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We follow the exploits of four main characters, Mace Daniels, Hawk Manson, Ben 
(Smasher) Jackson and Alana McKendrick. They are brought together when the 
infamous Dr. Zeng rears his ugly head and starts to cause mayhemÉ

Our heroes fight their way through 7 action packed levels that break down into 
around 25 awesome stages.    The levels range from office buildings and trains, 
to flying airships and secret islands.

Fighting Force allows the player(s) an unparalleled freedom of movement within 
its 3D worlds. Choose your own destiny by selecting which route you want to 
take through the game; play it again and you can take a different route, exploring 
areas not previously seen. 

A variety of weapons may be collected knives, guns etc., but the player may also 
interact with surrounding objects - for example, smash the railing in the elevator, 
pick it up and use it as a weapon; trash a car and throw the wheels or the engine 
at your adversaries.
 
Each of the four main characters will have attributes that enable them to perform 
specific tasks or gain access to areas that the other characters cannot reach. 
They have around 40-50 character-specific moves each, not counting special 
moves and the use of weapons. The player(s) can also fight with multiple 
enemies at the same time i.e. 2 main characters on-screen plus 4 baddies at any 
one time. 

As well as Dr Zeng, there will be around 6 main bosses and a host of enemies to 
include blading babes, motor cycle maniacs and seemingly innocent members of 
the publicÉ
 
Fighting Force draws inspiration from arcade classics such as Double Dragon 
and Streets of Rage, but places the characters in a complete 3D world that 
enables them to walk around and explore, using and abusing surrounding objects 
at will. A one-on-one arena mode will also be included in the final game.

Key Product Features



á 3D Arcade-style fighting
á 2 player gameplay
á Arena gameplay available at bonus stages
á 4 main characters each with specific attributes
á 8 action-packed levels which break down into 25
    awesome stages
á Freedom of movement in 3D 'worlds' allows players to
    explore and choose their own path
á Numerous weapons to pick up eg. knives, guns, rocket 
    launchers
á Additional weapons collected from interaction with 
    game objects eg. car wheels, railings, trashcans
á 40 Ð 50 moves per main character, not including 
    character-specific special moves
á Variety of interior and exterior 3D 'worlds' including 
    skyscrapers, trains and    a naval base
á Multiple enemies with advanced learning curve to 
    counter repeated attack patterns
á 4 enemies plus 2 main characters on screen at the same
    time

Game Story & Character Profiles 

Doctor Zeng Statistics

Age Unknown
Height 6Õ3
Weight 200lbs
Hair N/A
Eyes Grey
IQ 300???

Place                    Earth
Time                      Years Past The Millennium

It is a few years past the Millennium and Dr Dex Zeng is INFURIATED.

As a former high powered GOVERNMENT AGENT with his nose in many areas 
(including the SEEDY and LICENTIOUS New York UNDERGROUND), as well as 
a renowned radical scientist and professor in Theology, Dr Dex Zeng TRULY 
believed the end of the world would come by the YEAR 2000.

EVENTS occurring toward the turn of the century confirmed to Dr. Zeng that the 



year 2000 would bring the ARMAGEDDON. The signs were clear! Zeng was so 
sure, in fact, that he even convinced many of his ex-employees (who happened 
to be prominent members of local militias) that this was fact and they helped him 
prepare for this almighty CONCLUSION.

A man of great wealth, Dr. Dex Zeng is in fact Dr. Timothy Leary a biological 
scientist.

Zeng is like a better functioning idiot savant. He is brilliant in what he does. He 
sets his mind to a goal and achieves it Ð no matter what.

Over the years, Zeng has developed a MEGALOMANICAL complex that many 
suspect may have been caused by the use of SYNTHETIC DRUGS heÕs made 
for the government and tested on himself and other family members.

Like the few megalomaniacs in history, he actually thinks he is the KEEPER of 
the EARTH.    The Father Nature. The Chosen One. He feels that anyone in his 
PRESENCE should bow before him AS THOUGH he WERE a God.

Well in the year 2000, his years of perpetuations of the COMING OF THE END 
drew close and when the MILLENNNIUM hit us at 1201 am January 1, 
2000ÉÉÉÉ.. NOTHING HAPPENED!!!



Filled with outrage intensified by the millions of party-goers and rioters that 
surround him, Dr Dex Zeng insists that SOMETHING WENT WRONG.

He knows from his years and years of reading, teaching and hypothesising that 
IT WAS SUPPOSED TO HAPPEN

Fortunately, Dr Zeng had a plan in CASE something like this did happen.

He is prepared to FIX the Apocalypse Ð to FORCE it -- to CORRECT the 
malfunction. 

And the scary part is Ð HE IS ONE OF THE VERY FEW WHO CAN MAKE IT 
HAPPEN!

Dr Zeng now believes that it is HIS JOB, AT ANY COST Ð TO END THE 
WORLD. With the help of biological warfare devices and several militant 
followers, as well as his connections in the Underground, it shouldnÕt be difficult.

BUT, one of Dr. ZengÕs lab assistants, Snapper, decides she can no longer 
stand this manÕs corruption and calls on a friend for help in stopping him.

With this act she helps bring together what will be known as one of the most 
VOLATILE TEAMS EVER CREATED!

ITÕS TIME TO END ----- THE END OF THE WORLD

MACE DANIELS (female)

Age 21
Height 5Õ7
Weight 126lbs
Hair Blonde
Eyes Green
Vitals 38-22-38
IQ 200

Snapper contacts a rough and ready Private Investigator who is well known for 
her dealings with the city's underbelly.    Mace is one hot woman with a taste for 
blood as well as desire.    She's the one who teases and taunts you just before 
she takes you out.

Mace Daniels has heard of Dr Zeng through Snapper and can't believe what 
she's hearing.    She never thought of Dr Zeng as dangerous but then again, she 



hasn't exactly been paying attention to him.

She believes the freaked-out Snapper and sees this as an opportunity to get 
some of the things she loves most - danger, fame, fortune and men.

Mace is beautiful - kinda' like a La Femme Nikita.    She's not brash or loud or 
annoying.    She would purr to her assailant rather than say, "Hey punk!"    Mace is 
a woman aware of her sexual magnetism.    This, coupled with her array of 
martial arts and weaponry skills, makers her a fighter that men AS WELL AS 
WOMEN envy.

HAWK MANSON (male)

Age 26
Height 6Õ2
Weight 196lbs
Hair Blonde
Eyes Blue
Biceps 36Ó
Chest 48Ó
Neck 20Ó
IQ 187

An aggro vigilante now, Hawk Manson once was a freedom fighter for all the 
social wrongs in the world.    Well, nice guys finish last and Hawk decided to let 
the weak be weak and the strong be strong.

He has run into Mace several times and though the two are acquainted, they 
have never spent any real time together.    Hawk has seen Mace fight and this is 
the one thing that stirs him inside like nothing else.

Hawk has better things to do and when Mace contacts him by attacking and 
pinning him down just before he turns her over to take her on, she smiles a sexy 
smile and tells him that she needs his help.

HmmÉthere's some sort of chemistry here, but both are too headstrong and 
stubborn to admit it.

Hawk has several jobs at any given time, but he takes on this job because it is 
the first job in a long time that is tinged with a bit of "goodness".    Hawk is an 
optimist deep down and wants to help fight the good fight.    This is his chance.    
Oh, that plus he loves the way Mace smells.



ALANA McKENDRICK (female)

Age 17
Height 5Õ5
Weight 108lbs
Hair Blonde
Eyes Blue
Vitals 28-20-28
IQ 240

Alana is a raver.    She spends her nights dancing away and most of her days 
with little sleep while she goes to school.    The semester is over and Alana is 
raging at all the cool warehouse parties where she hangs with her friends.

Alana has special powers and though she rarely uses them in her day to day life, 
Alana has been planning on putting an end to Dr Zeng ever since his followers 
tried to recruit her.    What isn't known to many is that Alana was kidnapped by Dr 
Zeng.    He had witnessed some of her powers and decided that she must 
MOTHER the child of his seed.    Luckily she got away.

When Mace comes to her and asks for her help, Alana is overjoyed.    A little too 
overjoyed.    Mace wonders if Alana, at her young age, really understands how 
dangerous this is.    Believe me, Alana knows.    It's just not her style to get 
serious until she's kicking ass and believe me, she some heads will CRACK!

BEN (SMASHER) JACKSON (Male)

Age 29
Height 6Õ5
Weight 280lbs
Hair Green
Eyes Hazel
Biceps 48Ó
Chest 60Ó
Neck 26Ó
IQ 106

After Hawk Manson agrees on bringing Dr Zeng down, he heads to one of the 
world's most dangerous prisons to find Ben (Smasher) Jackson.

Ben Jackson has been serving multiple life sentences and the prison is very fond 
of him.    You see, they've been renting Ben Jackson out.    The public doesn't 
know it, but it cuts down inmate deaths and above all, it brings the prison a wad 



of money every time he gets sent out.    Ben's super strong powers have been 
probed by the prison doctors and none can figure just HOW they are activated.    
Many have speculated that Smasher is not of human race.    This has yet to be 
proven.

The Prison's number one and repeat client of Ben's is Hawk Manson.    Hawk has 
been bribing the prison for years.    He wants Ben to be set free and made the 
bargain to "contract" Ben 15 times.    Sorta like "Rent to Own". 

Hawk is pissed.    He's determined to fight this fight as well as try to break Ben 
free of his restraints.

Only a few problems    Ben is like a loose cannon.    He smashes EVERYTHING 
in sight.    His temper is immeasurable during heating times and you never know 
if he'll turn on YOU next.

Q AND A

1. Describe your game in 100 words?

Fighting Force is an arcade-style interactive 3D fighting game featuring 4 main 
characters Hawk, Mace, Smasher and Alana. It allows the player(s) an 
unparalleled freedom of movement within its 7 levels that break down into 
several stages each. Settings for the game are both exterior and interior and 
there are certain points that present the player(s) with a choice of routes to take - 
when you play the game again, youÕll be able to explore a different route. 

2. What's going to be the best bit of the game?

The interactive side of Fighting is really special. 
For example

Walk up to a car and punch it
The alarm goes off
Punch it again
The glass shatters
A few more times
The bonnet and boot snap open
Now really trash it
The wheels fall off and the car dies

You can then pick up the wheels and throw them at your adversaries.    If you play 
ÔSmasherÕ you can even take the engine out of the car and flatten a few people 



with it. But be careful not to get run-over. 

HereÕs another scenario youÕre in the lift and a few baddies casually walk in 
and start to beat you up.    What can you do? Try smashing the glass box to 
reach the fire axe and then slash a few people into bits with it. If that doesnÕt 
work Ð say that one of the baddies grabs the axe from you, try breaking up the 
railing a bit and bashing a few of them over the head with it. Then smash the 
glass in the elevator itself and throw them all out. Hear their pitiful screams as 
they plummet to their death below. 

3.    Why will it be better than any other game of its ilk?

Because it offers so much more than other fighting games Ð youÕve got your 
basic one or two player fighting and exploration, plus the interaction and amusing 
ways of hurting the baddies Ð all this in itself makes for a value package. BUT 
WAIT, thatÕs not all    Fighting Force has also got an arena mode ala Tekken / 
Virtua Fighter. You can bash each other up or you can play against one of the 
bosses, depending on how far youÕve progressed through the game. The arena 
mode also features the interactive stuff too so you can smash each other to 
pieces with various glass bottles, iron bars, trashcans etc. ThereÕll be around 7 
different arenas.

The characters have each got around 50 moves, not including the special moves. 
There are even two player co-operative moves so you can really gang up on the 
baddies together.

Interview with Ken Lockley, Producer

Firstly, who came up with the idea?
The original idea for producing a fighting game came from Roberto Cirillo (lead 
artist) and Mac Avory (lead programmer PSX)
There is one main objective and that is to get to and defeat the crazy Dr. Zeng. 
The only other objectives are to stay alive long enough to do so.
The locations range from the City, Downtown, Parks to Subway's, Airbases and 
Secret Island bases.

What facets/movements/special powers do the four main characters have?
Each of our four characters has their own special movements as well as the 
generic punches and kicks. They do not have Ôspecial powersÕ as such, but 
they do have devastating special moves. These special moves are specific to 
each character.

How realistic is the movement of the players? Have you full 360 degree 



movement and have you designed your own 3D engine?
The movement of the players is as realistic as the team is able to get without 
using motion capture. It would be nice to use motion capture, but with the 
number of enemies and main characters is would use too much memory up and 
would also be much more time consuming 
Fighting Force offers full 360 degree movement. The engine is a completely new 
design - you will notice big differences between this engine and some of our 
previous ones.

You quote the locations are big - how big in terms of screens, or even compared 
to another game?
The locations are as big as we can get them for a full 360 degree fighting game 
with lots of things going on. We have had to cut the number of polygons down 
several times in order to keep the game working and running at a decent speed. 
Couple this with the fact that we have up to 6 characters on screen at any time 
with special effects and lots of fully moving backgrounds and vehicles, we think 
the levels are fairly big.

Also mentioned is the fact that is a cross between games like Tekken II and Die 
Hard. Does this compromise fighting or action, or do we get an even better game 
on both counts?
We think we are getting an even better game on all counts. It certainly doesn't 
hamper the action as there is a great deal more going on in Fighting Force than 
in Tekken or Die Hard. The fighting is probably not as clean as in Tekken, but it 
still has an edge with it's varied array of moves. We have also added the extra 
battle arena mode which includes the added bonus of being able to pick up and 
use objects around you. The game is really influenced by arcade classics such 
as Double Dragon and Streets of Rage.

Die Hard was very frantic without any real learning curve. Does Fighting Force 
allow the player more time to familiarise himself with what is going on?
You can always go into the Battle mode first to try and learn your moves, but as 
with any game of this genre, you are thrown straight in so you must fight and 
learn at the same time. The better and wiser you become, the further and more 
experienced you get. So the learning curve is fairly straight forward, you learn as 
you go, but lets hope youÕre not a slow learner!
  
When you fight are you confined within a limited play area or can you run off and 
move freely around?
You can run and roam around freely, but the camera has a fixed limit. So 
although you will be able to run far into the distance, you may find it hard to 
control your character from such a long way off.



With so many movements (40-50 per character) how hard is it to learn them?
It will be fairly straightforward to learn the movements, none of them are overly 
complicated. They are based around single and multiple taps of the pad, so if you 
press a button once you get one move, press it twice and you may get two 
moves the same, or each may be different. It is just a case of trial and error as 
with any fighting game. We have tried not to make it as complicated as some of 
the fighting games, because there is so much going on in Fighting Force. People 
may get confused if the moves are too difficult to perform.
 
Does the AI within the game detect how good the user is and adjust the level or 
even change tactic if you keep using certain moves?
The AI is very clever and the baddies certainly do react to the moves you perform 
on them. Some of the baddies have better AI than others and will adapt to your 
attacks. The AI does allow the baddies to change their tactics if you keep using 
the same move over and over again. They will also stop to have alook around for 
weapons, and if you drop your own weapon they may pick it up and use it against 
youÉ

The player can interact with the scenery. Is this essential for gameplay or is it 
there for cosmetic purposes?
It is not essential to find things, but in certain areas it will help you a great deal. 
You could be stuck in one place for 5 minutes, but if you had found a rocket 
launcher or some other device it may have only taken a minute! We think it is an 
essential part of the game though, to be able to use the things that you may find 
around you, just like in real life. 

If you die, is your game saved when you reach certain stages?
You will be able to save your game at certain points within in the game. 

What type of interaction is there within the game and how do you find out what is 
required?
We are trying to make the interaction as seamless as possible. There will be 
pointers along the way to help you and there will also be parts of the game where 
the computer will take over and move you to another area. We don't really want 
to give too much away about the secret areas, but if you watch the game closely 
you will be able to find them!


