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Synopsis

Crimson Metal is a top-down stealth and action game similar in gameplay to Metal Gear Solid for the Game Boy Color and the PC game Crimson Land.  The purpose of the game is to infiltrate a heavily guarded research installation in order to find out its secrets.  The game will start with a stealth level where the player must get past the guards in order to enter the facility.  It will be in the player’s best interest to evade the guards due to his lack of firepower.  Once inside, the player will have two puzzles to get through.  The first will be a sound puzzle where the player must match a tune that is played when he enters a room.  In the second one, the player will have to move crates in order to open up a path to get to the exit.

The second level will feature intense and continuous action.  The player starts at the beginning of a very long corridor.  Aliens pour out of rooms on either side of the hallway with the intent of killing the player.  Powerups such as health, weapon upgrades and fire bullets will appear to help the player through the level.  Level three includes the final boss encounter where the player must defeat a huge alien in order to beat the game.

Technology

Tile Editor

Tile Engine

Game State Machine

File I/O

Particle Engine

Microsoft Direct X APIs

AI States

Target Platform

Crimson Metal should be played on a Pentium III or higher computer with at least 64MB of RAM, a 16MB video card, and Windows XP operating system with Direct X version 9.0 or higher.  The monitor should handle a resolution of at least 640 x 480 and 16 bit color.

Feature List

Tile Editor

Tile Engine

Camera Shake

Multiple Layers

Enemy Waypoints

Particle Editor

Particle Engine

Sound Puzzle

Moving block puzzle

Unit Editor

Different Enemy AI States

Field of Vision AI

Class Hierarchy

Game State Machine

Difficulty Selection

Powerups

Collision Detection

State Driven Music

Menu System

Intro/Outro

Scripted Menus

Key Binding

Bitmapped Fonts

Interactive HUD

Hi-Score Table

Minimap

Cheat Codes

Game Pause

Story

Crimson Metal is a fast-paced action game where the player controls Xive, a part-human, part-cyborg war machine trained to infiltrate military installations and neutralize its operations.  Xive is a mercenary and does not really care what side he is fighting for, as long as the pay is adequate.  He has mastered many skills making him the best in his profession.  He can infiltrate an installation by being as invisible as a ghost or he can wage a one-man war, destroying everything in sight.  The choice is up to the player…

Xive has been contracted to infiltrate a top-secret research installation and find out what they are working on.   He does not know the identity of his employers but they have offered a high compensation for the use of his talents.  He suspects the mission is more challenging than past contracts but nevertheless accepts it and prepares for the worst.

Xive’s suspicions turn out to be accurate.  The installation is a testing and research facility for supernatural phenomena.  Captured inhabitants of several alien species are being tested and experimented with.  But by the time Xive finds this out, the aliens have turned on their captors and started killing everyone in sight.  The soldiers outside the installation are unaware of what is going on and keep patrolling it as usual.

What should have been a clean infiltration job ultimately turns out to be the most challenging mission of Xive’s career.

Game Entities and Attributes

	Icon
	Name
	Description
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	Xive
	The main character.  

Life: 10 hit points.

Damage caused: Pistol & Assault Rifle – 1 point, Rocket Launcher – 10 pts
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	Enemy 1: Soldier
	Life: 4 hp.

AI: Medium (see AI Section below)

Damage caused: 1 pt
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	Enemies 2 – 4: Aliens
	Life: Small - 2hp, Medium – 4 hp, 

Large – 6 hp

AI: Easy (see AI Section below)

Damage caused: Small – 1 pt, Medium – 2 pts, Large – 3 pts
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	Enemy 5: Boss
	Life: 100 hp.

AI: Hard (see AI Section below)

Damage Caused: 4 pts
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	Powerup 1: Health
	Increases life of player by 5 points.

Time on screen: Until picked
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	Powerup 2: Weapon Upgrade
	Improves weapon of player to either the Assault Rifle or the Rocket Launcher.

Time on screen: Until picked
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	Basic Weapon: Pistol
	This is the weapon the main character starts with.

Damage caused: 1 pt

Rate of Fire: 1 bullet every 0.5 seconds
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	Weapon Upgrade: Laser Sighting
	Bullets will have a recoil effect where their rotation will be offset by a random value      (-10° to 10°) and this will cause bullets to sometimes miss their mark.  The laser sighting weapon upgrade will reduce this offset by half (-5° to 5°).  This is especially useful when using the assault rifle.
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	Weapon Upgrade: Assault Rifle
	This is the first weapon upgrade and can be selected afterwards from the interactive HUD.

Damage caused: 1 pt

Rate of Fire: 1 bullet every 0.2 seconds
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	Weapon Upgrade: Rocket Launcher
	This is the second weapon upgrade and can be selected afterwards from the interactive HUD.

Damage caused: 10 pts

Rate of Fire: 1 rocket every 2 seconds

	
[image: image12.png]



	Powerup 3: Fire Bullets
	Increases damage done by 5 points.

Time on screen: Until picked

Duration of effect: 5 shots
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	Sound Puzzle
	The player will hear a sequence of tones once he enters this room.  He will have to go over colored tiles in the floor of the room which replicate the tones.  If he gets the sequence in order, he will be able to proceed to the next room.  If not, he will be teleported to the entrance of the room and the puzzle will be reset.
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	Moving Crate Puzzle
	In order to reach the exit of this room, the player will have to push and pull crates in a specific sequence to open up a path.


Enemy AI

There are 5 AI states for the enemies.  Easy enemies will use 2 states; Medium will use 3 and hard will use 5.  Easy enemies only have access to Patrol and Alert.  Medium will also have Dodge.  Hard Enemies will have Berserk and Flee states also.  

The Patrol state makes the enemy traverse the map following 4 waypoints.  The waypoints are separate for each group of enemies.  While enemies are in Patrol state they will only be able to detect a character that is within plus or minus 45% of their facing vector and within 7 tiles (tiles are 32 x 32 pixels, 15 tiles across and down on a viewable screen).  This is the Field of Vision AI.  The facing vector is compared to the player’s position and if there are objects in the way, the enemy remains in Patrol state.  If there is a line of sight, the enemy will go into Alert state and his range of vision will increase to 15 tiles.  This state will cause the enemy to move toward the player’s position and attack them with either physical or ranged attacks.  

The Dodge state will cause the enemy to have a fifty percent chance of dodging player bullets for the next 3 seconds.  Dodging Bullets will be done by moving the enemy to the left or right of the position of player bullets headed in their direction.  If the enemy collides with the wall he will not be able to dodge the bullets.  This state will be randomly triggered throughout the entire time the enemy is on the map.  

The Berserk state will cause the enemy to take no damage for 6 seconds and halve his movement speed.  This state will be randomly triggered throughout the time the enemy is on the map. The Flee State will cause the enemy to move away from the player’s position for 6 seconds. This state will be randomly triggered when the enemy’s hit points drop below one fourth of his total.

Workload

Eric Ross
Tile Editor

Start Date: March 6

End Date: March 7


A custom tool designed to create levels of any size and set tile properties. The program allows you to export your map into binary as well as import a binary map for modification. The tool was designed to be easy yet robust to use, allowing you to zoom, use multiple layers including enemy waypoints, and scroll.





Tile Engine
Start Date: March 9

End Date: March 12


The tile engine will be used in order to render the game levels. The engine will allow binary map files to be imported and stored into an array. The engine will pass back an array filled with all tiles that encapsulate an object. This list will then be used to draw all objects on top of the map. 
Asset Gathering
Start Date: March 13

End Date: March 14


The game's graphics will comprise mostly of custom graphics, with a few powerups and/or enemies coming from 2D sources. The sound FX will be taken from a wide array of PC games. The in-game music will include techno and heavy metal tracks in wav format. 
Game Testing

Start Date: March 8

End Date: March 24


Game Testing will take place before all major milestones in the project. Testing will include, analyzing fun/difficulty, bug logging, gameplay improvement logging, and any media glitches that may occur.

Henry Tang

Particle Engine

Start: March 7

End: March 13


Engine for particle effects in game, these effects include: flames, sparks, explosions, blood splatter, object high-lighting effect.  This task will include research, creating each effect in a test program, creating an engine for all created effects and finally testing the engine.

Particle Editor

Start: March 14

End: March 19


Particle Editor is a dialog box program for creating particle effects using the particle engine.  This editor will be limited to change the amount of particles in the effect, style of the effect and size of the effect.  The will also be a preview box for the current particle effect.  A save/load function will be added.

Cheat Codes

Start: March 17

End: March 17


Basic cheat codes, god mode, unlimited ammo, and all weapons.  

Level Design

Start: March 9

End: March 18


This task includes creating each level on paper and all the documentation that goes with a level.  It also involves the setting of all the objects and enemies on paper, and then creating the levels in the map editor.

Sound Puzzle
Start: March 10

End: March 19


In game puzzle that uses sound as the key to solving the puzzle.  At some point in the game the player will hear the sequence of sound to remember.  The player then must reproduce the same sequence of sound by interacting with objects.  Puzzle will be a class by it self.

Moving blocks puzzle

Start: March 20

End: March 21


Similar to sound puzzle but the player must move objects in order to solve the puzzle. This puzzle will be added to the already made puzzle class.

Phillip Bligh

Class Hierarchy

Start Date: March 4

End Date: March 8

There are 18 classes in the hierarchy: 1 Base class, 5 Mid Level Classes (Bullet, Player, Enemy, Objects, Powerup), 11 Leaf Classes (area of effect weapon, regular weapon, easy enemy, medium enemy, hard enemy, wall, box, door, health powerup, weapon upgrade powerup, fire bullets powerup). The Midlevel Classes will define the states of sound, drawing and AI. The leaf classes will manage and define which states that each leaf classes will have access to.  

Game State Machine

Start Date: March 4

End Date: March 4

The game state machine is a simple interface that allows the game main to switch control of the program to various subsets of the program by simply passing back the id of the next state upon completion of a function. Such subsets will include game and options menus, Intro and Outro screens, Game pause, etc…
Difficulty Selection

Start Date: March 20

End Date: March 20


There will be a screen where you can choose game difficulty from easy medium and tough. This option is the only selectable when beginning of the game.
Powerups

Start Date: March 21

End Date: March 21


There are three types of power-ups. They are Weapon Upgrade, Health and Fire Bullets.  Weapon upgrade will give you the next level weapon. Health will increase your characters hit-points. Fire Bullets will make your regular bullets into flaming balls of death.  

AI

Start Date: March 9

End Date: March 12


There are 5 AI states.  Easy enemies will use 2 states; Medium will use 3 and hard will use 5.  Easy enemies only have access to Patrol and Alert.  Medium will also have Dodge.  Hard Enemies will have Berserk and Flee states also.  The Enemy AI Section under Game Entities and Attributes contains a detailed description of the AI states.

Collision detection

Start Date: March 13

End Date: March 14


There are many instances of collision to detect however there will be only 2 types.

Those types are circle to circle collisions and area of affect collisions. 

Collision Resolution

Start Date: March 14

End Date: March 16


There are plenty of different ways to resolve collisions. The affects will be Damage that may result in changes in velocity or the destruction of the target. The resolution we resolve on directly after the impact. 



Physics System

Start Date: March 15

End Date: March 17


Physic attributes will be transfer of velocity and friction force. When objects collide they will transfer their velocities and move based on the intensity of the impact. When objects are pushed or run into they will slide and slow there velocities according to the surface they are sliding on.

State Driven Music

Start Date: March 22

End Date: March 22


The music will be based of the state of the enemies AI. When the enemy is patrolling and no enemy is privy to the characters presence the music will be softer or less intense when the enemies are attacking the character the music will be intense and heavy. When the enemies are all dead the music will be uplifting and less intense.


Field of Vision AI

Start Date: March 18

End Date: March 19

While enemies are in Patrol Mode they will only be able to detect a character that is within plus or minus 45% of their facing vector. The Enemy AI Section under Game Entities and Attributes contains a detailed description of the Field of Vision AI.

Bryan Brooks

Menu System

Start Date: March 7

End Date: March 11
Allow the user to navigate through different Menu screens such as: Main menu, Option Menu, and Load custom map menu.

Intro/Outro Package

Start Date: March 7

End Date: March 9

Once the game has been executed, Intro screen displays the title of the game and when the game is exited display the credits screen.

DirectShow Intro Movie

Start Date: March 16

End Date: March 17

This task involves including a movie of the main character infiltrating the first level using DirectShow.  It can be skipped by pressing the Spacebar.

Action Mapping Keys

Start Date: March 18

End Date: March 20

Allow the user to customize to their own controls using an updated DirectInput Wrapper class.

Bitmap Fonts

Start Date: March 5

End Date: March 8

This task will involve using the Direct3D bitmap manager to display a set font for all words.

Interactive HUD

Start Date: March 11

End Date: March 13

During the game allow the user to click the right mouse button to bring up a scripted inventory screen.  Then allow the user to select a different weapon by clicking the Left Mouse button on the weapon.

Scripted Menus

Start Date: March 16

End Date: March 18

When interactive HUD is activated the menu will load from a script file that will have the name of weapons, the damage the weapon can do, and the index to where the weapons icon is located.

Minimap

Start Date: March 14

End Date: March 15

The minimap will be a radar system for the player to locate enemies, walls, and other objects of interest.  It will display the area viewable on screen (the view port).

High score table

Start Date: March 23

End Date: March 24

This is a menu option that will show a table that displays the initials and score of previous players.  All input for the table will be saved to a binary file.  Players will be able to add their initials to the list when applicable.

Dynamic HUD

Start Date: March 15

End Date: March 15

A heads up display that will show the Character’s life, score, currently selected weapon, and remaining ammo.

Juan Padilla

Integrations

Start: March 11

End: March 22


This is an ongoing task which comprises putting together the code written by all the team members and integrating it into one program so that all components come together.  The program is compiled and any errors have to be corrected.  The code is then tested to make sure the desired results are achieved.  All added features are tested to make sure they work.  The resulting build is distributed among team members so they may keep working on their tasks but using the integrated code.

CVS Setup and Training

Start: March 10

End: March 11


The program Tortoise CVS is downloaded and installed in all the team member’s computers.  The documentation is read and referenced in order to train all members in the use of the software.  The software is then used to safely work on code preserving the integrity of the content by allowing access to a particular file to only one person at a time.

Code Wrapper Updates

Start: March 10

End: March 10


The Direct X wrappers are updated to manage the particular requirements of the game.  In particular, the draw and play functions are modified to take all pertinent parameters.

Laser Sighting Effect
Start: March 20

End: March 20


This is a game effect that will “paint” targets so that player knows which enemy he is shooting at.  When the player places the cursor on the target and a collision is detected, the target will be highlighted to confirm acquisition and accuracy of the bullets will increase by reducing the recoil effect of the gun.  Bullets will have a recoil effect where their rotation will be offset by a random fraction and this will cause bullets to sometimes miss their mark.  The laser sighting weapon upgrade will minimize the offset of the vector (the rotation) due to the recoil.  This is especially useful when using the assault rifle.

Code Profiler

Start: March 22

End: March 22


This task involves the creation of a profiler class with functions which measure the efficiency and speed of other functions and processes in the main game.  The clock cycles that it takes for functions such as Game Main are measured to verify the efficiency of the code.

Testing
Start: March 8

End: March 24


This is an ongoing task where builds are thoroughly tested to ensure that no bugs or errors emerge after continued play of the game.  Particularly at the end of production, all team members will play test the game in order to deliver a quality product.

Component Interaction Matrix
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Component Interaction Matrix Legend
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A Xive - Main Character

B Enemy 1 - Soldier

C Enemy 2 - Small Alien

D Enemy 3 - Medium Alien

E Enemy 4 - Large Alien

F Enemy 5 - Boss

G Powerup 1 - Health

H Powerup 2 - Weapon Upgrade

I Powerup 3 - Fire Bullets

J Wall - Indestructible

K Wall - Destuctible

L Furniture - Destructible

M Door - Open

N Door - Closed

O Crates - Moveable

P Sound Tiles

Q Bullet

R Fire Bullet

S Rocket

T Score

Interactions

1 Collision Event: Xive receives 1 hit of damage.

2 Collision Event: Xive receives 2 hits of damage.

3 Collision Event: Xive receives 3 hits of damage.

4 Collision Event: Xive receives 4 hits of damage.

5 Collision Event: Xives receives health powerup which heals 5 points of damage.

6 Collision Event: Weapon upgrade powerup.  From pistol to Assault Rifle to Rocket Launcher.

7 Collision Event: Xive's weapon shoots fire bullets which add 5 to damage caused for 5 shots.

8 Collision Event: Entity cannot move into that tile or object.

9 Collision Event: Xive can push or pull crate to solve puzzle.

10 Collision Event: Trigger sound for sound puzzle.

11 Collision Event: Entity takes 1 damage.

12 Collision Event: Bullet or rocket damage increased by 5.

13 Collision Event: Entity takes 10 damage.

14 When destroyed, player score increases by 50.

15 When destroyed, player score increases by 20.

16 When destroyed, player score increases by 50.

17 When destroyed, player score increases by 100.

18 When destroyed, player score increases by 1000.
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Legend

		Components

		A		Xive - Main Character

		B		Enemy 1 - Soldier

		C		Enemy 2 - Small Alien

		D		Enemy 3 - Medium Alien

		E		Enemy 4 - Large Alien

		F		Enemy 5 - Boss

		G		Powerup 1 - Health

		H		Powerup 2 - Weapon Upgrade

		I		Powerup 3 - Fire Bullets

		J		Wall - Indestructible

		K		Wall - Destuctible

		L		Furniture - Destructible

		M		Door - Open

		N		Door - Closed

		O		Crates - Moveable

		P		Sound Tiles

		Q		Bullet

		R		Fire Bullet

		S		Rocket

		T		Score

		Interactions

		1		Collision Event: Xive receives 1 hit of damage.

		2		Collision Event: Xive receives 2 hits of damage.

		3		Collision Event: Xive receives 3 hits of damage.

		4		Collision Event: Xive receives 4 hits of damage.

		5		Collision Event: Xives receives health powerup which heals 5 points of damage.

		6		Collision Event: Weapon upgrade powerup.  From pistol to Assault Rifle to Rocket Launcher.

		7		Collision Event: Xive's weapon shoots fire bullets which add 5 to damage caused for 5 shots.

		8		Collision Event: Entity cannot move into that tile or object.

		9		Collision Event: Xive can push or pull crate to solve puzzle.

		10		Collision Event: Trigger sound for sound puzzle.

		11		Collision Event: Entity takes 1 damage.

		12		Collision Event: Bullet or rocket damage increased by 5.

		13		Collision Event: Entity takes 10 damage.

		14		When destroyed, player score increases by 50.

		15		When destroyed, player score increases by 20.

		16		When destroyed, player score increases by 50.

		17		When destroyed, player score increases by 100.

		18		When destroyed, player score increases by 1000.
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Detailed

		CRIMSON METAL

		Component Interaction Matrix

				Xive - Main Character		Enemy 1 - Soldier		Enemy 2 - Small Alien		Enemy 3 - Medium Alien		Enemy 4 - Large Alien		Enemy 5 - Boss		Powerup 1 - Health		Powerup 2 - Weapon Upgrade		Powerup 3 - Fire Bullets		Wall - Indestructible		Wall - Destuctible		Furniture - Destructible		Door - Open		Door - Closed		Crates - Moveable		Sound Tiles		Bullet		Fire Bullet		Rocket		Score

		Xive - Main Character				Enemy 1 - Soldier

		Enemy 1 - Soldier						Enemy 2 - Small Alien

		Enemy 2 - Small Alien		1 Collision Event: Damage						Enemy 3 - Medium Alien

		Enemy 3 - Medium Alien		2 Collision Event: Damage								Enemy 4 - Large Alien

		Enemy 4 - Large Alien		3 Collision Event: Damage										Enemy 5 - Boss

		Enemy 5 - Boss		4 Collision Event: Damage												Powerup 1 - Health

		Powerup 1 - Health		5 Collision Event: Powerup Effect														Powerup 2 - Weapon Upgrade

		Powerup 2 - Weapon Upgrade		6 Collision Event: Powerup Effect																Powerup 3 - Fire Bullets

		Powerup 3 - Fire Bullets		7 Collision Event: Powerup Effect																		Wall - Indestructible

		Wall - Indestructible		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop										Wall - Destuctible

		Wall - Destuctible		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop												Furniture - Destructible

		Furniture - Destructible		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop														Door - Open

		Door - Open																												Door - Closed

		Door - Closed		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop																		Crates - Moveable

		Crates - Moveable		9 Collision Event: Push or Pull		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop																				Sound Tiles

		Sound Tiles		10 Collision Event: Trigger Sound																																Bullet

		Bullet		11 Collision Event: Damage		11 Collision Event: Damage		11 Collision Event: Damage		11 Collision Event: Damage		11 Collision Event: Damage		11 Collision Event: Damage										11 Collision Event: Damage		11 Collision Event: Damage												Fire Bullet

		Fire Bullet				12 Collision Event: Damage		12 Collision Event: Damage		12 Collision Event: Damage		12 Collision Event: Damage		12 Collision Event: Damage										12 Collision Event: Damage		12 Collision Event: Damage														Rocket

		Rocket				13 Collision Event: Damage		13 Collision Event: Damage		13 Collision Event: Damage		13 Collision Event: Damage		13 Collision Event: Damage										13 Collision Event: Damage		13 Collision Event: Damage																Score

		Score				14 Destruction: Score Event / X		15 Destruction: Score Event / X		16 Destruction: Score Event / X		17 Destruction: Score Event / X		18 Destruction: Score Event / X



&L&12Juan Padilla
SGD
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Legend

		Components

		A		Xive - Main Character

		B		Enemy 1 - Soldier

		C		Enemy 2 - Small Alien

		D		Enemy 3 - Medium Alien

		E		Enemy 4 - Large Alien

		F		Enemy 5 - Boss

		G		Powerup 1 - Health

		H		Powerup 2 - Weapon Upgrade

		I		Powerup 3 - Fire Bullets

		J		Wall - Indestructible

		K		Wall - Destuctible

		L		Furniture - Destructible

		M		Door - Open

		N		Door - Closed

		O		Crates - Moveable

		P		Sound Tiles

		Q		Bullet

		R		Fire Bullet

		S		Rocket

		T		Score

		Interactions

		1		Collision Event: Xive receives 1 hit of damage

		2		Collision Event: Xive receives 2 hits of damage

		3		Collision Event: Xive receives 3 hits of damage

		4		Collision Event: Xive receives 4 hits of damage

		5		Collision Event: Xives receives health powerup which heals 5 points of damage.

		6		Collision Event: Weapon upgrade powerup.  From pistol to Assault Rifle to Rocket Launcher.

		7		Collision Event: Xive's weapon shoots fire bullets which add 5 to damage caused for 5 shots.

		8		Collision Event: Entity cannot move into that tile or object.

		9		Collision Event: Xive can push or pull crate to solve puzzle.

		10		Collision Event: Trigger sound for sound puzzle.

		11		Collision Event: Entity takes 1 damage.

		12		Collision Event: Bullet or rocket damage increased by 5.

		13		Collision Event: Entity takes 10 damage.

		14		When destroyed, player score increases by 50

		15		When destroyed, player score increases by 20

		16		When destroyed, player score increases by 50

		17		When destroyed, player score increases by 100

		18		When destroyed, player score increases by 1000 and beats the game.



&C&"Arial,Bold"&14Crimson Metal&12
Component Interaction Matrix
Legend



Detailed

		CRIMSON METAL

		Component Interaction Matrix

				Xive - Main Character		Enemy 1 - Soldier		Enemy 2 - Small Alien		Enemy 3 - Medium Alien		Enemy 4 - Large Alien		Enemy 5 - Boss		Powerup 1 - Health		Powerup 2 - Weapon Upgrade		Powerup 3 - Fire Bullets		Wall - Indestructible		Wall - Destuctible		Furniture - Destructible		Door - Open		Door - Closed		Crates - Moveable		Sound Tiles		Bullet		Fire Bullet		Rocket		Score

		Xive - Main Character				Enemy 1 - Soldier

		Enemy 1 - Soldier						Enemy 2 - Small Alien

		Enemy 2 - Small Alien		1 Collision Event: Damage						Enemy 3 - Medium Alien

		Enemy 3 - Medium Alien		2 Collision Event: Damage								Enemy 4 - Large Alien

		Enemy 4 - Large Alien		3 Collision Event: Damage										Enemy 5 - Boss

		Enemy 5 - Boss		4 Collision Event: Damage												Powerup 1 - Health

		Powerup 1 - Health		5 Collision Event: Powerup Effect														Powerup 2 - Weapon Upgrade

		Powerup 2 - Weapon Upgrade		6 Collision Event: Powerup Effect																Powerup 3 - Fire Bullets

		Powerup 3 - Fire Bullets		7 Collision Event: Powerup Effect																		Wall - Indestructible

		Wall - Indestructible		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop										Wall - Destuctible

		Wall - Destuctible		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop												Furniture - Destructible

		Furniture - Destructible		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop														Door - Open

		Door - Open																												Door - Closed

		Door - Closed		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop																		Crates - Moveable

		Crates - Moveable		9 Collision Event: Push or Pull		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop		8 Collision Event: Stop																				Sound Tiles

		Sound Tiles		10 Collision Event: Trigger Sound																																Bullet

		Bullet		11 Collision Event: Damage		11 Collision Event: Damage		11 Collision Event: Damage		11 Collision Event: Damage		11 Collision Event: Damage		11 Collision Event: Damage										11 Collision Event: Damage		11 Collision Event: Damage												Fire Bullet

		Fire Bullet				12 Collision Event: Damage		12 Collision Event: Damage		12 Collision Event: Damage		12 Collision Event: Damage		12 Collision Event: Damage										12 Collision Event: Damage		12 Collision Event: Damage														Rocket

		Rocket				13 Collision Event: Damage		13 Collision Event: Damage		13 Collision Event: Damage		13 Collision Event: Damage		13 Collision Event: Damage										13 Collision Event: Damage		13 Collision Event: Damage																Score

		Score				14 Destruction: Score Event / X		15 Destruction: Score Event / X		16 Destruction: Score Event / X		17 Destruction: Score Event / X		18 Destruction: Score Event / X
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