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Genre:

Action Side-Scrolling Puzzle game

Concept:


Homies Action Pack is an action side-scrolling puzzle game with a wide variety of puzzle elements and action strategy.

Gameplay:


In Homies, the player controls four different colored homy (red, green, blue, yellow).  Each has it’s own unique abilities.  The player must send each colored homy to it’s corresponding ‘home’ before time runs out.  If time runs out, the ‘Try Again’ screen will show up and the player can continue or quit.  Continuing will deduct one ‘try’ from the player.  The player cannot continue if there is no ‘try’ left.  Once everyone is at ‘home’, the level is won.  Switches/doors/teleports are found throughout the game that has a specific color that can only be used by the correct colored homy.  There are also traps and enemies throughout the level that can hurt the homies.  The ‘Try Again’ screen will show up if one of the homy dies.  The player must utilize the four homies in order to get them home.  The player can only control one homy and can cycle through which homy to control.


Whenever a homy is hit, the homy becomes invulnerable for a few seconds.  This way the player can move the homy out of harm’s way.  The portrait also changes whenever the homy is hit.


The player can collect items from the level by moving the selected homy over it.  The item will be activated by the selected homy.


An enemy will respawn in time after they get killed.


If the player wins the level, the time remaining is added to the player’s score.


Controls:


Left/right – moves currently selected homy left or right.

· When paused, used to scroll around the map.

· This is also used for menu navigation.


Up/down – use for climbing a ladder.

                            - When paused, used to scroll around the map.



    - Pressing ‘down’ on switches/teleports activates them.


A button – primary skill button.



    - Also used for confirmation in menu.


B button – selects previous homy to control.


C button – selects next homy to control.

D button – pause, player can choose to scroll around the map, give up or resume play.

The Homies:

Red – This totally insane homy is armed with a desert eagle that can blow up any fool’s head.



Skill: shoot gun.

Green – This homy is built tough to withstand many blows.  This homy is immune to any projectiles fired upon by enemies or traps.  Its ability to turn itself solid can be useful for other homies to get through some places unreachable.


Skill: stoned

Blue – Quick and dirty is what this homy is.  This homy’s swiftness gives it the ability to teleport one block forward.  Use this homy to teleport into inaccessible areas.


Skill: teleport

Yellow – This homy can smash breakable walls with its hammer.  The hammer can also be used to smash someone’s face.


Skill: hammer smash.

Enemies:

Bunny – Dies upon impact of any homy.  This mindless animal only moves straight and will move to the opposite direction if it reaches a wall.

Angry Grandma with a pistol – fires a .45 magnum straight without fear.  The angry grandma does not move and will change direction and shoot straight where a selected homy is located.  Why grandma?  I don’t know.

Sappy – moves along the left side of the wall.  This enemy can only be killed by Yellow’s mighty hammer.

Scentless Face – This face is like no other, longing for a ‘colorful’ resolution to stop its eternal up/down or left/right movement.  This enemy is invulnerable.

Slime – This mindless creep moves left/right on a platform.

Angry – This is an angry face that bounces around the level.  It’s really angry!  This creature can only be killed by Yellow’s hammer.

Spikey – This enemy has nothing better to do and moves just like the slime, except faster.  Spikey will stop moving for a few seconds if hit by Red’s bullet or Yellow’s hammer.

Environment:

Solid Wall – no one can walk through these.

Closed Color Door – can only be accessed by the correct colored homy.  Enemies cannot access any closed colored door.

Opened Color Door – can be accessed by anyone.

Colored Teleport – warps the matching colored homy to the other same colored teleport.  Use action button to activate.

Ladder – can be climbed by any homy.

Colored Switch – opens/closes the corresponding colored doors.  Can only be used by the correct colored homy.  Use action button to activate.

Colored Home Base – allows victory when all homies are in their corresponding home base.

Cracked wall – can be smashed by the yellow homy.

Spikes – ouch!

Platforms – moves back and forth, either horizontal or vertical.

Blocks – can be pushed by any Homies.

Items:

Heart – recovers one hit-point from homy.

Money – adds 100 to score.

Gold bar – adds 1000 to score.

Stopwatch – adds 20 sec. of time.


Levels:


The levels are tile-based loaded from a file.  Each level will also have a password and a location on the level layout.  Each tile will have a size of 32x32 pixel and the map size will vary inside the map file.  The maximum number of homies in the map is 4; there can’t be any identical homies (e.g: no 2 red homies allowed).


HUD (heads up display):
The HUD is displayed on top of the screen with the following info:
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The homies who are in the level have their portrait displayed on the HUD.

The box around the portrait is the current selected homy, this is changed whenever the ‘select’ button is pressed.

The small circles below the portrait is their hit-points, these get subtracted when they get hit.  If there are no circles left, then the player lose.

The small ‘h’ on the upper-right of the portrait is displayed if the homy is at it’s home.

The level displays the current level the player is at.

The time displays the remaining time.  If it reaches zero, then the player loses.
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