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B-17(basic)

I.
Bosses
1.
B-17 (basic)


Goal

· Boss with destructible parts to temporarily ease the combat experience or provide a new threat when destroyed
· Should have a larger feel than the rest of the game

· Create a boss that can be used twice in the game
· Turrets respawn after a few seconds

· Achievement for defeating the boss within 15 seconds

· Achievement for grazing the body of the plane for 8 seconds

i. Weapons

Turrets

Missiles

Bombs
Fire trail

ii. Boss Behavior

General

· The Boss has three weak points and are indicated by red triangles in the B-17(basic) diagram above.  The Boss’ health is governed by these weak points.  This is the place where the boss takes damage and his behavior stages are advanced.  As the Boss’ health lowers the Boss’ Behavior changes
· Boss strafes side to side during all three phases
· Yellow areas indicate that the player plane can safely move across it without taking damage
Phase 1 (100% -- 66%  Health)
· Turrets
· Missiles can be revealed if the two stationary turrets are destroyed

· Strafe
Phase 2 (66% -- 33%  Health)
· Phase 1 behaviors
· Missiles and turret projectiles travel 20% faster

· Bombs
Phase 3 (33% -- 0%  Health)
· Phase 1 behaviors

· Missiles
· Bomb bay leaves a napalm-like trail if bay is destroyed

iii.
Destructible Parts


Turrets – explode when health reaches zero

Missile Launcher – explode when health reaches zero

Bomb Bay – leaves a napalm-like trail when health reaches zero and extends just past the tail of the plane 

Bombs – detonate after three seconds and the blast radius is about twice the area of the bomb. The blast stays active for another three seconds. 


Ailerons –  at 50% health, slowly float toward the bottom of the screen and can then be destroyed

Engines –  at 25% health, slowly float toward the bottom of the screen and can be destroyed
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                      B-17 (upgraded)
2. B-17 (upgraded)
Goal

· A very challenging final encounter in the game
· Should be larger with more upgrades than the original B-17
· Has more weak points than the original B-17
· More layers than the original B-17
i. Weapons

Turrets
Missiles
Bombs
Planes

Engine Fire Trails
ii. Boss Behavior

General

· Has six weak points indicated by the red triangles
· Yellow areas indicate that the player plane can safely move across it without taking damage
· Strafes side to side during the first two phases
· Moves top to bottom during phase three
Phase 1 (100% - 66%  Health)
· Turrets
· Missiles
· Planes if missile launchers are destroyed

· Strafe
Phase 2 (66% - 33%  Health)
· Turrets
· Planes

· Bomb bays are revealed and begin to launch if aircraft runways are destroyed

· Strafe
Phase 3 (33% - 0%  Health)
· Missiles launch 20% faster than phase 1
· Fire trails if bomb bays have been destroyed
· Engine Fire Trails activate on the wings and additional engines are revealed on the tail
· Slowly drifts backwards toward the player.  The engines flicker and then propel the B-17 forward to the top of the screen 50% faster than it drifted backward.
iii.  
Destructible Parts
Turrets – explode when health reaches zero

Missile Launcher – explode when health reaches zero

Bomb Bay – explode when health reaches zero


Bombs - explode

Ailerons –  at 50% health, slowly float toward the bottom of the screen and can then be destroyed

Engines – slowly float toward the bottom of the screen


Engine Fire Trails – explode when health reaches zero


Aircraft Runways – explode when health reaches zero
II.  
Weapon Behavior
1. B-17 

i. Turret
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(Turrets covering missile launchers  (   Missile Launchers revealed)

· Fires a burst every three seconds

· Turrets covering the missile launchers fire four bullets in a fan like pattern.  These turrets are stationary.  The green turrets fire simultaneously, one second before the blue turrets simultaneously fire
· Rotates to nearest player character
· All turrets, except the ones covering the missile launcher on the         B-17(basic), respawn after about five seconds
· Turrets on the tail of the B-17(upgraded) respawn if destroyed up until phase
ii. Missile
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      B-17(basic)                                                            B-17(upgraded)

· Detonates upon touching the player character
· Fires forward then takes a U-turn toward the player plane

· Four missiles fire simultaneously out of the missile launchers during the B-17(basic) encounter
· Six missiles fire simultaneously out of the missile launchers during the B-17(upgraded) encounter

· Can be detonated early by firing at the missiles
iii. Bomb
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(Bombs Launched    (    Detonate on their own)
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(Bombs Launched       (      Detonated by the player plane

· Two bombs are launched from each of the wings in a fan-like pattern 
· Slowly travel toward the bottom of the screen
· Detonate after three seconds.  The blast radius stays active for three seconds or until it drifts off the screen.  Detonation has no affect on the speed at which the blast travels
· Can be detonated early, which causes shrapnel to be projected in six directions.  The shrapnel moves slightly faster than the turret bullets
iv. Plane
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Planes Launched
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    Launch Pattern 1                                                 Launch Pattern 2

· Launches six fighter planes, three from each wing
· Alternates between two launch patterns
· Aircraft runways can be destroyed in phase 3 to reveal bomb bays
v. Engine Fire Trails
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· Simultaneously activates the two engine fire trails on the wings and they remain activated for three seconds

· Simultaneously activates the two engine fire trails on the tail and remain activated for three seconds

· Jet engines flicker for one second before activating the fire trails and remain active for three seconds

· Only one set of trails is active at any one time

· Flames travel in a straight line and are governed by the length and width of the flame
· Respawn after three seconds if destroyed
III. Weapon Parameters

1. B-17 

i. Turret
· Bullet Damage – how much damage the player character receives upon colliding with the bullet
· Burst – number of bullets fired in each burst
· Fire Rate –  number seconds between bursts
· Bullet Speed – how quickly the bullets move across the screen
· Rotation Time – time between rotations

· Turret Number – number of turrets active

· Respawn Rates – the length of time between destroyed and active states

ii. Missile
· Launch Frequency – how often a set of missiles is launched
· Number Launched – number of missiles launched simultaneously
· Missile Speed – how quickly the missiles travel across the screen
· Blast Radius – area affected by the blast
· Blast Damage – how much damage the player character receives when exposed to the blast
· Blast Duration – how long the blast radius affects damage
iii. Bomb
· Drop Frequency – how often the bombs are emitted
· Detonation Time – how much time before the bomb detonates
· Number Dropped – number of bombs dropped simultaneously
· Blast Radius – area affected by the blast
· Blast Damage – how much damage the player character receives when exposed to the blast
· Blast Duration – how long the blast radius affects damage
· Shrapnel – how many bullets are projected

· Shrapnel Speed – the speed at which the projectiles travel when a bomb is detonated early
iv. Fire trail

· Fire Width – how wide the flame trail is on the screen

· Fire Length – how long the fire trail extends from the bay doors

· Fire Damage – how much damage the player plane takes when colliding
v. Plane
· Launch Frequency – how often a set of planes is launched
· Number Launched – number of planes launched simultaneously as a set
· Plane Speed – how quickly the planes travel across the screen
· Plane Damage – how much damage the player character receives upon colliding with the plane
vi. Engine Fire Trail
· Length – the distance the fire trail travels on the screen

· Width – how wide the fire trail is on the screen
· Flame Duration – how long the fire trails stay active

· Flame Damage – how much damage the player character receives upon colliding
· Respawn Rate – the length of time between destroyed and active states
