Introduction

Understanding Saints Row PSP

Saints Rowndercoveifor PSP is intended to be a successful expansion of the Saints Row franchise
into the handheld market. It will contain the same core game play elements as thgeegames;
scaled backd fit within the constraints of the platform, schedule and budget. The following document
should provide the reader with knowledge about the team's goals for both the development process
and for the presentation of the game.

WARNING: The screen captutsed to illustrate areas reflect Saints Row 2 agsétgy do not
reflect the lower resolution, lower polygon, smaller texture requirements of the PSP.

Project Overview

Design Goals

It is our goal to present Saints Row PSP as a tight, robust iteratiba 8&ints Row franchise. The
target platform will obviously limit some aspects of the game, but we will focus on the story, characters,
and extensive game play elements to create a compelling game that can be carried in your back pocket.
Our target refer@ce is the Grand Theft Auto games for the PSP which we look to equal or excel in
creating an open world environment that you can play the way you want to. Saints Row for the PSP will
reflect the unique elements that are contained in the next generatiosieis, while simplifying the
environment and focusing on the most popular of the existing activities, diversions, and mission styles. 1
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also be available irhe PSP version: 1) Combat, 2) Customization and-@pGyameplay.

Features

Saints Row PSP offers a wide variety of game play elements as exist in the franchise. In addition, we
will be looking at exploring new activity types specifically for thisioer8y the numbers, the game can
be described like this:

1 2 Contested Territorieg Stilwater

0 RanjaSaintsterritory)
0 Saintgerritory
1 20 Story Missions
0 3prologue missions
o 15story arc missions
0 2epilogue mission
1 All 20singleplayer missions will be ailable for CeOp Play (see detailed section regarding
Cooperative play below)
1 Activity Types
o Insurance Fraud(instances eaclf levels per instance)
0 Snatch 2 instances eaclt levels per instance)
1 3 Stunt Detection Diversions
o CD Collection
o0 Exploration
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o Sunt Jump Collection
9 2 Driver Skill Diversions
o Racing
A Sports Car
A Average Vehicle
1 2Emergent Diversions
o Chop Shop
1 6 Store Types (Ul Only)
0 Weapon Store
Body Shops / Garage
(WishList)Jewelry
Barber Shops
Restaurants / Liquor Stores
Clothing Shops
(Wish ListTattoo Shops

O O OO0 0O

Functionality

Beyond simply the volume of content to be provided (as described in the section above), in order to
get a clear picture of the entire game, we need to describe specific functional elements that are
planned, or in some cases,tq@danned (as distinct from what was present in the prior game). The list
below provides that detail, in order to accurately set expectations of what will be in the game. Each
component which mer# additional description will be addressed individuadtel in the document.

1 Multiplayer: CoOp Play through the SP flow is planned
1 Mini-Game Diversionare NOT planned
9 Pushbackare NOT planned
1 Gamewide Systems
o Save/lLoad
0 Mission Checkpoints
0 Tutorial Messages
1 Combat Mechanics
o Ground Combat
A Meleec Fists, Btons, Knives, Crowbars/Bats
A Auto Aim
A Human Shield
A Sword Al and Combaire NOT planned
0 Vehicle Combat
A Attack Helicopters, On Rails
1 Mounted Weapon
1 Weapon Systems
o0 Individual Weapons
A All SR2 Weapons
0 Helicopter Weapons
A Mounted Minigun
0 Vehicle Weapons
A Singlevehicle with Mounted gun
0 General Weapon Functionality

Page?2



Weapon Autoswitch

Ammunition Systems

WeaponRed Dot Sight

Weapon Spread Indicator

Weapon Al Reactions

Weapon Laser Lock On
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1 Al Systems
0 Ambient Peds
A Walking, Destination, Reaction, Idling, Commenting
0 Police Response
o0 Gang Members
A Peds + Weapons
A Affiliations
A Ability to take cover
A Allied Gang Member Al (Teammates)
0 Vehicles
A Nav point movement
A Obey traffic signs / laws
A Reactive behaviors
A Unique scripts for hijddng, etc.
o Combat
A Provocation
Cover
Inspiration by player action
Reaction to events / stimulus

> > > >

o Voice
A Commentary based on situation
0 Spawning
A Based on mission scripts, player proximity
0 Boss Al
A Specific Ai capabilities based on Boss descriptions
A Additional Acharacteristics

1 Health
1 Aggressiveness
1 Accuracy

0 Activities & Missions
A All Al triggers and paths set up to accommodate mission descriptions
9 Customization
o0 Limited Player Customizatiois planned
A Body TypeSkinny, Medium Build, Muscular, Overweight
A RaceBlack, white, Latino, and Asian
A Hair Color:Slider for range of colors
A Hair StylePre-set # of unique looking hair styles
0 Limited Clothing Customizatiois planned
A Outfits: Preset combinations of clothes in varying styles
A Can be purchased at the player crib
0 Vehicle Customization
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A Packages available in shops, allowing the player to adjust:
9 Cosmetic: Color, Decals, Engines, Wheels, Roof
1 Performance: Acceleration, Brakes, Suspension
1 Vehicle Types
o Cars/ Trucks
0 Motorcyclesare NOT planned
o Watercraftare NOT planed
0 Helicopters (OfRails)
1 City Ownership
0 Cribs
A Ul Screens ONLY (No Interiors)
A Access to Weapons Stash, Cash and Vehicles
A Limited crib customization
1 Reward Systems
0 Mission Rewards
0 Activity Rewards
o Diversion Rewards

1 Streaming Content
1 Mid-Mission PreRenderedCutscenes
0 Subject to technical review and budgetary constraints
0 Possible to be replaced with graphic novel style 2D imagery
Game Flow

The ultimate goal of the game is to complete2dlisingle player missions. As in the original SR1,
missions cost th@layer respect points to open and play. The player earns respect points by playing
activities and diversions. Initially, the first prologue (tutorial) mission is availablehiRgnibat, the next
prologue missiomecomes available followed by the finaprologue mission Finish all 3, and thplayer
begins the game in Stilwater, to explore the city, play diversions and activities, and begin the first
mission at his leisureComplete all missions and strongholds to finally open upgpioguemissions.

These missions are played linearly, culminating in the final mission which resolves the overall game story
arc.

As the player is a corrupt undercover cop in the PSP game, the prologue missions wilire#uh
core game mechanics through Police Académaining at Stilwater PDEach of the story missions and
strongholds will then earn you neighborhood territories the Third Street SaintsThe last mission
ends with the player given the ultimate choice of staying with the cops or joining with thes $@i real

If you just earn enough respect to open the missions and play the game straight through, you will be
around 6570% completion of the game. One hundred percent completion would include playing all the
activities and diversions all the way thugh, which includes things like finding all the hidden CDs and
completing the multiple racesA player can easily complete the game (the missions) by picking and
choosing their favorite activities and diversions to play; this makes for a uniquely tgibomreey to the
end of the row.

Unlocking rewards is an integral part of the Saints Row experience and will be honored here
completing activities, collecting CDs, etc. will get you the relevant rewards (vehicles, clothes, etc.).
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Setting

The Saints Row PSWorld

The game world is a vital part of the Saints Row PSP experlarhe.last draft of this document,
the game was sdhe time frame between Saints Row 1 andéflectingthe cityand the power
struggles withirStilwater on its way toward theerson we see in SR2nstead, we are setting the
events of SRRSP after the events of SR2 to capitalize on the popularity of that.gamthe start of the
game the city has been split as a result of a civil war within the Saifite. Third Street Saintasho the
player joins, possesses only a little area in the middle
The following pages should give the reader a sense of how the world will straddle the old and new
Stilwater.
1 Stilwater
o City Background and Setting
A Stilwater has been megeleaned up whe we arrive at the city during Saints
Row 2. Ultor has moved in big time and completehpudt the Row and
renovated the historic church, not to mention adding an underground research
laboratory and massive headquarters. Overall, however, the city has theing
pretty well and at least partly due to the stabilizing influence of the Saints, and
the overall increased flow of money in and around the city (both legal and illegal
activities), much of the city has been beautified and some areas have been
exparded to include amenities that appeal to the new upscale living of many of
its inhabitants. The new Marina and Museum Expansion areas are typical of this
new face of Stilwater. Even the poorer neighborhoods have gotten into the
spirit of cleaning up theimage and have organized to keep the graffiti down
and the garbage picked up. And where there is money, there is competition.
And this competition comes in forof the rise of herival factions within the
Third Street Saintded by Lady Ranjawho breakaway as our game begins
0 SR2 SR1 City Rse
A We will be using assets from Saints Row 2 for the bulk of our game as templates
from which to create a lowepoly, smallettexture world as befits the platform.
The streets will be the same, the neighborhoaxihdaries maintained (with
minor adjustments), and the signature buildingscreated. Many buildings of
similar appearance in SR2 will become essentially the same as part of our
optimizations. The only districts that will be reverted to the Saints Ratatliss
are Saints Row (3 neighborhooasid Docks (Poseidon Alleyin addition, some
of the bridges and freeway structure may revert to accommodate these changes
(freeway into the airport, bridges into the Row). District expansion to the west
will not beincluded (Suburb Expansion, Trailer Park, and University). In addition,
to balance out the territory acquisition numbers, we are removing a section of
the Docks that is easily trimmed along the coastline.
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REMOVED 9/9/09
REVIS

Figurel: Rough Map of Mbrid Stilwater, indicating the neighbrhoods reverted to SR

o Districts

A Returning Districts

Downtown
Barrio
Docks
Projects

Arena
Chnhatown

Factories
Truck Yard
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Revgrt Saints Row
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Saints Row District
High End Shopping

Red Light District

A Reengineered Districts
1 Museum Expansion
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o Stilwater Building Interiors
A Since interiors will require additional load tiraed memory footprinion the
PSP, we will be replacing many of the standaed not mission spect)
interiors (stores and cribs) with Bhsed interfaces. This will streamline the
purchasing system for the player.
9 Building Interiors Plan
o Additional detail will be provided when missions and
strongholds are finalized
9 Building Interiors Specs
0 Additional detail will be provided when missions and
strongholds are finalized
1 Building Interior Replacements (Ul only)
0 Weapon Stores
Body Shops / Garage
Barber Shops
Restaurants / Liquor Stores
Clothing Stores
(Wish List)rattoo Parlors

O OO 0o

FRIENDLY FIRF
<« AW sunTeun RIFIF sprciml T LA >

INVENTORY
AR-40 Xtnd.

$2,125.00 Cash $20,594.88
PURCHASE

BACK RESUME

Figure2: Example rough mock up of Ul purchasing interface.
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Story

The Next Chapter

The narrative of Saints Row was largely praised by reviewers and fans alike; Saints Row PSP will
continue with a heavy emphasis on game story. Playing as@ercovercop, youare charged with
investigating the civil war within the Saints, and helping to heal these divisions for the good of Stilwater

This section provides a detailed outline of the game's story and provides background information on
the characters, deired cast, and setting. Additionally, informational capsules on each cutscene and
mission are integrated into the story outline.

Background Information

1 The story so far: SR1 and SR2
0 Nutshell: SR1. Player joins Saints, Saints take over Stilwater byyilegtthree
existing gangs, Player kills politician for the Chief of Police, Player kills Chief of Police
for the hell of it, and Player gets blowed up real good on the godpe-Y | € 2 N2 &
yacht. Troy is revealed as a cop; Julius seems guilty of somethiveggvaalks away
FNRBY G(GKS &a0SySs: W2KyyeéeQa | aftSSL odzi ! AaK
o Nutshell: SR2. Player comes out of coma, Saints are barely hanging on, Aisha got all
conservative on us, Saints have to take out three new gangs, plusagauyst the
evil corporate empire of Ultor who have gone and rebuilt the row while you were
aft SSLIAYy3Id ¢NRB& A& /KAST 2F t2t A0ST W2Kyye
KAY® | I gSy Qi &aSSy WwdzZ Adzad 5SE A& NHzY2 NBR
1 Characters an@€ast
0 The Saints
A Johnny Gat Daniel Dae Kim
A Shaundk, Eliza Dusku
A Piercec Arif S. Kinchen
o Others
A Troy, DeputyChief - Michael Rappaport
A Mr Sunshine
o NEW ANIUNIQUE TO SR PSP
A Carmen Costa (Stilwater PB)Latina in her early 30s, Carmen is a reserved
and businessike video technician
A Lieutenant Jimbo Schlemmer (Stilwater PD): A bully to his underlings in the
police academy, akidsd a (G2 KA A& &dzLJSNAZ2NE Ay (KS 2
GSENRAY3I | LRfAOS dzyAT2NXYI KBI ®2dz2A R 0S5
A Lady RanjaA beautiful, ambitious black woman in her early 30s. She is
elegart and confident, more uptown than downtown, very dangerous.
A Trick:A traitor to the Saints, secretly working for Lady Ranja. He is a classic
over the top white boy whaovants to be black, down to his big blond afro.
A Nunez: A dealeworking for Lady Ranjhe player kills to destroy his
laboratory.Stereotypical baggy pants and ovaized soccer jerseyWhen
he dies inE4, you unlock this shirt, spattered with blood frovhere his
heart was torn out, as a souvenir.
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Val Kilmer in Real Genius and the spaz junkie Spud in Joting.

0 Minor Characters seen in the cutscenes

A Police Academy Cadet

Uniformed cop

Player (as a dark, silhouetted figure)

Prostitute in opening cutscene

Thugs in opening cutscene

Dark figures in opening cutscene

Defeated fighter in cutscene B1B

Thugs in ctscene B8A

Stripper in cutscene B6A

Man in a suit in cutscene B3A

Thugs in cutscene B3B

Thugs in cutscene E3B

Saints in cutscene B5B

Saints in cutscene E9A

Thugs in cutscene Epi2A

D> D> D> D> D>
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Story Missions

Overview

At this point in the design phase, teript has ken completedand approved

The narrative style of the game differs from that of most other games which #meplayer in the
cutscenes As you will see from the synopsis below, the story of SR PSPfisrolthe spy device
LX I yi SR A yoldchkaBsyiedied ob & mdRitbr bfarmen Costa an@ommissionef roy
Bradshaw This perspective is ideal for this story, as it allows us to conceal the identity of the player,
while at the same time enabling interesting transitidretween information he police have and
AYF2NXYIEGAZ2Y GKS LI @SN Aa 3ISGGAy3 FNRY aiKS FASER

The Story Synopsis

The player ig cop sent undercover to join the Third Street Saints, and investigate the civil war
which is tearing the city of Stilwater apart

Opening Missions

Sncethe Bossn SR2 helped the Saints take over Stilwater, there has been relative peace in the
streets. In the last couple of days, however, things have changedh G K [ I R& wl y 2l Q&4 3INER
out with the Third Street Saints, the relative peadestilwater becomes a thing of the past. Police
CommissionerTroy Bradstreet decides that he needs a mole in the Saints to try to reunify the gang. No
current undercover police officer will do, so he searches the Academy ranks for a fresh face who is ju
enough of a criminal to make a good undercover cop. He finds that in the player.

Lieutenant Jimbo Schlemmer, head of the Academy, steers the player through a number of training

activitiesi 2 G Sad GKS LX I @ SNDa | 6 A fédnbiksslfhelisyfreredtiied A i dzZRS & @
L2AAGAR2Y dzy RSND2GSNI AY GKS {FAyGas Ad 2diFAGGSR &

The Player

| was born under a bad sign; a huge blinking red neon liquor store sign. Wrong side of the tracks, wrong

side of the law, wrong side of the bed (the one my younger brother peed in). Life might have been hard,

but it was interesting. | started smoking when | was 8 years old. Never paid much attention to school,

odzi AG 61 ayQi (22 KI NErsinmeond limawelz prettylio.3 he&ré LKA G | G A 2
RFR a2YS6KSNBZ o0dzi L YySOSNI YSGU KAYD® 52y Qi NBIffe
but I was making pretty good cash early enough to pitch in. | started with a paper route befared fig

out that selling dope was a lot more lucrative. | knew most of my friends were in the local gang, but |
YSOSNI 61 yiSR G2 O2YYAG G2 lye2yS odzi YeaStFTo ¢KSe@
particularly mean. | have certainly enjoyed wshare of drugs, but | learned a long time ago that it was

Fft G22 Srae G2 YIAYEAYS (GKS LINRPFAGa AT &2dz 6SNBY
so much as what the cash will get you. At first, it was food. Then a nice bike &t hike. Soon

enough it was a motorcycle and a couple of cars. | never lost the taste for luxury, but | tried to be subtle
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how much stuff was reallyorth.

Then one day, | got to know just how much time is worth. | was doing a simple transaction, a couple of
ounces of weed, and the door crashed open and | found myself looking down the barrel of a .44. Not

much fun. Turns out some asshole thatwantey 2y Y& GSNNAG2NE &Sd YS dzLlo
need to, so when | got into court as a minor, the judge gave me a couple of choices. One: Go to juvey for

a year or so. Two: Go into rehab for six months. The choice was pretty easy. The judgaeatitdhis

chambers after the hearing and chatted real nice for a while. He gave me another choice. | could do him

§ j dzA O1 FF @2NJ 2NJ L O2dA R LI & KAY 2dz&ad F tAGGES o
bad would happen to me. He wasijus ONBS Ll Sy2dzZaAK GKIFIGd L RSOARSR 2y
rehab classes and make sure to keep him happy. It all worked out all right, that is, not too bad, but it

inspired me greatly in my career choice.

| wanted to be inside, not out. | wanted be the guy with the protections; on the right side of the law. |
RARY QU gtyd G2 o0S | 3I22R 02LJ 2daAad ¢lFyiSR G2 o
that when | stood up in front of a judge, it would be as an expert witnegs as asuspe i ® ¢ KSNB Q
Ftshea J2Ay3 (G2 08 ONAYS & t2y3 +a a2vys LIS2Lx S
INBSRe 2N YSIyo .dzi AdG R2yQd YIFIGGSNI G2 YS AT ez2d
488 Al Al R2yOIA NSSSNIb &L T I Ui (6N Gie 1BRfdE ye 2dzs A G Qf
RSIFRZ y2 LINROESY® {2YS 2F dza 3J2yyl KIFI @S t2y3 tA

not mad. There have been some sticky situations, but | have a lot oRfdie® 9 @Sy AT (G KS& I NF
(KS2 LINBGGE YdOK |y26 (KS& aKz2df Ryl ONRaa YSo L

z

Ay GKS 46NRy3 RANBOGAZ2YVO® [A1s ozvjyﬁ i 2 {uAfﬂIuSNI

theroad, buti KSNB 61+ a | ySg o02a YR KS RARYQI Al S Ys¢
grt1 Fglre AyadSrR 27 Yr1xy3 I Fdzaaz az L amé KS
¢tKS 2yfte (GKAY3 gNRy3I gA0K GKAA C¢pNIBatifEdedvesime (Kl G K
Ff2yS L OFy 3Si NAR 2F G(KS {FAyida F2N KAYOD LQY 32
g2N] F2NJ Fff GKS O0ARRSNAE IyR YIS GKSY ¥FSS¢ Al1S

LQY yai3INBSReEs LQY y2i S@Sy Ittt GKIG YStyo azéa 2
[ 221Ay3 (2 RAS® hNJ ISGE NRAOK GGNBAYy3Id ¢KS@QNB | 21

Story Mission Designs

For Full Mission BreakdownSee Appendix AStory Missions

The following paragraphs provide brief executive summaries of the individual missions in the main story
flow.

Prologue Mission 1: Up the Academy

Page
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CommissionefroyBradstreetisunder pressure to curb the
rise of violence and crimesulting from the civil war within the
Third Street Saints. Recognizirgneedsa man on the insidehe

DETECTIVE talksto Lt Jimbo Schlemmer, chief training officer at the Stilwater
CHARMEN COSTA Academy.Troy wants to know about the recruit®mingthrough,
whether there vas any possibility thainy of them has what it
@ g takes to go undercover and investigate the Saivige go tothe
- academy grounds, arld Schlemmer brutally running the recruits,

including the player, through a series of exercises to test the
LJ | & S Ni-Bandkahdygiih fighting skills on a variety of
dummies.

Prologue Mission 2: Speeding and Bleeding

The player lessons undet Schlemmer continue, this time on
the road track around the academyhe player learns the basics
of driving through a seriesf eests of increasing difficulty. There is
a race around the track, pitting the player against other vehicles.
The player must learn to carjack, make jumps, and avoid random

explosions on the race track.

Prologue Mission3: Graduation

Still at the thepolice academy, in a park which has been set up as a prettified parody vision of
Stilwater, the player is taught several other activities a good servant of the law needs to know.
Naturally, these activities, which are exceedingly innocent, will have dasges on the actual mean
streets of Stilwater. Picking up pregnant women and transporting them to the hospital is the same
mechanic as the Snatch minigame, only with hos. Riding around in a helicopter throwing out pamphlets
on the law about handfree cell phones is a skill that will teach the player hovstmotout of the
helicopter later. After the final exercise, the player is approachedrby about the undercover
assignment

M1: Rock@m Sock@m Amigo (Brawling)

The playeffollows his lead@ntent on beating his way into the gang. The player questions the beaten
adzo2S0ita FYyR Aada LRAYGSR RSSLISNIAyid2 GKS LINy® 1S
looking for. A makeshift ring has been fashioned in the park. 5 men must figte ttetith for entry

into the Saints The only weapons allowed are the makeshift bats, bottles and rocks in theTiireg.
player uses this as an opportunity to mekthnny Gatthe leader of theSaints

M2: Lady In Red(Defend)

Lady Ranja leads an assanitthe Saints H(Xeep Johnny alive while laying waste to the attackers.

Page
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M3: Just Say Yes

CKS LIXF@8NJFGdGlrO1a GKS 2dzy1ASa Ay [ Fiéaderiswl yal Qa
'S Ydzad S@SyGdz fte RSTFSIE G lfinkoBlertoget thedinfodramipn. A S ¢ (1 KS

M4: Down on Dope

The person who is supplying the junkies for Lady Ranja is named Nilneeglayer trails Nunez
through the streets of Stilwater, keeping close enough not to lose him, but far enough away to avoid
being spotted. Eventually finding himself in the sewers system, the player fights through addicts and
[ FRe wlyalQa {lAyda o0STF2NB FAylftte O2YAy3a FI OS G2
extremely flammable, which the player can usenhts advantage.

M5: When My Ship Comes In

Troy makes a connection between the logo seen on a van and a shipment from the Sollex
Corporation at the docks. Wipe them out and take over the area. The battle for the docks becomes
tougher than expected becaeli KS A KA LIYSyYy (G A a ¢ Shintdugedherhohfhe [ | Re wl y
attackers.

M6: Pride of the Fleet

Lady Ranja, in revenge against the Saints for the dock attacks, has her men steal a warehouse full of
stolen carsTrack down the trucks, ace the creding in them doing minimum damage to the ride and
bring them to a garage.

M7: Bad Shit

The player is asked about one of the Third Street Saints,Sklaondbelieves is acting suspiciously.
The player trails him while he goes through town and finally the Sewage Plant. Once there, he
begins opening all the security gates, inviting a streain bfR &  Baintsanltaatiack the facilityThe
player must defend the facility and defeat Trick, the leader of thdohnny and the other Saints arrive
to interrogate Trick.

M8: Prescription: Pain

¢CNAO]l X dzy RSNJ RdzNBaasx (AL @&2dz 2FF 2y [l Reé wlyal(
demo team. Find, defuse and remove the four presents the whack pack leave downtown. Replant and
rearm thecharges at the downtown Ranja Saints HQ by tailing the whack pack back there. When Lady
Ranja orders the explosives to go off, she destroys one of her own buildings.
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M9: Knock Narc

ARanja Saindiscovers the player is a cofde beats feet to rat yoaut to Lady RanjaKeep the
pigeon from squawking at all costs. The stoolie turns any Homies you may have against you. The chase
begins on foot and turns into a car chase. Killgngbefore he can make it back to camp.

M10d, #OAEITT60 . AOO

The player isaptured by Lady Ranja and the her New Saints and beaten for information before
0SAy3 tSTd FT2NJ RSIRo® ¢CKS LJXI@SN) Ydzad Saol LS FTNRY

M11: Drop In, Drop Out

The player wants revenge on Lady Ranja, and justifibatitshe must be taken out because she
1y26a KSQa | 0O2L) y260 ¢F1Ay3 F OK2LIISNI (2 GKS 3t
troops so the chopper can land, and then the player charges in, killing Saints and destroying drug

manufacturing equipent. While he does so, he is given orders to flush any drugs he can find down the
G2A€tSGa ad2 YIS adaNBE y2 2yS 2y (KS adNBSGa 3Sdéa

M12: Road Trip

¢CKS LXF@SN) Ydzad RSFSYR 5SNbesx 2y SsaifationbyBis[ I Re wil
old associates. The player must further defeat the lead assassin, in an honor bout of hand to hand
combat.

M13: Saints Row Rally (Race)

Win theRallyrace andyou will win Ramshackle, a goliath talite vehicle which Pierce says is
necessary for some scheme he has in mind

M14: The Best Defense

¢KS LIXIF@8SNI NBOSA@GSa | LK2yS OFftf FTNRY ¢NRB& GKATf:S
to tell him that the Ranja Saints are about to attack. The player must defend Ramshackfight
them, and then a second wave of attackers. The Third Street Saints also arrive and help the player

defeat them. Johnny lets him in on the plan: to use Ramshackle to break into the Nautilus, the Ultor
byl 1 2YLRdzyR FyR P&siibot. I Ré wlkyealkQa alFf¥S RS

M15: Breaking the Bank
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secret safe deposit box. The player must crush the security systems using Ramshackle and then hold it
down while the boxs located.

Epilogue Mission 1 Hell Night In Stilwater

The player goes onghoppershooting spree through Stilwater 2 F G Sy dzLJ a NJ { dzy & KA y S
and bring the man himself out of hiding

Epilogue Mission2: Mr Sunshine

The player must defeat Mr 8shine Mr Sunshine turns out to be his identical twin brother Mr.
Albedo who has come to Stilwater to wreak his revenge on the Saints.

And Johnny Gatt, having learned an important lesson about what to do when people get too

powerful and influential it KS 31 y33y 2FFTOKRAAOKS (Rl &SN} 6&Q@SLIG2NI |
chooses to be a Saint.
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Systems Design

The mechanics of Saints Row PSP

Saints Row PSP includes several new features that we hope to integrate seamlessly into the game
experence players loved in Saints Row to enhance the presentation of the title rather than overhaul or
change it. These pages discuss in detail the system specifications for the changes the users will get in the
game.

Gamewide Systems

1 Save Load System
0 This wil be essentially similar to the SIRE3 game. Multiple saves with integrated
information readable from the XMB.
1 Mission Checkpoint Spec
o0 We will support this system in the PSP. Briefly, it divides missions and strongholds
into smaller checkpoinbased s&e points. From a practical standpoint, it saves the
player progress at a couple of critical points during the mission so that if they fail
after that point, they do not have to continue from the very beginning. This cuts
down on the frustration of havintp beat the clock to get somewhere over and over
after a successful completioiHowever, if the player quits the mission or
stronghold, the next time they try it, it will start from the beginning (checkpoints
only work while the player continues the miss).
9 Tutorial Messages
0 Tutorial messages pop up relevant text based on mission requirements.

Cooperative Play Multiplayer

CoOp Hosting
9 This is an unlockable by situation really. No one wants thepctm be available during he
prologue so we are goirtg require that they have a save file that is at least up to mission
one for them to be able to host the game.
0 The screen flow for the host will be @p-> Select Host> Sony Load Game Dialog
> Lobby upon successful selection of a valid save
0 The screerilow for the client will be G®p-> Load/Random Character Host List
> Lobby

1 Soft Tethering; This should already be done and is just a way of keeping the players
together. Since this is a €p based style of play we will tether the client and hasgether,
separation == mission failure.

1 Lua Changes

0 I1sCoOp() will be added in that can be used in mission logic to allow the designers to
change the way the missions work if we are in apatyle game.

o Other functions to allow any unsupported changethis area will also have to be
made.

o JoinOther() is a function that will move the wayward person to the-wagward.
Some workings need to be figure out on how this should work but the general idea
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is that, via lua script, we give the ability to place arelster at the side of another
character
9 Lua based Trigger Checkpoint
o0 This is to allow the triggering of a check point that is logic based instead of
positional based to help with check points in an open world environment
91 Death During COp
o If both playerdie then it is handled the same as if a player died in single player, you
are dead, you are at the hospital, some cash is gone or what not. If you were on a
mission we offer to restart it
o0 While one player is alive they can attempt to revive the other giay
A This is just an ability that they have and does not require the items normally
used to revive homies.
A This should Only work on player controlled characters
A This should Look like the normal revive stuff however.
1 Guest Homies
0 They are Never saved. Thisimaves us needing to track players outside of a game.
¢tKSe NP tAGSNItfe 2daAadG GKS RNRBLI Ay OKIF NI
0 They can be randomly created via a menu button or they can be loaded from one of
the clients saved games
o0 An interface will be giveto the designers so they can specify what a guest hommie
will start out with based upon the mission progression of the main character
o Friendly Fire; Right now you can not hurt your guest hommie or the host in the
game.
A Mission Logic
0 Only a host can staa new mission in the open world
o This should be extended to that they are also the ones who get the popup on death
2F WINE | 3FAYyQ
1 While a mission is running the client or host can progress the mission by reaching logic
points that would do so
0 CoOp Play ¥ not alter the noninteractive sequences used to propel the story
forward
A In a wellestablished convention used by games Hado 3 for example, the
cutscenes used to propel the narrative will remain entirely unchanged for
both CeOp and Single Playarodes.
0 CoOp Play may require some tweaks to the following mission variables in order to
make them challenging and compelling to 2 players as opposed to 1.
A Enemy Counts
Enemy Health levels
Weapons available
Homies available
Other Powerup drops

> > > > >

Combat Me&hanics

Saints Row PSfas to make adjustments to its control scheme due to the lack of a second analogue
stick and fewer buttonsThese problems are tackled by remapping the function of buttons and the
single analogue stick when appropriate. Keepingdbetrols intuitive and consistent is the primary goal.
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In melee combat the player can punch, kick, grab and throw down opponents. Punching is done with a
single button on the psp version of the game so sequential pressing of the button will mix up ¢hef typ
punch thrown. Pressintne Circle button three time<J,0,Qresults in a three punch combo of right
punch, left punchRight UppercutSuccessfullianding the uppercut results in the opponent being
knocked to the ground-olding down the Circle buih and releasing it results in a more powerful

punch that can knock down an opponent.

Ground Combat

GeneralOn FootCombat Mechanics
All Weapons

(0]

O OO O0OO0OO0OO0OO0Oo

LTrigger makes Analogue Stick movements rotate view
RTrigger Targets nearest Hostile Target

D-Pad Up recrits Homies

Hold DPad Up dismissesorhies

D-Pad Down toggles crouch mode

D-Pad Left and Pad RighTaunt

Select cycles through camera modes

Start pauses the game and enters the menus

Triangle is the context sensitive action button

Circle is the Attack btdn

If LTrigger is depressed
0 Analogue Stick rotates aim reticle

If RTrigger (Targeiy depressed

o0 D-PadL and fPad R buttonsycleFocugo next Hostile Target

If both LTrigger and RTrigger are depressed
0 Analogue Stick slowly rotateghareticle

On ot Combat Mechanics

Weapon Selected

o Fisi¢ Melee

o0 Cross is the Run button

Square is the Jump/Climb button

Analogue Stick moves character

Circlebutton Punches

Press and Holdrianglebutton to take the nearestin rangeé personHostage
Tap Triangle butto to Grab and Toss the nearé@it range person

O Ol O o

If RTrigger (Targeis depressed

0 Crosshutton changes function frorRunto Kick
0 Square button changes function from Jump to Block

If Target iProne
A Circlebutton mounts Target and punches head
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Crosshutton low kicks Target

Press Trianglsutton to pickTarget up

Press and Holdrianglebutton takes the targetHostageand the player can
release held buttons

I >

Taking Hostages / Meat Shields
0 The player can grab any @hplayer and use them as a human shield.
0 When the Hostage is out of health, they automatically fall to the ground.
o Alternately, when the player is done using the Hostage, another button press will allow him
to dispose of the Hostage (throw the Hostagewto kill the Hostage)

__If Target igakenHostage
A Circlebutton snaps neck with handar shoots gun if armed*
A Crosshutton Jogs
A Sguarebutton chokes ouHostage with hands or Executes Hostage if
armed*
A Presslrianglebutton to tossHostage

*Weapon selection is limited to hand guns, submachine guns and shotguns when a hostage is taken.

o Thrown Weapos
o Circlebutton throws weapon

o Range Weapons
o Circle button fires weapon

If LTrigger is depressed
o0 Cross button changes funeti from Run to Reload
0 Square button changes function from Jump/Climb to Pistol Whip
o All other controls use Fist Mapping

0 Sniper Rifle
The sniper rifle has a unique fine aim mode. When this weapon is selected and both

shoulder triggers are held down, theddLJt I @ 06 S0O2 YSa -Bad8p aNdhDbwnS Q &
zooms in and out respectively. The analogue stick slowly and smoothly aims the reticle.
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In Vehicle Combat

General Vehicle Combat Mechanics

Crosds thegasbutton

Squares thebrakebutton

D-Pad Uprecruits Homies

HoldD-Pad Updismisses Homies
D-Paddowntriggersnitrous

D-Pad Lefand D-Pad Rightycle throughradio
Analogue Stickteers the vehicle
Trianglebutton enters or exits the vehicle
RTriggeisthe hand brake

Selectcycles though camera modes
Startpauses the game and enters the menus

O OO0 O0OO0O0OO0OO0OO0OO0OOo

If LTrigger is depressed
0 Rotate view 45 degrees left or right to match Analogue Stick movement

Weapon Selected
0 Pistol/Submachine gun
o Circlebutton fires weapon

0 Thrown Weapons
o Circlebutton throws weapon

Passenger in Vehié¢le

o IfLTrigger is depressed
0 Analogue Stick rotatesra view

If RTrigge(Handbrakéis depressed
0 Turns made with Analogue Stick are sharp 45 degree turns.

*The passenger can enter the map menu to change waypointsadid stations without pausing the
game.

Attack Helicopter

The player will have a few occasions to fly {petermined flight pattern) in a helicopter and shoot
down at targets usinghe mounted machine gun
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Cars & Trucks

Standard Driving CombafAs in SR, the player will be able to drive a vehicle and shoot while
driving (if he is equipped with a weapdhjeapon selection for the driver in a vehicle is limited to
pistols, submachine guns and thrown weapons. Passengers in vehicles have no Vire&ptions.
Ranged weapons that do the most damage become the default weapon when a driver enters a vehicle.
Weapon choice reverts back to whatever the player had selected on vehiclevamtrythey leave the
vehicle.

Lacking the ? analog stick useih SR1 to control the targeting reticle, driving combat hélllocked
to the center of the front, left, right or back views. Players can drive by shoot by coasting at a set speed
and switching the view while firing.

w A R Bhom@uid as inSR1 the player will be able to hop in the passenger seat of a vehicle driven
by his homies (or another player in-Cp), and firandependentof the driving

Because the player is not driving in this case, the analog stick on the PSP willicdttfol LJ | @ SN &
targeting reticleci KS F¥20dza Ay GKA& 3AFYS YSOKIYyAO gAaft 2yO0S

Weapons Systems

This is a preliminary list of weapons planned for inclusion, featuring weapons from Saints Row 1 and
Saints Row 2, as well as weapons unique to Saints Bodercover

This list may change as we investigate the inclusion of any weapons that require custom animations,

G2 YI1S adNB® (KSeQft FAG Ay YSY2Z2NRO

Melee:

Price

Location

Damage

Animation Set

Fire Rate

Original?

Fists /
Unarmed

n/a

n/a

5

- Right swing
punch

- Left swing
punch

- Standing kick
-YA Ol WSY
i KS& QNS

- Stomp

- Pump down

Fast

SR1

Baseball Bat

n/a

Found on
gangstas

20

- Two-handed
GK2t RAY 3
- Onehanded
GK2t RAY 3
- Two-handed
right swing

- Two-handed left
swing

Fast

SR1

Nightstick

n/a

Found on copg

20

- One-handed

GK2f RAY 3

Slowest

SR1
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- Swat down
- Left to right swat
- Right to left swat

Crowbar n/a Found on 50 - Same as baseba| Slower SR1
pimps bat than bat,
Knife n/a Found on 30 - Right slash Fast, short | SR1
gangstas - Leftslash reach
- Right stab
- Left stab
Chainsaw n/a Found in 60 - Default two Slow SR2
construction KIFYyRSR a
site idle
- Pulling chord
Gadl NI é
- Left swing
- Right swing
- Push forward
Sledgehammel n/a Found in 40 - Same as baseba| Slow SR2
construction bat
site
Stun Gun n/a Found on copg 5 - One-handed idle | Fast, Short| SR2
(incapacitates) - One-handed jab | reach
forward
Garden n/a Found in 20 - Two-handed Slow, short| SR2
Ghome gardens carry, idle reach
- Onehanded
carry, under the
F NYX aF2
styleg
- Two-handed
swing down
Concrete Block n/a Found in 40 - Two-handed Player SR2
construction carry, idle cannot run.
sites - Two-handed Slow, short
swing down reach
Shock Paddleg n/a Found in 100 - Default Shock SR2
ambulance G K2t RA yn@ | Paddles
paddle perhand | needa5b
- Strike forward second
simultaneously recharge
with both hand between
uses.
They short
out after
10 uses.
Jackhammer /| n/a Found in 100 - Default holding | Player SR- PSP
Pneumatic Construction in front with two | cannot run.
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Drill site hands (or Slow, short
throwing over one| reach.
shoulder) idle,
two hand grip and
push forward with
heavy recoil
during attack
Hooker n/a Found on 10 - UseBaseball Bat| Slow, long | SR- PSP
Stiletto Boot hookers anims reach.
Tekvision Set | n/a Found in cribs| 50 - Use concrete Player SR- PSP
block anims cannot run.
Slow, short
reach
Pepper Spray | n/a Found on copg 0 - Onehanded 50 doses | SR2
(incapacitates) carrying idle
- Onehanded
spray forward
Handguns: Price | Location Damag Anim Set X Original?
Vice 9 $100 | Gun store/ 20 - |dle, onehanded | Fast fire / | SR1
Gangstas gun hold 12-rounds
- Reloading clip
- Shooting one
hand
NR4 $400 | Gun store / 30 - Same as Vic@ 12-rounds | SR1
Police
.44 Shepherd | $1200 | Gun Store 50 - ldle, ;me-handed | Slow SR1
gun hold reload and
- Reload fire / 6-
- Shooting one rounds
hand
- Shooting two
hand
.50 GDHC $1000 | Found on FBI | 50 - Same as 8-rounds | SR1
Shepherd
Goldplated n/a Unlocked on | 60 - Same as 8-rounds | SR1
.50 special Shepherd
QuarterBaby | n/a Unlocked on | 20 - Same as 1-rounds | SRPSP
special Shepherd
Shotguns: Price | Location Damage Anim Set X Original?
Tombstone $1000 | Gun store / 50 - Two-handed idle | 8 round SR1
Police - Onehanded mag, close
over shoulder idle| range
- Two-handed
shot w/ recaoil
- Reload
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12 Gauge $1300 | Gun store 70 - Same as 6 round SR1
Tombstone magazine
AS12 Riot $2000 | Gun store / 40 - Same as 7 round, | SR1
SWAT Tombstone Fast rate
of fire,
shortest
range
Platinum AS12 n/a Unlocked on | 60 - Same as 2x ammo | SR1
Riot special Tombstone capacity
of the
AS12
ASH Hammer | $3000 | Gun store 40 - Idle, onehanded | Fast fire | SR2
(auto shotgun) gun hold
- |dle, two-handed
gun hold
- Shooting twe
hands, heavy
recoil
Pimp Cane n/a Unlocked on | 100 - Idle, standing 2xammo | SR1
Shotgun completion of with cane at side | capacity
all Snatch - Idle, holding of the
adivities cane like staff AS12
- Idle, holding
cane like shotgun
- Shooting cane
forward, heavy
recoil
- Reload
Stooge $3000 | Gun store 100 - Sameas 6 round SRPSP
(tripled- Tombstone magazine
barelled
shotgun)

SMGs: Price | Location Damage Anim Set X Original?
T3K Urban $500 | Gun store/ 20 - Idle, carrying 50 rounds | SR1
Gangstas one handed
- Idle, carrying

two handed

- Firing burst one

handed

- Firing burst

two-handed

- Continuous

firing loop, one

handed

- Continuous

firing loop, two
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handed
- Reload

SKR7 Spree | $650 | Gun store / 20 - Same as Urban| 50 rounds | SR1
Gangstas
SKR9 Threat | $900 | Gun store 70 - Same as Urban| 50 rounds | SR2
Platinum T3K | n/a Unlocked on | 60 - Sane as Urban | 100 rounds | SR1
special
WTF P90 PDW n/a Unlocked on | 60 - Same as Urban| 100 rounds | SRPSP
special
Rifles: Price | Location Damage Anim Set X Original?
K6 Krukov $2000 | Gun Store 40 - Two-handed 30rounds/ | SR1
idle Auto
- Onehanded
idle, rifle over
shoulder
- Two-handed
fire
- Reload
McManus $2000 | Gun Store 80 - Same as Kruko| 5 rounds / SR1
- Raising rifle up | Sniper rifle
to use scope w/ scope
AR40 Xtn $2500 | Gun Store / 100 - Same as Kruko| 40 rounds SR1
Found on
SWAT
Guitar Case | n/a Unlocked on | 50 - Carrying 30 rounds SRPSP
special rifle/guitar case
- Transition to
firing
- Same as Kruko
for fire & reload
Unique Price | Location Damage Anim Set X Original?
Flamethrower | n/a Unlocked on | 40 - Two-handed 60 second | SR2
special idle of firing per
- Two-handed tank
firing
Nail Gun n/a Found at 20 - Same as pistol | 50 SRPSP
construction magazine
sites
Explosives Price | Location Damage Anim Set X Original?
Pipe Bombs | n/a 50 -Onehanded idle| 10 secsto | SR1
- Onehanded detonate
throw
Molotov n/a 70 - Same as Pipe | Longest SR1
Codtails Bomb range of
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thrown
explosives
Hand n/a 100 - Onehanded idle | 5 secs to SR1
Grenades - Pull pin / throw | detonate
GasGrenades | n/a 0 (stun/ - Same as reg 5 secs to SRPSP
cough anim) | grenade detonate
(Add coughing
anim to generic
animlist)
RPG n/a SWAT / 80 - Onehanded Longer SR1
Gangstas over the shoulder | range than
idle thrown
- Two-handed explosives
aiming idle
- Two-handed fire
with recoil
- Reload
Platinum RPG| n/a Unlock on 100 -Same as RPG | 2xAmmo | SR1
special Capacity

0 Helicopter Weaponry

A The player will be able tasea minigun that is mounted in the helicopter
itself. We have decided for simplicity of gameplay not to allow the player to
use other weaponry inside the chopper.

1 Weapon Functionakt
0 Weapon Autoswitch

A If a player runs out of ammunition, they will automatically switch to the
next available weapon in the circle of weaponry.

0 Ammunition Systems

(0]

(0]

A The player can purchase ammunition or pick up ammunition from fallen
enemies (or comradesThough it may appear that the player is actually
picking up the weapon, they are actually picking up the weapon, carefully
removing the bullets, placing the bullets in their ammunition belt, and then
disposing of the weapon itself. We just fast forwardatingh all of that so
@2dz R2y Qi KI @S (2 g-telbdd dftertoéirty endplied,LI2 y & 6 A
though the player can also force algad early. Through the magic of
YFGKSYFGAOas 6S 62y Qi GKNRg-oadgl @8 GKS N
0SOldzasS (fénice.g2dzZ Ry Qi

A As in SR2he player character will auto reload the weapon they are holding
AT GKS Of AL AayQd FdzZf FyR GKS LJ I &SNJ
seconds.

Weapon Red Dot Sight

A The reticule turns red when it is over an appropriate &rgiving, breathing
being). It turns into a green X when targeting an affiliate.

Weapon Spread Indicator

A The reticule roughly indicates the spray pattern of the weapon.
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0 Weapon Laser Lock On
A Lock on can be triggered in auém mode for certain projede weapons
(rocket launcher, etc.).
o / NdzAaS /2yGNRt 06a1SSLI Y2@0AYy3A Y2RS¢0
A [Note: Cruise Control as originally written up is no longer applicable. The
base functionalityofith ft £t 2 Ay 3 G(GKS LI I @SN G2 LISNF?2
in one direction while Hs car cruises in anotheris still going to work, but
as described in the Controls section, it is simply a matter of releasing the gas
button and going to fine aiming with the triggers]

Al Systems

1 Reference
0 Al Prototyping
A Scripting the Albehavisr At £ 6S R2yS dzaAy3a {I @FK3S5SQa
(SavEd) along with XML and ASC definition files. New behaviors can be
integrated into thebuild and can be updated, compiled, and run on the
target machine for prototyping purposes.
A Part of the prototype phse will define specifically what new Al behaviors
are necessary to accurately represent the story missions and the living
world of Stilwater

Al Maps and Paths

In the past, all Abe theyvehiclesor pedestrianswould share the same Al Map, but in order
keeppedestrians to sidewalks and automobiles to the roads, it makes sense to define Maps further.

In defining the world space, certain textures are tagged by the artists as Pedestrian, certain textures
are tagged as Vehicle, and certain texturestagged as Transition. This creates the first Al Maps,
which are then tweakable by designers. A typical city street layout, with blue zones for cars, red zones
for pedestrians, and yellow zones for transitional areas, might look like this:
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5 Maps are gtomaticallx narqed a}nd can be gctivatt,adAarvld deactivated by mission Iogi’c. Dpsigners A
Oy Y2RATeée U0UKSaS 3ISYSNIXruUSR !'L allLld AT U0UKS &Kl LISa
The next steps towards creating the basic Al map:
1. Artists place Points Of Interest markeng)ich appear as arrows, with the points facing the
direction of any permanent object which Pedestrians might want to stop to look at. Examples:
department store windows, ATMs, newsstands, hot dog stands, bus stops. Artists should feel
free to do the fist pass, but designers may come in afterwards and add or remove some Points
Of Interest.
2. Artists should also drop in the first Transition Points between the Pedestrian and Vehicle Maps,
which are, again, tweakable by designers.
3. Transition Zones are placéar vehicles, beginning five meters away from the intersection and
containing intersecting paths forward, or left, or right, or all three.
4. Designers will then draw in the paths for Pedestrians and Vehicles.

Pedestrian Default Al
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Some specific Al beta@mr for Pedestrians:

Default

1
)l

Follow a path, switching paths but not direction at nodes.
When the Ped gets within five meters of another Ped on the same p4
going in the opposite direction, there is a 25% chance they will both ¢
to talk if the other Pd is not already talking to someone. Otherwise, |
will shift to a new path to walk past him.
When the Ped reaches an unoccupied Point Of Interest, there is a 5(
chance he will pause to look at it for a few seconds before continuing
a path.
When the Rd reaches a transition point on his path (white circle on th
figure above), he will stop and wait for a signal from logic that the ne
Map is traversable before picking a new path and taking it.

At Transition Point

Ped pauses while code checks to sdwther the Al can move to a new
path on the new Al Map. If the Ped can, he will.

If the logic alerts the Al that he cannot move yet, but it is on a timer
(which usually means a traffic light), the Ped will wait in the same
position in an ldle Animatiofor the timer to change before moving on
to the new Al map.

If the path is blocked and there is no timer, the Ped will wait 5 secon
and then choose another path on the current Al map to take.

Within Fear Radius
(Player attacks Al
Player shoots gun,
explosion, other
designerdefined
logic)

= =

Ped will stop and react in shock for a moment, and then do one of X
things randomly:

1) Turn in the opposite direction from the fear stimulus and follow the
path away in running mode.

2) Get into a cowering / beggimpsition

3) Treat all Al Maps, including Vehicle Map, as one map and begin
running in a straight line, not a path, the opposite direction of the Feg
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=A =

Radius.

4) Ped dives to the left or the right and then proceeds on like #3.
The fleeing Ped will not stagt any Points of Interest or to chat with
each other.

The fleeing Ped will not pause at a transition point but will continue o
06 KAOKXZ YI @& 3ISiG KAY NYzy 2DSNJ 0
the player or other attacker

The fleeing Ped witause other Peds to pause. They will then have
twice area of radius to notice the panicking stimulus and start fleeing
themselves.

Vehicle Default Al

Some specific Al behavior for Vehicles:

Default

= =

Follow a path at the speed limit, going in thieection of the arrows.
At Transition Points, there is a 50% chance of turning left or right,
depending on the arrow of the point, and a 50% chance of driving
straight on.

At Stop Sign Points, come to a rolling stop, before following the samg
rules asany other Transition Point.

Within Fear Radius
(Player attacks Al,

= =

Brake sharply
After 2 seconds, if the fear radius is still active, the Vehicle needs to
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Player shoots gun, backwards which either means

other design a) going into reversand going backwards along the same path, or if
defined logic) blocked,

b) doing a Uturn and following a parallel path.

¢) Pushing forward slowly

d) Drives forward fast

Al z Gang Members

All Al default to acting like regular Pedestrians on street, walking along their gtdpping at
Points of Interest, and so on. When a vehicle comes roaring towards them, like pedestrians, they are
put into a Fear Radius. Other Al Archetypes react differently when a fight begins: when they (or their
allies) are under attack by a person foot (as opposed to a vehicle), they are not afflicted by the fear
radius. Instead we call the area, the fight radius.

The locus of the fight radius may be a player, homie, or other aggressive Al and by the nature of it
being another Al, the radius wiilkely be continually moving.

Another element important to track in fights are cover points. These are points where Als often
want to reach to put something solid between them and the locus of the fight radius.

Cover Pointsome in two flavors:

9 Tall Ceer Points: Placed behind an object tall enough that the Al can hide behind it without

crouching (side of a building, a column, a tree, a van, etc.)
9 Crouching Cover Points: Placed behind an object shorter than the height of an Al, which the Al

must crouchbehind in order be covered.

Cover Points appear on the scene in 3 different ways to make the cover in a scene dynamic and
always changing:

1 Permanent: Placed on the scene by artists and designers neadegiructible, noamoving
objects such as buildings.

1 ObjectLinked: Attached to object such as vehicles, mailboxes, and other objects which are
either movable or destructible or both, together with their cover points.

1 AnimationLinked: Also attached to objects, these cover points only activate on certain
animation frames, such a door opening on a car, or a tree falling over.

In the figure below, we see the player represented as the blue box facing the enemy Al, who is a
Generic Gangbanger archetype, represented by the red box. The Fight Radius has hemd{ngith
the player as the locus. The enemy has a list of options, and one of them is to find a Cover Point. Cover
Points in this scene are represented by red circles, and in this case, only one Cover Paint is both within
the Fight Radius and on thight side of the locus of the Fight. That circle is colored red.

Page

31



L
ol

ol

Condition

Additional Condition

Possible Action

Alhas been scripted an
animation or a target by
designer logic

Alfollows the script as ordered

Al has a gun There is a cover point ié Al runs for a cover point and
fighting radius that is completely returns fire
or partially concealed from the
LX I @SNRAa t ht
Al has a gun There is a cover point in the Al ba&s up to a cover points an
fighting radius that is completely returns fire
or partially concealed from the
LX I @ SNRA& t ht
Al has a gun Al holds its ground and returns
fire
Al has a gun Al kneels at its current location
and returns fire
Al has a gun Al weaves back and forth parall
to his current location and
returns fire
Al hasa gun There is a fallen Al character in| Al runs to retrieve bullets from g

the fight radius

fallen Al

Al has a hantlb-hand weapon

There is a fallen Al character in
the fight radius

Al runs to retrieve a gun from a
fallen Al

Al has a hantlb-hand weapon

Al runs in a zigag pattern
towards its enemy, close enoug
to attack

Al has a hantlb-hand weapon

Al runs forward to close distanc
with target

There is a mounted weapon in
the fighting area

Run to take over the mounted
weapon
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There is a live grexte in the Switch to Fear Behavior
fighting area

25% Health Left Switch to Fear Behavior

The archetype list will be added to as needs merit, and designers will be able to take this base Gang
Member behavioral list and modify it to the needs of indual missions which may call for slightly
different behavior. Other Al Archetypes definable by designers:
1 Junkie: Shuffling along slowly, stopping frequently. Never has a gun or goes for picking one up.
No fear radius or fight radius. If there are twomore of them in close proximity to a target,
they might lash out with their fists, demanding drugs.
1 Whore: Like a regular pedestrian with a fear radius and no fight radius. Special negotiation
poses when they run into another Al or the player.
1 Berserke: Has hando-hand and never goes for gun. No fear radius.
9 Sniper: Has gun, runs for cover points as soon as fight radius appears.

Homie Al:

One of the major benefits of achieving respect in Saints Row is bringing others into your gang as
your Homiesessentially creating a wingmate or a whole squadron to help you in your fights.

Any friendly or neutral Al can be made into a homie if the player has sufficient Respect by pressing
the X button in 5 meters radius of the character. The homie will thbowicthe player on foot, get into
vehicles with him, comment on the action, and fight along side him.

The player is given a sign on his HUD (see HUD) to show how close his Homie is to him, and (see
below) a warning if he is about to lose his Homie.

Some spcific Homie behavior:

Condition:

Player is running / walking Homie will attempt to follow along the same path
the player takes, running or walking as needs
merit.

Player gets into a car Homie will attempt to get into the passenger seq
or the back seat if available and the passenger
seat is full
(Note: If Al cannot find a suitable path to get intg
the car, he will be teleported in)

Player gets into a fight with an Al Homie will join the fight

There is a gun / weapon / ammo on the ground | Homie will run to get it.

Player strikes / shoots the Homie Homie will raise his arms and complain

Player gets more than twenty meters ahead of th The player is warned that he is about to lose his

Homie Homie

If the player has no Homies in the vicinity and nedwsri, he can call them by pressing X. They will
FNNA PSS Ay GKSANI OFNBR GAGKAY | YAydziSQa GAYSO®

Player recruits mission critical character while homie slots arg fdtimies are instantly dismissed
and replaced with mission critical characters. If homies dismissed while player is under attack,
homies will engage enemy targets.
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Police Al

The player will, of course, sooner or later attract the attention of the police. Police appear from
GAYS (2 GAYS Ay GKSAN ONYzAvedbedEBe oftamible ¥ 2 NJ 6 KS Y2ai

The designers can assign any humber of actions as Police Triggers but among the default ones:
o Killing a person on the street and waiting there for more than a minute
o Firing a gun in a shop while the manager is still alive
o Crashng into a police car

¢KS FTANRG LR&aarAoftsS | OGAz2y 02E dzy RSNJ LRt A0S 'L

If the Saints and the police are both hostile in an area with the player, its possible for the police and
Saints to engage each otherthon foot and in vehicles.

In their vehicles, the police have a couple standard moves:

Condition Additional Condition Possible Action
Player is stopped and armed | There is more than one police | Surround the player on two or
car responding more sides, ope doors for

cover, and aim weapons, telling
player to surrender.

Player is driving There is more than one police | One car gets to the side of the
car responding LI I @ SNRax> (KS
and they attempt to bump the
player off the road.

Player is dving Car attempt to bump the player
off the road from behind.

Player is driving Car attempt to bump the player
off the road from the side.

Player is driving Four Notoriety Stars or More SWAT Trucks set up road block
at intersections the player is
heading for.

Once out of their vehicles, Cop Archetypes tend to go for cover points first, often the open door of
their squad car.

The wanted rating is a meter ranging from 0 to 100 that culminates in a star at 100 and wraps
around again. Police Star nagjs are earned by the player for bad behavior. If there are no police in the
area an offense takes place, the wanted slider will inch up if the time between offenses is short. If an
officer sees an offense, the meter goes immediately to a star.

The weapos Cops are carrying depend on the notoriety of the player:

0 One Star: Nothethal ¢ tear gas and night sticks
o0 Two Stars: Typical cop weapons, NR4s.
0 Three Stars: Tougher cop weapons, Tombstone shotguns, etc.
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o Four Stars: SWAT gear, RPGs, etc.

Customization (ptions

Character Customization:

One of the major features of the Saints Row series has been extensive character customization,
letting the player make his character look any way he chooses. Due to technical considerations, we will
not giving the playequite as many options, but the player will still have dozens of permutations with
different looks accessible when creating a character at the beginning and then again in the game at the

barbersand other shops

In the first prologue mission, the playemigesented with the character in line with the other
recruits, a humanoid shape dressed in a bluegb&t and sweat pants, and his first choice is to
determine body type. The camera moves around the figure as he shifts and moves through various idle
posss in line, and the player can scroll through the choices, using the left and right triggers or the analog

stick:

PLAYER CREATION

<] BODY TYPE

3KIN COLCR

HAIR COLOR

LS

R3

<SELECTED
ATTRIBUTE
OPTIONS>

<CHARACTER
MODEL VIEW -
DY NAMICALLY
CHAMNGING
PERSPECTIVE
BASED ON
SELECTED
ATTRIBUTE=

SELECT
BACK

ROTATE / ZOOM

BEGIN GAME

Body Type:
1. Average
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2. Muscular

3. Fat
4. Skinny
¢KS LX &SN ySE

camera rolls around the avatar.

Races:
1. White

2. Black
3. Latino
4. Asian

OK22a

a 0KS OKIFNIOGSNRna NI

The player then gets his choice of different hair colors and.cuts

Style

Color

Bald

N/a

Buzzed recedingstraight

Black, brown, red, blond, white

Buzzed recedingurly

Black, brown, regdblond, white

Buzzed straight

Black, brown, red, blond, white

Buzzed curly

Black, brown, red, blond, white

Flat Top

Black, brown, red, blond, white

Low mohawk

Black pink, blue, red, greenwhite

Medium mohawk

Black pink, blue, red, gregrwhite

Huge mohawk

Black pink, blue, red, gregrwhite

Vanilla Ice Black, brown, red, blond, white
Six Inch Hi Top Fade, curly Black, brown, red, blond, white
Buzzed bowl Black,brown, red, blondwhite

Bruce Lee Bowl

Black brown, red, blondwhite

Raz&NB R ONRL) a02¢f ¢

Black brown, red, blondwhite

High Tight Caesar

Black brown, white

New Romantic Curl

Black brown, white

Parted In The Middle

Black brown, red, blondwhite

Faux Hawk Black, brown, red, blond, white
Short Spikes Black pink, blue red, green white
Tall Spikes Black pink, blue, red, greenwhite
Short Emo Black pink, blue, red, greenwhite
Medium Emo Black pink, blue, red, greenwhite
Long Emo Black pink, blue, red, greenwhite
Windblown Black, brown, red, blond, white
Curly Black, brown, red, blond, white
Shoulder Length Black, brown, red, blond, white
Mullet Black, brown, red, blond, white
Brushed back mullet Black brown, red, blondwhite
Short afro Black brown, white

Medium afro Black brown, white
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Huge afro Black brown, white

Mini dreds Black brown, white

Big dreds Black brown, white

Short cornrows Black brown, white

Shoulder length cornrows Black brown, white

Braided tight Black,brown, white

Jhericurled Black,brown, white

Curly medium Black,brown, red, blondwhite
The Del Toro Mane Black,brown, red, blondwhite
Samurai bobbed talil Black pink, blue, red, greenwhite

Finally, the player has a choice of facial hair matching the hair color picked:
None

Unibrow

CAQ®S 2Q0t201 {KIR2g
Sidebuns

Paperthin moustache

Full mustache

Van Dyck

No moustache Goatee

© N O wDdh R

At any point, the player can go back to choose a different body type, race, hair color, cut, or facial
hair. Until he selects DONE, the character is not saved out.

Once in the game, thelayer will get his choice of other modifications to his charaoterarious
shops

Further Player Modifications:

The player begins the game in his sweatpants and blackh&efrom the police academy and $100
he can use to outfit himself out. Visititlge various shops of Stilwater, he can buy food and weapons,
or he can buy more items to distinguish his character and add to his reputation. The only limits are his
pocketbook.

Clothing Store
Clothes make the man. Among the items the player can bwetr in the clothing shops:

ltem Color Cost Rep Bonus

Raggedeans Blue and white $5 -10

Stained Gray and White $5 -10

sweatpants

Hospital Gown | White $5 -10

Bandanna Du Color Scale, including Green $10 0

Rag Purple**, Red*** * 10 Eastside saints10 Saint &
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Barrio saints

** 10 Saint,-10 Samedi &8arrio
saints

*** 10 Barrio saints-10 Saint &
Samedi

Stocking Cap

Color Scale, including Greer
Purple**, Red***

$10

0

* 10 Eastside saints10 Saint &
Barrio saints

** 10 Saint,-10 Samedi &8arrio
saints

*** 10 Barrio saints-10 Saint &
Samedi

Wifebeater,

White, Black, Green*,
Purple**, Red***

$10

0

* 10 Eastside sainis10 Saint &
Barrio saints

** 10 Saint,-10 Samedi &8arrio
saints

*** 10 Barrio saints-10 Saint &
Samedi

a{¢cL[E!(
TeeShrt

White, Black, Green*,
Purple**, Red***

$10

0

* 10 Eastside sainis10 Saint &
Barrio saints

** 10 Saint,-10 Samedi &8arrio
saints

*** 10 Barrio saints-10 Saint &
Samedi

Plain Hood

White, Black, Green*,
Purple**, Red***

$20

0

* 10 Eastside saints10 Saint &
Barrio saints

** 10 Saint,-10 Samedi &8arrio
saints

*** 10 Barrio saints-10 Saint &
Samedi

Track Pants,

Color Scale, including Greer
Purple**, Red***

$20

0

* 10 Eastside saints10 Saint &
Barrio saints

** 10 Saint,-10 Samedi 8arro
saints

*** 10 Barrio saints-10 Saint &
Samedi

Plain Cap

Color Scale, including Greer
Purple**, Red***

$30

5

* 15 Eastside saints15 Saint &
Barrio saints

** 15 Saint,-15 Samedi 8arrio
saints

*** 15 Barrio saints-15 Saint &
Samedi
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Kangol Std Cap

Color Scale, including Greer
Purple**, Red***

$30

5

* 15 Eastside saintsl5 Saint &
Barrio saints

** 15 Saint,-15 Samedi &8arrio
saints

*** 15 Barrio saints-15 Saint &
Samedi

Chullo Peruvian| Black pattern on white, blue | $30 5
Style Cap pattern onyellow, pink

pattern on gray, white

pattern on orange
Baggy jeans White, Blue, Black $50 10
Wack designer | White and Blue, Blue and $50 10
High Tops Black, White and Black, Gra)

and Blue
Wack designer | White and Blue, Blue and $50 10
Low Tops Black, Whiteand Black, Gray

and Blue
Designer Track | Color Scale, including Green $50 10

Suit

Purple**, Red***

* 15 Eastside sainis15 Saint &
Barrio saints

** 15 Saint,-15 Samedi &8arrio
saints

*** 15 Barrio saints-15 Saint &
Samedi

Cowboy Hat Black White, Gray, Brown $80 5
Half Pants Black, White, Gray, Brown | $100 5
Piner High Tops| Silver and Blue, Black and | $100 20
Gold, Gray and Copper,
Graphite and White
Piner Low Tops | Silver and Blue, Black and | $100 20
Gold, Gray and Copper,
Graphite and White
Crooks Bro Plain, Stripes, Checks, Plaid| $120 20
designer Button | On a color slider including * 30 Eastside sain{s30 Saint &
Up Shirt Green*, Purple**, Red*** Barrio saints
** 30 Saint,-30 Samedi &8arrio
saints
*** 30 Barrio saints-30 Saint &
Sanedi
Crools Bro White trim with color scale | $150 25
designer Track | slider (including Green*, * 50 Eastside sain{s50 Saint &
Suit Purple**, Red***) Barrio saints
** 50 Saint,-50 Samedi &8arrio
saints
*** 50 Barrio saints-50 Saint &
Samedi
Page
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Studstetter Gbl GdzNF £ ¢ O2 ¢ $180 30
Cowboy Hat shake
Stalemate Cap | Checkerboard pattern of $200 30

contrasting color on a sliding
Color Scale, including Greer
Purple**, Red***

* 75 Eastside sain{s75 Saint &
Barrio saints

** 75 Saint,-75 Samedi &8arrio
saints

*** 75 Barrio saints-75 Saint &
Samedi

Holywood High | Snake Skin, Tiger Stripes, | $500 40
Tops Zebra Stripes, Giraffe Spots,
Camouflage, Leopard Spots|
Rainbow (with slider)
Holywood Low | Snake Skin, Tiger Stripes, | $500 40
Tops Zebra Stripes, Gifi@ Spots,
Camouflage, Leopard Spots|
Rainbow (with slider)
Marc Effette Salmon, Fuschia, Magenta, | $750 45
designer suit Eggshell, Gold, Saffron,
Tangerine, Persimmon,
Pumpkin
Lorenzo diMerdi| Black, whiteprown, gray, $800 50
designer Suit gold, silver, copper
and boots with
pimp hat
Lorenzo diMerdi| Solid color, pin stripes, plaid| $2000 80
Overcoat with on a sliding Color Scale, * 100 Eastside saints100 Saint
suit and boots | including Green*, Purple**, & Barrio saiits
with pimp hat Red*** ** 100 Saint,-100 Samedi &
Barrio saints
*** 100 Barrio saints-100 Saint
& Samedi
Nigpe & Nipe Solid color, pin stripes, plaid| $5000 100
British Custom | on a sliding Color Scale, * 150 Eastside saigt-75 Saint &
Bespoke Suit including Green*, Purple**, Barrio saints
Red*** ** 100 Saint,-75 Samedi &
Barrio saints
*** 150 Barrio saints-75 Saint &
Samedi
Half Fur coat Black, gray, white $9000 200
Full Fur coat Black, gray, white $50000 300
Tattoo

We are currently investigating the techaldeasibility of having Tattoo Parlors such as in the original
Saints Row in our game. Issues of texture swapping and size unique to the PSP console need to be

resolved before we can take this off the wish list.
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Barbershop:
The player can pop into the gfhborhood barbershops to change the hair on his head and face.
1 All of the various styles and colors listed in character creation are available.
¢ 1ff KFEANDdzZia 02adG PunX YR FRR bp G2 GKS LXFes
f ¢KS LI I @SN O y OK 2 eah&rcufidndcalér has Bekniseldctadthbie anl F (1 S
additional tone added to the style, according to a sliding color scale. This costs an additional
PHnX FYR FRRa Yy FTRRAGAZ2YLIE bp (2 GKS LI I &SNRa
f All facial hair additions or shavescosn$® | YR I RR bp (2 GKS LJX I &SNRa

Vehicle Modifications

h@SNJ GKS O2dzNARS 2F LXIFeAy3a GKS 3AFYSE OSNIIAYy @Sk
When he brings them to a garage, the player can then modify the plain versgatofof these vehicles
to suit his needs and whims. Among the modifications available for each body type:

Vehicle Based On GarageModifications

Vegas Buick Riviera Color / Paint Type on slide200

Star Package (convertible, fuzzy dic$1000
Cruier Package (Flames painted, nitrous booste
racing exhaust) $2500

King Package (Fins, fleur de lys icons, reinforce
bumper)- $5000

Capshaw Chevy Cavalier Color / Paint Type on slide200
Star Package$1000

Cruiser Package$2500

King Package$5000

Venom Corvette Color / Paint Type on slide500
Star Package$2000

Cruiser Packages6000

King Package$9000

Keystone Chevy HHR Color / Paint Type on slide500
Star Package$5000

Cruiser Packageb2500

King Package$5000

Compton Chevy Impala Color / Paint Type on slide500
Star Package$1000

Cruiser Packageb2500

King Package$4000

Betsy Pickup Truck Color / Paint Type on slide500
Star Package$5000

Cruiser Packageb7500

King Package$6000

Venom Classic Datswn 240Z Color / Paint Type on slide750
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Cruiser Packageb7500
King Package$6000

Hannibal Dodge Caravan Color / Paint Type on slide800
Woody Package (Wood side paneling,
McCain/Palin 08 Sticker}1000
Cruiser Packageb7500

King Package$6000

FiveO Ford Crown Victoria Color / Paint Type on slide500
Star Package$1000
Cruiser Packageb2500
King Package$4000

FBI Ford Excursion Color / Paint Type on slidef1000

Star Package$7000
Cruiser Package$8500
King Package$10000

Nordberg Ford Explorer Color / Paint Type on slide800
Cruiser Package$7500
King Package$6000

Zimos Ford Mustang Color / Paint Type on slidef750
Star Package$3000

Cruiser Packages8500

King Package$7000

Peterliner Freightliner @ronado | N/A
Delivery Truck GrummanOlson P800 | N/A
Mockingbird Honda Civic Color / Paint Type on slide500

Star Package$1000
Cruiser Package$2500
King Package$4000

Aqua Honda Element Color / Paint Type on slide800
Cruiser Package$8500
King Package$6000

Eiswolf Lexus GS 300 Color / Paint Type on slide2000
Star Package$8000

Cruiser Packageb10500

King Package$20000

Stilwater Muncipal Mack TerraPro Cabove| N/A

Socialite MercedesBenz &Class | Color / Paint Type orider - $2000
Star Package$8000

Cruiser Packageb10500

King Package$20000

Halberd Mini-Cooper Color / Paint Type on slide300
Star Package$1000

Cruiser Packageb3500

King Package$8000
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Bootlegger Oldsmobile Cutlass Color / Paint Typeroslider- $500
Star Package$1500

Cruiser Packageb3500

King Package$4000

Cavallaro Pontiac GTO Color / Paint Type on slide500
Star Package$2000

Cruiser Packageb4500

King Package$7000

Komodo Subaru Outback Color / Paint Type on skd- $800
Cruiser Packageb7500
King Package$6000

Crib Modifications:

A crib is a place where you can store weapons, vehicles, money, and clothing.

The player unlocks cribs after certain key missions. From then on, he can always returnriio the ¢
or cribs he owns, park and store his vehicle in his garage, and when he gets to the front door, he is asked
G52 @2dz olyd G2 SyYyGSNI &/ NAO6 bl YS8KE FyR LINBaaAy3
or modified.

Mission CribUnlocked | Modification Cost Rep Bonus
Completed

Prologue Shithole: A Thriftstore ChicA depressing | 500 10

Mission 3: crappy room in | bedsit lit by flickering

0 KS WK 2 1 florescence from the street
outside. There is a rickety beq
motheaten sheets, cracked an
peeling fuy A G dzZNB = |
IfIFR GKS 3L YS
with a sense of smell.

Den of IniguityA dark, 5000 20
menacing environment, filled
with smoke and illuminated by
a few candles and the end of
the cigarette of the naked
woman in the bed.

Industial Strength The 10000 30
exposed brick and pipe are
design elements framing a ver|
masculine, very sophisticated
modern industrial décor.
Everything is stainless steel ar
concrete, and the latest sound
systems and consoles and
plasma screens are placed jus
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perfectly without any clutter.

Mission
Completed

Crib Unlocked

Modification

Cost

Rep Bonus

Samedi Mission
4

Chez Nunez: a
lair in the
sewers

Radical Edg&:he sewer rooms
are just as dank and disgustin
as before, but now it seems by
design. Bght graffiti adorns
the walls, ragged silk sheets
hang from the ceiling revealing
and concealing the silhouettes
of dancing women.

500

10

Underground CIubA very
INR2@e dagAy3ad
hanging chairs in unusual
shapes and primary colors,
1960s amps, and a Tiki bar.
Barry White or the like is
playing on the stereo.

5000

20

Infernal LuxuryNot unlike Lex
[ dzi KSNX&a € AN
Superman movies, with gold
gilt furnishing of ornate design
contrasting with the industrial
surroundings. Evgthing is
over the top romantic, plush
and lush, and classic music
drifts in, echoing from another
grand chamber in the lair.

10000

30

Mission
Completed

Crib Unlocked

Modification

Cost

Rep Bonus

Barrio saints
Mission 4

The Suite Life: A
grand series of
rooms in a five
star hotel.

Mom Would Approvelt ovely,
understated, traditional but
unfussy. The sofa and bed,
chairs and wardrobe, rug and
gun cabinet are all well
matched, good quality, straigh
out of Better Homes and

DF NRSya® L (daz
and ungangsta in its middle
class niceness.

500

10

Feng Shizzl&n Asian inspired
retreat, a harmonious mixture
of cultures and elegant moder
design. Shoji screens from
Japan, Chinese silks and
tapestries, a beautiful Thai girl

in the Jacuzzi ty, and all the

5000

20
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technology of the mysterious
East.

The Sun King: A pad to make
[ 2dzAa - Lx &l ée3j3
Massive chandeliers, gold
flocked wallpaper, gilt thrones,
thick fur rugs, and all a hall of
mirrors to admire your
opulence and lack of gal
taste.

10000

30

Mission
Completed

Crib Unlocked

Modification

Cost

Rep Bonus

BothBarrio
saints&
Samedi
Missions

The Floater: A
luxury yacht in
the Stilwater
Harbor

Ship Shapévasculine and
nautical and functional and
uninspired. The only big
feature is letting the player
rename the yacht from
FLOATER. He is given a keyy
and christen her anything 16
letters or less, which will
appear on her stern.

500

10

Sex On The Beach:tropical
theme with potted palms and
Balinese furniture, and bikini
babes sunning themselves on
the deck. The player can, as
above, rename the ship.

5000

20

Cabin Fevellt is completely
impractical for a yacht to be gi
with gold, fur, and chrome,
featuring a wine cellar, a
collection of pimp cups, a
gorilla skin rugan arsenal in a
crystal cage, and yet, here it ig
Of course, the player can
rename the boat as well, if he
chooses.

10000

30

Whatever crib the player is in,
mechanics of the crib work the sam#H.is essentially a menu where the player can navigate with the D

and whatever the décor changes the player makes, the basic

pad and Analog sticks and select one of 4 submenus as they are highlighted in the scene:

GARAGE

Usually appearing as a door or gate, selecting@GARAGBrings the player to a submenu shimg
all the cars he has taken and are available for him to drive.
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GARAGE

A

EISWOLF

COMPTON
KOMODO
CAVALLERO

v

DRIVE BACK

9 Scrolling over the list brings up images of all the cars the player has previously parked in his
garage. The camera moves and glides over each to show it off.

1 SelectinddRIVEvhen a cais selected brings the player out of the Crib menus and onto the
street outside by the garage door in the car.

1 The player can also seld8ACKio return to the Crib menu.

WEAPONS

Aprominent hardo-YA &4 TSI GdzZNE Ay GKS Lie €8 iRdaln@NA 64 A &
appear as a gun cage or closet or simply be a stack of guns against the wall. Selecting WEAPONS brings
the player to a submenu where he can scroll through all the weapons choices, and select the weapons
he wants to equip. One of théwgices is NONE if the player wants to remove all weaponry.
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WEAPONS
A

.44 SHEPHERD
VICE 9

NR4

50 GDHC

Vv
Current Ammo O EQUIP

BACK

1 The player can scroll through the list of weapons and see his avatar do a few action moves with

the weapon in hand. The amount of ammo available for the weapon also appears on the
screen.

 Pressig XEQUIF LJdziia (GKS KAIKEAIKISR 6SILRY Ay (GKS LIX

1 The player is able to carry one weapon of each type on his person, so if he selects a weapon of
GKS eSS KS f NSIRe KIa SldALIWISRE KS gAatf oS 3
WAGK w{9[9/¢95 291 thb6KE {StSOGAY3a ,9{xX -3 Lz
inventory; selecting NO, O, returns the player to the Weapons submenu.

1 SelecBACKand the player returns to the Crib menu.

WARDROBE

¢CKS LJ I 2SNRa OK2 as@Wardobe oDdloget ok & rgwHof HanglkrdSirt hivErib.
{ St SOGAY3T 2 NRNRO6S OoNRYy3IA GKS LI Fe@SNI G2 GKS 2 NRN
current outfit appears together with a menu choi@.INGTHREADSSelectindBLINGorings up a lisbf
all jewelry the player owns for him to scroll through, with the items already equipped in bold.
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NONE

SILVER CHAIN
GOLD BRACELET v

THREADS

9 At the top of the list is NONE, which the player can select if he wants to remove all jewelry and
start from scratch.

1 Each item the player rolls over as tycles through appears on the avatar of the character and
the camera zooms in to center on it, while the avatar continues to animate and show it off.

9 Other possibilities the player can select &@UIRf he wants to put that item on, THREADS if he
wantsto go to his clothing list, anBACKf he wants to be returned to the Crib.

1 SelectingrTHREADSN the clothing list works essentially the same, with a list of all clothing
available to the player, and the same method of scrolling through them, Equippiagywou
want to wear, and going Back to the Crib.

CASH
9SNE ONRO KIF& | f 201 ogpten lgoNdora gaifify tesrifodedldhd (G KS LI | & ¢
working for Ultor is stored. Selecting Cash brings the player to the submenu, featuring a stack of cash
and coinage.
f ¢KS LXFre@SN)Aa 3IAPSY GKS YSaal3asS achel! [ /1 {1 1%
2L¢l 5wl 21 [ KE gAGK GKS 2LIiA2ya a,9{ -£¢ IYyR dabh

9 Select Yes, and the player is returned to the Crib with the extra cash in his pocket.

I Select No, and he returrie the Crib without it.
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Reward Systems

Money and territory are the usual rewards in Saints Row which we are emulating, and will be careful
to balance the price of guns and other prizes so the player will get them at the proper time. In addition,
we want to give the player a variety of souvenirs, artwork, vehicle bling, etc.

1 Mission Rewards
0 Missions grant the player ownership of the neighborhood the mission is associated
with. The player earns money for each neighborhood owned (a per day stipend they
can collect in any crib). Note however that the prologue missions ateio only
and do not earn neighborhoodst is only through your affiliation with Ultor that
the player manages tfinally succeed in the takeover.
1 Activity Rewards
o0 Each activity gatthe player respect points and cash. Completing the third and sixth
levels of any given activity iteration will also get the player something special
(unlockable weapons, vehicle, clothes, etc.).
9 Diversion Rewards
0 These give the player respect and/or mgndependent on the diversion type.
Collection style diversions (CDs, jumps) open up special items as you rack up the
numbers (songs, vehicle customizations).
1 SpeciaRewards
o {IAyida w2¢ gla (y26y Taddktirilockabledmard ye& a9l &
avaibble to the most dedicated, the most talented, and the most unusual gameplay
styles. Among the Secret Rewards we are considering:
A Title of Peacemaker: 20 hours without killing anyone. 40 points.
A Title of Penny Pincher. Earn $1,000,000. 10 points.
A Title of Shopaholic. Acquire 100 clothing and jewelry items for your
wardrobe. 10 points.
Title of Leader Of The Pack. Acquire 7 Homies. 10 points.
Title of Grease Monkey. Acquire 50 cars in your garage. 10 points.
Goldplated GDHC .50. Complete all Snaiigsions.
Platinum RPG Launcher. Completdailg Trafficking missions.
Pimp Cane Shotgun: Complete all Escort missions.
Music TBD: Collecting 10, 20, 30, 40, and 50 CDs throughout the game.

v > D

Stores

There are many ways to spend youwgilitten loot inStilwater. Several stores from the previous
game will be returning, and a few new ones as well. One big difference between the way shops were
handled in SR1 and SR2, and the way they are handledR$BRs that they will be graphic, animated
menu screns rather than physical interior locations, in much the same way as Cribs are going to be
done. The basic gameplay of the shops will remain similar to what has been established in previous
games.
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As stated above, shops in-BBP are all 2D Menus, notaplete 3D interiors as in the other
versions of the game. There are no 3D or animating elements except for when the player or his vehicle
I LILIS | NJp lff GKS NBad 2F (GKS oFO13aINRdzyR Aa | adld
menu interface.

Weapons Shops:

Friendly Fire is the local weapons store in Stilwater, serving the community with several locations in
Saints Row, Downtown, the Docks district, the Suburbs, and the Sommerset district.

FRIENILY FIRE

|
o

Weapons

- Shaphes

1 Onclicking on the entrance tone of the esablishments, the player is given a menu of the
weapons available, its ammo load, and cost.

T ¢KS LXF&SNRa d2a4lft FTgrAtroftS OFakK Ffaz2 | LLISIKNER

1 As the player scrolls through the list of weapons, the avatar of the player holds the weapon in
his handon the menu screen, posing with it.

1 When the player has found a weapon he wants, he presses X to Purchase it. The money is then
RSRdzOGSR FTNRY (KS LJXIlIe&SNRa OFakKz dzyf Saa KS R2S
G, 2dz R2 y2i KI ®8is styradedd the WegpynS menu. |

1 If the player purchases a weapon of the same type he already has in his inventory, he will be
IAPSYy GKS YSaalr3asS aoh[5 29!thb6 gAft 0SS Lidzi Ay
If he presses X, then the plar will have the new weapon and the old weapon of the same type
gAft 0S F@FLAflI0ofS Ay KA&a ONROQA 4SILRYy adlako
having purchased the gun.

1 Pressing Triangle lets the player exit Friendly Fire.
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Body Shops

Rim Jobs garages are found throughout Stilwater, with locations in Saints Row, the Docks district,
the Suburbs, the Arena district, the Chinatown district, and the Copperton district. Parking a car in their
I NI IS oNRYy3IE dzlJ GKS aid2NBQa YFAY YSydzo

TheLJt @ SNR& OF NJ NRAaSa dzld 2y (KS o6f201asz FyR GKS L
PACKAGES.

He is also shown the amount of cash he has on hand.

RIM JNRS

BODY PACKAGE
9 If the car is damaged, the first option that the player is given is to fixfibiug price X agrees
and Triangle EXxits.

1 Selecting COLOR brings up a secondary menu with a color palette the player can cycle through
to find a new color scheme for his car.

1 As the player rolls over each of the colors, the car shown turns that color so the playsrecan
the effect.

9 The cost of the paint job appears at the bottom of the menu.

1 The player has the option of SELECTing the color by pressing X, which will take the money out of
KAa LI220O1S0 AT KS KFLa AGo h i KS N¥ AvillSppeai 66S YSaal
the screen and the player will return to the menu.

1 The player can select Triangle to EXIT the garage at any time.

1 The player can select O to go to the BODY PACKAGES menu.
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1 The BODY PACKAGES menu shows the player the list of availabladi@dyep for the vehicle.
As the player rolls over each of the packages, the car on the blocks transforms into how it would
look with that package so the player can see the effect.

1 The cost of the body package appears at the bottom of the menu.

1 The playehas the option of SELECTing the body package by pressing X, which will take the
Y2y Se 2dzi 2F KAa L12O1SG AT KS KlFa Ado hiKSNBA
R2y Qi KI @S Sy2dAK Y2ySeéé¢ gAftf | LIJSHemengy GKS a0

1 Asinthe COLOR menu, the player has the options here on selecting Triangle to EXIT the garage,
or pressing O to go to the COLOR menu.

Barber

The player has a couple choices if he feels like he needs a new hairstyle or a change in hig facial ha
Shear Intensity is the more expensive salon in Stilwater, located in the High End Retail district, and the
neighborhood favorite Do It Up has locations in the Barrio district. Entering either shop brings up a
menu which functions the same, but theyks in Shear Intensity tend to be more conservative and
expensive and the ones at Do It Up are more street and cheaper. The background image is also the
difference between a higkend salon and a neighborhood barber.

The player is given the initial cheiapon entering between FACE (X), COLOR (O), or CUT (SQUARE).
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SHORT CORNROWS
MEDIUM CORNROWS

HI TOP FADE

BRAIDED TIGHT j
BUZZ ‘
MINI DREDS ‘

= E !“‘.
HITOP FADE  $20 — &
- :

@ COLOR@) @ SELECT @ EXIT

1 Choosing CUT, the player goes to the hairstyle menu, where he is shown the amount of money
on him, an image of himself modeling the selected hairstyle, a menu of all hairstyles available,
andthe options to go to the COLOR or FACE menus, SELECT the hairstyle highlighted, or EXIT the
barber shop.

1 The player can scroll through the menu of available hairstyles and watch as his avatar changes
to each hairstyle selected.

 When he finds ahairstylesh g yiaz KS LINBaaSa G2 {9[9/¢ Aldc
KS Aa 3IAQGSYy G(GKS YSaaldaS a,2dz R2y Qi KI @S Sy2dAaAK
KIFANERGe@tS 0S02YSa G(GKS OKIFINYOGSNDa 26ys FyR (KS
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GREEN HILITE $20

CUT (@) FACE % SELECT @ EXIT

1 Choosing COIR) the player goes to the hair color menu, where he can scroll through a menu of
hair color choices, go to the CUT or FACE menu, or EXIT the barber shop.

1 Using the analog stick or the arrow keys, the player can select color from the color wheel which
willakK2g dzLJ 2y GKS LXF@SNRa @GN 2y (KS YSydzo
select a second color which will be applied to high lights. The price at the bottom of the bar will
NEFf SOG GKS O02ai 2F (KS L2ING SNBSS {OK2ZA GBS & S WS
player to start over.

9 Once the color has been selected, pressing X for Select will purchase the color treatment. If the
L I @SNJ R2Sa y20 KIF@S Sy2dzaK YzySesxs KS gAaftt 23S
and be retirned to the menu. Otherwise, the money is deducted, the hair color becomes the
L F@SNRazX FYyR GKS LIXF@SNI A& NBOGdzZNYSR (2 GKS YI
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NONE
GOATEE
SOUL PATCH

UNIBROW

PENCIL-THIN STACHE
UNIBROW  $20
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f) F.
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a3 TN

@ CUT @ COLOR g‘ SELECT @ EXIT

f / K22aAy3 C! /9T (GKS LXFreSN)J3I2S8Sa G2 GKS cCF OS
hair, or go to the CUT @OLOR menus, or EXIT the barber shop.

f ¢KS LI &SN Oy &aONRff GKNRddAK (KS OK2A0Sa:z
aO0ONBSyo ¢ KS LINAROS T2NJ GKS OKIy3aS | LIWISI N&
appears on the screen.

1 The player capress X SELECT to choose a particular style of facial hair. If he does not have

2

_<

(0p))

SS
l.:.l

Sy2dzaK Yz2ySesx KS Aa 3IAPSYy GKS YSaalridas a4, 2dz R2

the menu. If he does have enough money, it is deducted, the player character bpgitiag a
new look, and the player returns to the main barbershop menu.

Restaurants and Liquor Stores

You gotta eat, if only for your health, and there are restaurants and liquor stores throughout Saints
Row to sell you your burgers and Forties. Br&aggers sells liquor and drugs in the Docks district, the
Suburbs, the Museum district, the Projects district, the Red Light district, the Sommerset district, and
GKS /2LIISNIi2y RAAGNROG® CNBO1ftS . Al Qindiatrica St €
and the Sommerset district.
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PURCHASE

7 2KSGKSNJ KS 32S83& (KNRdIdAK
activates the menu of available choices.

GKS RNAGS (KNRdJIZAK 2NJ

T hy GKS aONBSy Aa (G(KS LX I &SNRa i ardkhé optidhsdoK | G A f
PURCHASE the food selected or EXIT the restaurant.

T tNBaairAy3a - G2 t!'w/11{9 GKS F22R ¢Aff RSRdzO0 (K
F22R A0SY Ay KAad Ay@Syliz2NRO LT KS R2SayQi KI Q@
R2y Qi KI @S Sy2daAK Y2ySeé F2NJ GKFG¢ FyR NBOdzNYy &

When the player enters Brownbaggers, he is given the option to look at LIQUOR or DRUGS.
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9 The Liguor menu shows the player a list of booze available, the amount of cash the player has
on him, an opibn to purchase the liquor selected, an option to go the DRUGS menu, and an
option to EXIT the store.

f ¢KS LI &@SNJOly &aoly 2@SNJ GKS tAad 2F F@FAflofS
selected. If he has enough money, the cash will be deduarteldhe liquor will be added to his
AYOSYG2NEIEI YR GKS LI F@SN) gAff NBGdNYy (2 GKS Y
gAft 3ASG GKS YSaal3aS a,2dz R2y Qi KIF @S Sy2dzZaK Y2
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BROWN BAGGERS

DRUGS A
- SPLIFF
- BLUNT

PIPE

BONG

1 The DRUGS menu shows the player a figt@drugs available, the amount of cash the player
has on him, an option to purchase the drugs selected, an option to go to LIQUOR menu, and an
option to EXIT the store.

f The player can scan over the list of drugs available, and press X to PURCHA®Hthe dK S Q &

aSt SOGSR® L¥ KS KlFIa (4KS OF&aKzI AGQa RSRdAzOGSRZ
KIS Sy2dzaK Yz2ySeés KS Aa 3IAQSYy (KS YSaalr3asS a, 2
to the menu.

Clothing

They say clothes makethemay, & (G KS LJ | @ SNNR& OK2AO0S 2F Of 2GKAy3
LISNBR2Y I AT Ay3a KA& OKIF NI OGSN® wS3dzZ F NJ OKIy3asSa 27
there are real gameplay advantages, beyond the fun of playing-diigss

Of course, for theérue fashionista, where you shop is as important as what you wear. There are
three clothing chains in Stilwater, marketing to different groups, and the player can decide which to
patronize depending on his taste and his wallet. Sloppy Seconds withtiaocaSaints Row and two
in the Barrio district sells the cheapest kinds of clothing; Impressions in the High End Retail district
markets to the upper strata of consumer; On The Rag in the suburbs, the Red Light district, and the
Arena district targetsite middle demographic.
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Upon entering any of the shops, the player sees a picture giving the flavor of the store and a menu
of available categories of clothing.

IMPRESSIONS

&9 SELECT @ wWARDROBE @ EXIT

9 The categories vary by store inventory and are adjustable by designers.
1 The player cyclesitough the list on the BPad and presses X to select a category.
9 Pressing the Triangle exits the shop.

9 Pressing O brings the player to his Wardrobe menu from his crib. The player can change his
clothes to anything he has already purchasadd press Triagie from that menu to return to
the shop.

Selecting a category of clothing brings the player to a submenu which lists all the clothing in that
category, and features an avatar of the player modeling the article of clothing selected.
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The camera focuses dhe area of the body where the clothing is changing. The player is given the
list of clothing available in that category, the amount of money he has, and the options of SELECTing and
purchasing the item selected, returning to the SHOP MENU to see dthieing categories, or EXITing
the store.

91 If the player presses X select, the character is outfitted with the new clothing, the old clothing of
GKIFG OFGS32NeE 32Sa (G2 GKS LXF@SNRa 6 NRNRoS Ay
inventory, andthe player returns to the menu. If the player does not have enough money, he is
IABSY GKS YS&aalr3aS a,2dz R2 y2i KI @S Sy2daAK Y2yS

1 If the player selects O, SHOP MENU, he returns to the menu of clothing categories available in
the shop.

Tattoos

We hope to include Tattoos Parlors like Rusty Needles in the game to allow the player to further
customize his character. More detail about them will follow in the next iteration of the GDD if we are
able to do them.

Damage Systems

GQa + Kdz3S dzy RSNRGFGSYSyd G2 are {dAtsl SN A& |
minute of every day.

The amount of damage a person can take befdtymg varies, and designers have the freedom to
adjust each archetype or special charas8 NRa KSI f 6K f S@St F2NJ ol flyOAy3
a first pass.

Character Health Level
Pedestrian 20
Gangsta 50
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