






Game takes place on a spinning record. Boss hovers in center of  vinyl, constantly rotated 

towards the player. Player runs freely along the slip-mat (360 movement) but is not 

allowed outside the vinyl or in the boss’ space. Camera centers on boss at all times, so as 

the player circles it, the camera rotates along with it.

Bullets spawn behind the boss in both directions and run along the vinyl tracks towards 

the player, despawning once they’ve gone a full rotation. Player must dodge the 

projectiles by jumping and moving, eventually being able to damage the boss itself. 

When the boss’ health drops below a certain level, the tracks kicks into the next part of  

the song. After the final chorus, the boss dies and the outro plays.
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- Each track has isolated stems, meaning that we can extract

volume, frequency, envelope, etc. from each instrument separately.

- Each level has a clicker that is timed with the BPM of  the track, 

and will on every beat check each stem if  the envelope exceeds a 

certain value, in which case it will spawn a bullet, creating a 

procedural way of  creating levels.

- Verses, choruses, etc. are loopable. This creates the possibility 

that the player must do enough damage to the boss in order to 

move on with the song. This way, we can build proper level 

structure and intensity curves by simply change the energy of  the 

song as it goes along.

- This is all possible in FMOD or in Unreal.

- Each level stays on the vinyl. What changes is the music, the JPG 

boss in the center and the colors, creating different moods for 

each level.




