The Banish Hammer Design Document

Elevator Pitch line – Survive the rebellion with your strength, abilities and a huge war-hammer.
Genre – Medieval Fantasy 
Platform – PC
Engine – Unreal Engine 4
Scope – Wave based defence game 

Industry Inspiration for the project – Splatoon 2, Gears of War Series.
Mechanics – Wave based enemies, Melee combat, ranged combat, abilities for character, Enemies drop different loot, boss battles

Story –
You are a mighty warrior king. You were minding in the throne room when suddenly the room fills full of people. One by one they try to attack and overthrow you. The only thing you see to do is to kill the traitors. So you grab your weapon and start swinging. 
Game Modes -
Wave based (10 wave max) - This mode will put the player up against 10 waves of enemies that grow in strength and numbers.  
Endless – This mode will allow the player to keep going until they fail. 
Every 5 waves there will be a boss battle or an event round. 

Initial Level Ideas
Level 1 – Small area, (Ruins of a castle) but includes verticality – Main Level
Level 2 – Large area (big castle halls) with little verticality – Tutorial Level 2
Level 3 – Small area (Throne room) – Tutorial Level

Visual Art Style 
Due to time constraints and the desire to create all assets individually, the art style will be simplistic and low poly.

Enemy Design Idea –
Normal Enemies -
Peasant – Low Health, Low damage, Small attack range, Melee and ranged (can use fists, throw rocks or just hit players with brooms) , drops small amount of gold on death

Skeletons – Low Health, Very fast movement, Melee only, wont drop anything on death.

Boss Types -
Brute - High Health, High Damage, Melee only. Will perform a windup Charge ability that will deal high damage and stun nearby enemies/players. Will be stunned after performing charge ability. Can jump into the air and plummet down the ground, creating area damage where he lands.

Witch – Medium Health, High Damage, Long attack range, throws potions, raises skeletons that are the same as peasants. Has high mobility. After performing attacks, the witch will become tired, effectively stunning it for a few seconds.
Special Events –
These special events have a chance to occur, that will switch up the repetitiveness of the gameplay loop. Whenever one of these is happening, an alert will appear onscreen followed by any visual changes and sound notifications. Letting the player know that the event is starting.
Surge of peasants! – Huge amounts of weak enemies try to overthrow you. They can throw rocks too.
The sky is dark! – Arrows rain down upon the map. The only enemies that spawn on this wave are Archers, and they don’t drop anything on death.
Fog of war – Fog fills the map, making it hard to see enemies and surroundings.

Character Design –
Concept Art –
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Movement Stats – Fast movement unless attacking. Can cancel mid attack to dodge attacks. 
Health – Health will be at 100 but can upgraded temporarily through abilities and items.
Abilities – 
1) Invincible – Turns the character invincible, making them immune to all attacks. Duration is short but the cooldown is large.
2) Royal Strength – Increases size of the character, but in doing so increases attack range, health and damage output for 10 seconds. Has a large cooldown. 
3) Roaring Words – You scream the words of a king, inspiring enemies. This turns all enemies to attack each other or to run away, for fear of the consequences of the actions. Has a large radius around the player. Has a large cooldown.
4) Feast for a king! – The king feasts on the best food in the lands, restoring all his health. Will have to find in level to replenish this ability.
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Concept Art
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The weapon the character will use will be a large war-hammer that deals large damage and has a large arcing reach that can hit multiple targets.  The character itself will hold the weapon with one hand, showing off true strength. The idea behind this is that the player will feel powerful crushing down enemies with ease.
Using the pickups obtained through gameplay, you can unlock various skins for this weapon. 
Pickups – 
These pickups can be found around the level and has a chance to replenish at the start and end of every wave. Enemies have a small chance to drop gold upon death. Gold can be used to purchase pickups and cosmetics for the player.

Small Gold pile – Will give a small amount of gold upon pickup
Large Gold Pile – Will give a large amount of gold upon pickup
Scraps of a Feast – Will replenish the characters ability to heal
Energy Potion – Will charge up the characters abilities to use more often
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Level Designs
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Level Block out in Engine
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Screenshot Area 1
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Screenshot Area 2
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Screenshot Area 3







Final Level build
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Overview of the Main Level.
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Overview of the Tutorial starting level.
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