soundtracks portray a very good theme for the game.  The tempo should fit the mood 

of the level according to the story. 
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11 Controls 

11.1 Keyboard Controls 

 

 
 

WASD or Arrow Keys ï Movement 

Mouse Movement ï Aim Crosshair 

Left Mouse Button ï Shoot 

Right Mouse Button ï Shield 

Spacebar ï Boost 

Shift ï Melee 

1 and 2 ï Weapon Change 

F ï Bomb 
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Playstation Controls 

 
Left Analog Stick and D-Pad ï Movement 

Right Analog Stick ï Aim Crosshair 

L2 ï Boost 

R2 ï Shoot 

L1 ï Shield 

R1 ï Melee 

Square and Triangle ï Weapon Change 

X and Circle ï Bomb 


