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Title: Samurai Jack 2004 (tentative)

Developer: Vision Scape Interactive

VSI Internal Producer: David Lucca

Platforms: PlayStation 2 (Lead SKU), XBOX, Gamecube
Shipping: September 2004 (simultaneous release)

Samurai Jack is an exciting action adventure game for the PS2, GameCube, and
Xbox. The target audience are fans of the animated TV series and gamers who love
extreme action and martial arts movies.

Unique Selling Points

Samurai Jack ups the ante for 3D action adventure games! With this game Vision
Scape Interactive will bring many innovative ideas to the screen. The game will re-
tain the surrealist style of the Emmy nominated animated series, Samurai Jack, and
blend it into a extremely playable mass market 3D adventure. Samurai Jack will in-
clude the following genre breaking features:
- A Multitude of exciting weapons and fighting styles

Non-Linear mission based gameplay

Fast paced action packed gameplay

Visual display of damage to Jack’s body

Dismemberment of opponents

Innovative combo system featuring slow motion and split screen combo attacks

Exciting boss battles, with stylized fatalities

Interactive and destructible backgrounds

Fight many enemies on screen simultaneously

The High Concept

Samurai Jack will be an exciting 3D action adventure game. It will combine the
highly stylized action from Devil May Cry and blend it with the adventure and explo-
ration of The Legend Of Zelda. The action takes place from a 3™ person perspec-
tive. The player controls “Samurai Jack” as he unleashes his blade of fury against
Aku and his minions.

The ultimate goal of the game is to help Jack find his way home. He must seek out
and collect various artifacts which will aid him in returning back to his proper time.
Jack will go on many adventures to collect the artifacts. These adventures will take
him to many strange lands where he will encounter various creatures such as vam-
pires, yetis, demons, and bounty hunters. If Jack can survive the gauntlet of evil
placed in his path, he must then face off against Aku for the final showdown.
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Camera

Samurai Jack will feature a dynamic 3™ person camera that will follow the player
and will adjust to give the player the best view of the action.

Look & Feel

The game will be executed in a 3D style that best suits the needs of the gameplay
and yet retains the stylized animated look of the animated series.

,E‘ig
2
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The Story

Samurai Jack transports the player to a fantastic world being crushed under the
thumb of Aku, the shape shifting demon. Aku has unleashed his fiendish hordes of
diabolical robots and monsters into this world, terrorizing innocent townsfolk. The
user plays the role of Jack, a wandering Samurai. Jack must find a way to help
those in need and search for a way to get back home. Throughout his adventure,
Jack will need to find the mystical artifacts that will transport him back to his correct
time period. During his journey, Jack will meet many different allies as well as a host
of fiends that want to destroy Jack.

Gameplay & Combat

Jack is a master samurai skilled in many different fighting arts. Jack will have a ro-
bust amount of fighting maneuvers to use against his opponents. Jack will be able to
utilize a wide repertoire of sword techniques to slice, dice, and julienne Aku’s min-
ions.

During combat the closest opponent(s) will automatically be targeted for the player.
The enemy will have a button icon placed over its head that corresponds with the
buttons on the joypad. For example if there is one enemy it would have the “Circle”
symbol atop it's head. The player must press “Circle” to attack that particular enemy.
If there are multiple enemies, the next enemy would have an “X” atop it's head and
so on. This will allow Jack to attack opponents in any direction if there are multiple
opponents, without the player needing to orientate himself for every enemy. The
game Al will automatically assign the button commands to the opponents that are
closest to Jack.

Samurai Jack will utilize a simple but thorough combo and special move system.
Any additional face buttons on the joypad will be used as modifiers to the combo.
First the player must strike with the assigned blow, before that strike ends the player
must follow up with a modifier blow. If the player is quick enough he can add addi-
tional link to the combo chain and strike another blow to his opponent. For example
the enemy has an “Circle” over his head, the player starts the attack by pressing
“Circle”, to continue the combo the player presses the modifier buttons “X,X,X".

The following are some examples of the moves used within the game. Slash refers
to the default “attack button”, i.e. “Circle” button on PS2. Modifiers are any other at-
tack button, that are not being used to target enemies, “X” and/or “Square”.

Simultaneous Attacks on Multiple Opponents

If the player has 2 weapons equipped, the player can attack 2 opponents by press-
ing 2 buttons simultaneously. For example if there were 2 enemies, 1 with “Circle”
atop his head, the other with “X”, if the player presses “Circle +X” at the same time,
Jack will thrust one of his swords into each opponent. This maneuver sacrifices a
combo attack.
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Fighting Styles

Slash: Jack's Basic Slashing Attack, workmanlike but effective for inflicting damage
on the enemy.

Ronin’s Fury: Jack slices high, then low and strikes a finishing blow through the op-
ponents mid section.
Button Input: Slash, Slash, Slash, Slash

Shadow Blade: Jack delivers a fierce strike to the front of the opponent, then slides
to the rear and delivers another attack slicing the opponent in half.
Button Input: Slash, Slash, Modifier, Modifier

Divine Wind: Jack gracefully lunges at his foe, rapidly slashing his sword, slicing
and dicing his foe. At first it appears that Jack's rapid fire attack missed its mark,
however, slowly we see sections of the opponents body falling apart like lunchmeat
out of a slicer.

Button Input: Slash, Modifier, Slash, Slash

Dragon’s Fang: Jack stabs his opponent and makes a rapid slicing motion while
the blade is still inside the opponent. When Jack removes the blade, the opponent
explodes.

Button Input: Slash, Modifier, Modifier, Slash

Unstoppable Blade: If Jack can successfully connect with the first two slashes, the
rest of the attack is unstoppable resulting in instant destruction for Jack's foe.
Button Input: Slash, Slash, Modifier, Modifier, Slash

Cinematic Combo System

What will make Samurai Jack different from other 3™ person action titles is the
unique cinematic combo system. We will retain the cinematic style of the show dur-
ing the combat sequences of the game. When Jack has decimated his opponents
within an inch of their lives, the player will be presented with a pattern of joypad
commands that they must follow in consecutive order, if the player completes the
sequence he will execute a super stylized combo sequence as he puts the final
death strike on his opponent. We will display the split screen action and slow motion
techniques from the TV series as the player executes the combo.

A brief note about the opponents in the game. All of the creatures that Jack fights
will be monstrous and/or robotic in nature. Any fluids that spout from these creatures
will be oil or green goo. The #atalities® will be done in a surreal and stylized manner
similar to the animated series.
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Interactivity and Objects

Not only will Jack's opponents suffer damage, but Jack himself will get scratched
and his clothing will tear during fierce battles. Additionally, objects in the background
will be destroyed when Jack strikes them with his blade or if an enemy (or Jack)
gets knocked into them.

In addition to a vast array of sword techniques, Jack will also increase his arsenal of
weaponry throughout his journey. After defeating certain enemies and completing
quests, Jack will be rewarded with unique weapons that will help him battle Aku.

Not only will the characters and creatures take damage, but the world of Samurai
Jack will be fully interactive. Players will be able to effect their environment. Players
will be able to break boxes, shatter windows, kick down doors and smash tables.

Additionally, the world itself will be a malleable object. Earthquakes will terraform the
terrain, creating obstacles and hazards on the fly. Players themselves will be able to
effect the terrain and environment. For example, the player can knock down a tree
to create makeshift bridge to cross a chasm.

Opponents will also be able to transform the environment. For example a giant with
a large hammer can pound the ground and creating large craters in the playfield that
Jack must avoid.

Stealth Mode

Jack also has the ability to make himself near invisible and enter 2Stealth Mode®.
Stealth mode will allow Jack to sneak up on opponents and either watch their be-
havior or tip toe up to them and deliver a quick kill. To enter stealth mode Jack must
stow all weapons or any item that might alert the enemy to his presence. The player
presses the joypad towards a wall to adhere to it. By pressing left or right, Jack can
scuttle alongside the wall. Jack can move to the edge to peer around the wall to spy
on opponents. Jack can also use claws to scale walls and ceilings and lie in wait for
opponents. When and opponent enters the area Jack can then drop down for the
kill.

Ranged Weapons

Not only is Jack a master of the Samurai blade but, Jack is also proficient in arch-
ery and other ranged weapons. Jack also can hurl razor sharp shuriken at his oppo-
nents. Ranged weapons can be used to fire off quick attacks at opponents. Addition-
ally, Jack can perch on the rooftops and fire off sniping attacks at Aku's minions. To
use the ranged weapons, Jack needs to equip the weapon and hold down the 2Right
Trigger® to attack. The Sniping Mode is used with the bow & arrow or crossbow and
the game is viewed in 1* person mode. Jack remains stationary, but can move his
view to focus on targets.
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Some ranged weapons can be used in combination with hand to hand weapons.
The @Right Trigger® acts as a modifier button in the combo chain.

Jumping & Climbing

Occasionally, there will be locations that are located far above Jack or beyond a
wall. Jack will either need to climb or use a grappling hook to reach the location. For
short distances the player can press the dump® button and Jack will leap in the air
and automatically grab the ledge or land on a low platform. Additionally, the jump
move can be used in combat allowing Jack to strike foes from above.

To reach areas far above, Jack will need to use a grappling hook to scale the wall.
To use the hook is as simple as equipping it and pressing the action button.

Life and Death

Jack will have 2 status bars. One status bar represents Jack's health. When it is de-
pleted from taking damage, Jack will 2die®. When the player dies they will be regen-
erated at the last save point.

The other status bar represents his 2Chi° Jack's 2Chi° will increase based on how
many successful attacks the player lands on opponents.

Additionally, the more Jack is attacked, the more he will get scarred and have his
clothing ripped and shredded from his body, After a certain amount of hits, Jack's
face will scowl and a shroud of energy will emit from his body. When this occurs
Jack will have battle rage. While the shroud of energy is emitting from his body, he
will do more damage when he attacks. This will occur automatically.

Saving the Game

Throughout Jack's quest he will visit many temples. In these temples Jack can heal
and save his progress. If the player dies during the game, Jack will be resurrected at
the temple.

Audio

The game will retain the aural feel of the program by utilizing an orchestrated score
with a similar feel of the animated series. Additionally, we will use voice samples
from the series as well as record original dialogue for the game.
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Adventuring

One aspect that will separate Samurai Jack apart from other fighting games on the
market, is that it is more than a simple hack and slash beat ‘em up. Jack will em-
bark on exciting quests and adventures. A typical scenario will involve Jack helping
an innocent or completing a task. In the process he will face off against various dia-
bolical minions of Aku. Once Jack crushes his opponents he will be rewarded with a
piece of an artifact that will transport him home. Once Jack finds all of the necessary
artifacts he will face off with Aku to claim the final piece. Once Jack defeats Aku,
home will just be a portal away...Can Jack defeat Aku and his demon hordes? Find
out in Samurai Jack.

Mission Types

The player will take the lead in many different types of action packed adventures.
This is not an average hack and slash game. The game will be mission based, the
player will have to complete tasks between the mayhem. To complete his goal Jack
will need to complete various missions throughout his journey.

Protection: Jack becomes the guardian to a certain person, or object. Jack
will need to protect his target at all costs.

Rescue: Jack sneaks into enemy territory and rescues trapped villagers or
allies. He then escorts them back to safety.

Search and Destroy: Jack seeks out an enemy or an object and destroys it.

Retrieval: Jack slips into the enemies' domain to retrieve an object and returns
it to its rightful owner.

Hold an Area: Jack defends a certain piece of territory from an onslaught of
enemy hordes.

Side Quests

Throughout the journey, Jack will encounter many characters. Some of these char-
acters will send Jack on missions that are not needed to complete the game, how-
ever, these quests will reward Jack with unique objects and power ups. To trigger a
side quest the conditions will be very specific and somewhat obscure. For example,
talking with a specific character only if Jack's weapons are stowed. The goal for
these quests are to encourage and reward the player for hardcore exploration and
replaying of the game.
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Controls
PS2 Button Configuration

L1—-9 Select Start/Pause

+——R1

Left Analog Stick Right Analog Stick

Playstation 2 Controls
Basic Player Controls

Left Analog Stick Commands
Up=Away from Camera (Forward)
Down=Towards Camera
Left=Left

Right=Right

Stealth Mode=Sheath weapon and move close to wall

Button Commands

Circle=Attack/Action

Square=Attack

X=Attack

Triangle=Jump

L1=Block

R1=Ranged weapon

Right Analog Stick=Change weapon/ sheath weapon
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Gamecube Button Configuration

R Button
L Button 7 Button
~ N GAMECLUBE
Y Button
Control
Stick A Button
B Button
Control
Pad C Button

Start/Pause

Gamecube Controls
Basic Player Controls

Left Analog Stick Commands
Up=Away from Camera (Forward)
Down=Towards Camera
Left=Left

Right=Right

Stealth Mode=Sheath weapon and move close to wall

Button Commands

A=Attack/Action
B=Attack

Y=Attack

Z=Jump

L=Block
R=Ranged weapon

Right Analog Stick=Change weapon/ sheath weapon
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Xbox Controls
Basic Player Controls

Left Analog Stick Commands
Up=Away from Camera (Forward)
Down=Towards Camera
Left=Left

Right=Right

Stealth Mode=Sheath weapon and move close to wall

Button Commands

A=Attack/Action
B=Attack

X=Attack

Y=Jump

L=Block
R=Ranged weapon

Right Analog Stick=Change weapon/ sheath weapon
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Power Ups

During Jack's quest he will find various relics and artifacts that will increase his
power along the way. These items will remain in the player's inventory until used.

Offensive Power Ups

Throughout his quest Jack will discover a number of offensive power ups. These will
be useful for quickly dispensing the enemy. Jack will be awarded the power ups by
completing quests and defeating bosses.

Robot Arm: This allows Jack to have quicker and stronger attacks.
Bow: Jack will be able to attack enemies at a distance with the bow.

Dual Katanas: Jack will be able to attack multiple enemies simultaneously with 2
swords.

Power Suit: Not only does this suit increase Jack's
defensive power, but it will increase his jump as well
as his offensive power.

Shuriken: Jack can hurl these flying stars for quick
ranged attacks.

Crossbow: Rapidly fires bolts at opponent

Bisento: Jack can skewer opponents with this ancient spear like weapon.

Kusari-Gama: This sickle attached to a lengthy chain can be as a grappling hook
that allows to Jack to climb high walls or it can be used as a weapon to destroy op-
ponents.

Nunchaku: Jack can crack skulls with these pair of
clubs joined together by a chain.

Gattling Gun: This rapid firing gun will decimate mul-
tiple opponents simultaneously
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Defensive Power Ups

In addition to a vast array of offensive power ups, Jack will also be able to find
pieces of armor that can be worn to protect him from attacks. After Jack dons the ar-
mor it will be placed on his body until it is removed or destroyed. Damage will not be
localized to a specific body part. Each item below will add to a cumulative defense
rating for the character.

Armor: Provides jack with some defense against his
enemies

Helmet: Protects Jacks head from damage.

Shield: Allows Jack to absorb more damage.

Special Abilities

In addition to power ups Jack also possess some
unique Samurai abilities that will aid him in his fight
against Aku.

Focus Chi: This allows the player to increase his attack
power and speed for a brief amount of time. It makes it
easier for the player to successfully complete combos.

Battle Rage: When Jack takes too much damage, he
will go into a battle rage and inflict more damage on his
opponents. The battle rage will stay with the player until
combat is over.
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Cast

During his journey Jack will encounter many different characters. Some will give
clues or send him on a mission others will assist him in combat. Others work for
the side of evil and are out to destroy our hero.

Samurai Jack: The hero of the adventure.
Samurai Jack was born and bred to be a war-
rior. He was raised in the Buijitsu code, the an-
cient rules of Samurai life handed down from
one generation to the next. As a young man,
an evil wizard named Aku conquered his land
and Jack was sent away from his family to ac-
quire the skills he would need to free his peo-
ple. He studied with Greek philosophers, Ti-
betan monks, and lItalian scholars to hone his
mind while also learning horsemanship, the way of the sword, and martial arts.
When Jack is banished to the bleak future, it is his mental and physical training
that helps him survive in this strange new world. A man of very few words, Jack
has expressive eyes that tell his story better than anything he could say.

Aku: Samurai Jack's chief tormenter is a super-
natural beast whose reign of evil has infected
mankind into a realm of hate and darkness. Aku
takes many forms, shifting shapes but creating a
looming malevolent presence at all times. Aku
knows that Samurai Jack is the only force that
can defeat him and interrupt his rule, so he is ob-
sessed with doing everything he can to thwart
the displaced warrior. The wizard dispatches an
army of minions, including insect-like robots,
whose sole purpose is to find and defeat Samu-
rai Jack.
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Co-Stars

The following is a list of the supporting players that Jack will encounter during his
journey. Some characters such as The Scotsman will aid Jack in combat. Others
are citizens in need who are in dire need of Jack's assistance.

Scotsman: The Scotsman is one of Jack's loyal
allies. The Scotsman will be an NPC that will aid Jack
on his journey. He will provide extra muscle in tense
battles.

Orphans: Jack will need rescue these hapless tots
from Aku's evil clutches.

Townsfolk: The townsfolk are in need of Jack's
assistance.

Ikra: She is an ally of Jack who is searching for her
father. Together they team up to fight Aku. Ikra will be
another NPC that will assist Jack in battle.
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The Adventures

Jack will journey through many exciting and exotic lands as he completes his quest
to get back home. The player will travel through an overworld to go between adven-
tures. These overworld sections will allow the player to collect additional items and
weapons. The player can go in any direction on the overworld map and can
complete the adventures in order he sees fit. However, some adventures might be
more difficult than others. To inform the player of the difficulty level of a particular
level, we will color code the signposts to the levels in the following manner.

Red=Hard

As stated previously: All of the creatures that Jack fights will be monstrous and/or
robotic in nature.

Jack and the Golden Vampires
The Setting: This adventure is set in Ancient China.

The Setup: A town is being held captive in their house by the un-
dead. The local gravedigger has made a pact with Aku and has
let the undead roam free. Jack must face off against the hordes
of undead hopping vampires and zombies and restore peace to
the town.

The Boss: The Grave Digger

Jack and the Viking Princess

The Setting: This Scandinavian skirmish is set in the Nordic
North

The Setup: Jack hears a rumor regarding a piece of the artifact
needed to return home in a distant land across the sea. Jack ar-
rives in a Northern Nordic land full of brew swilling Vikings. Upon
landing he finds a small blond haired girl. Putting his own issues
aside he decides to return the young lass back to her home. The
quest to reunite the child with her parents is a perilous one as
Jack must over come yetis, ice wolves and the elements.

The Boss: A Viking Warlord

Confidential
This document is the exclusive property of Vision Scape Interactive, Inc.
17



Hard Times for Jack

Mummy Dearest

The Setting: This dogpatch dogfight is set in a trailer park.

The Setup: Times can be tough for a wandering Samurai and some-
times you have to fight for your food®. Jack stumbles upon a trailer
park community with other denizens who are suffering the same
fate. Jack spots a sign that says wrestle the champ, win $10,000
dollars. Jack faces of with champ in the squared circle. However, it
turns out the champ is one Aku's minions and the match is a setup.

The Boss: A masked hillbilly clad in blue overalls with deadly banjos

The Setting: This sandy struggle takes place in Egypt.

The Setup: Jack travels to the pyramids to collect another artifact.
Once again Aku has enslaved the townspeople to build Pyramids.
Jack must defeat Aku's mummified minions and free the towns folks

from servitude.

The Boss: Anubis

The Boss: Yeti

Jack to the Future

Eskimo Pie

The Setting: This frosty fight takes place on a Polar Ice Cap

The Setup: Once again Jack must brave the cold and he journeys
across the great white north to find another artifact. However, he
soon realizes that he has made a mistake. He is really at the equator
and Aku has cursed another village. Jack must find and destroy the
source of Aku's curse and return the sunlight back to the village to
save its citizens from frostbite.

The Setting: This manga inspired massacre takes place in Tokyo.

The Setup: Jack arrives in futuristic Tokyo, it is under attack from
Aku's humongous minions. Jack must don his Power Suit and repel
Aku's giant sized sentries.

The Boss: Giant flying reptile
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Jack Goes to Hell

The Setting: This ultimate battle takes place in a blazing inferno.

The Setup: Once Jack has collected the necessary pieces to con-
struct a portal to return home. Jack must confront Aku one last time.
In the Aku's fiery domain. Jack must defeat hordes of winged devil
wenches, and devil dogs before facing off with Aku one last time.
Will Jack muster up the strength to defeat Aku????

The Boss: Aku
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Rogue’s Gallery

The following is brief list of some of Aku's monstrous minions that will terrorize Jack
throughout his adventures.

Evil Jack: An evil robotic version of Jack created by
Aku.

Yeti: An abominable snow beast that attacks Jack.

Robo-Army: An army of robotic soldiers sent to de-
stroy Jack.

Robo-Beetle: One of Aku's most popular minions; these
six legged pests are constantly plaguing Jack.
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Roque’s Gallery

The following are a sampling of some of the evil doers that Jack will battle in the
game. The game will feature many monstrous creatures, some will be from the se-
ries, others will be created specially for the game.

Ultra-bots: Deadly transforming robots that are stalk-
ing Jack, trying to send him to an early grave.

Kali-Ma: Ancient multi-armed beast that wants to
tear Jack apart limb by limb by limb.

Warriors 3: These mercenaries on Aku's payroll are
hunting Jack down.

Wyvern: This demonic winged beast attacks from
above and needs to be attacked by ranged weapons.
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Special Features

In addition to a fantastic adventure game, Samurai Jack will also include the many
exciting bonus features:

Secret Modes

After beating the game, the player will have the option of playing through the game
in a variety of different costumes and characters.

Secret Costumes: Jack can play through the game clothed only in his Mawa-
shi, (Samurai 2Underwear©). The player can also play as Gangster Jack, or Evil
Jack.

Secret Characters: The player can also play through the game as The Scots-
man or lkra.

Mini Games

When the player completes various goals in the game, he will be rewarded with arti-
facts, however if the player does something exceptionally well, such as kill 100% of
all enemies, completes 100% of all combos, the player will be rewarded with mini
games that can be accessed from the main menu.

Banzai Mode: A timed event where Jack must destroy as many enemies as
possible in a fixed amount of time. This will be a mini game or bonus game.

Jack & Field: Various characters (Jack, Aku, lkra, etc.) within the game run a
race through the Japanese country side. Players tap joypad buttons to increase
speed.

Jam Master Jack: Jack busts some moves on the dance floor. The player must
input a string of moves on the joypad to keep Jack dancing to the beat.

Smack a Jack: This mode allows 2 players to face off in an arena and pummel
each other to a pulp. Players can selectJack, Aku, lkra, The Scotsman, or the
characters featured in the game.
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Screenshots

The following are screenshots from the actual Samurai Jack game in development
by Vision Scape Interactive on the following Next-Gen platforms: PS2, XBox &
GameCube.
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More Screenshots

The following are screenshots from the actual Samurai Jack game in development
by Vision Scape Interactive on the following Next-Gen platforms: PS2, XBox &

GameCube.
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About Vision Scape Interactive

The Development Team

Vision Scape Interactive is based in Poway, CA, several minutes from San Diego.
They are on the verge of completing action/rescue-shooter SeaBlade for Simon &
Schuster Interactive. Currently VSI employs 45 employees. The employees of VSI
experience is not just limited to the world of video games, but employees have ex-
periences in many different forms of media including comics, film, computer graph-
ics, and special effects. In the past VSI Team members have worked for such re-
nowned companies as Atari, Nintendo, Sega, Electronic Arts and Disney.

Current projects:
- SeaBlade (Simon & Schuster)
- Nickelodeon-based game (THQ)
- NPCs and Map Zones for upcoming Everquest: The Planes of Power Expan-
sion Pack (Sony)
- Tech Deck Dudes-based game (Publisher TBD)

Completed work:
- Razor Racin’ (Crave)
- X-Bladez: Inline Skater (Crave)

In addition, below is a sampling of VSI's contribution to other projects:
- Everquest: Shadows of Luclin (textures)

- NBA Shootout (models, textures, lip-sync animations)
- Run Like Hell (models, textures, lighting)

- Jet Moto 3 (crafts, characters, intro)

- Twisted Metal 3 (cinematics, craft models, animations)
- Twisted Metal 4 (characters, craft models, levels)
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