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ARMED FORCES OF THE UNITED STATES In the year 2095, the world is gripped by a

devastating war between powerful military
U.S.ARMY factions. Amidst the chaos, an elite
soldier Sergeant Major Jimmy Roger known
only by the codename "Shimmy Jimmy" 1is

<:> tasked with delivering vital intel that
N—"/ . .
could turn the tide of the war. During a
RANK f — _ critical mission, Jimmy's team is ambushed,
SGT MJR =‘ 2098JUL26 leaving him as the only survivor. With

& enemy artillery locking on to his position,
JWHWM Y’O@@Y‘ '”MMY ROGER Jimmy must make a desperate sprint across a

war-torn battlefield to reach a safe bunker
GENEVA CONVENTIONS IDENTIFICATION CARD .
¥ on the other side.

Jimmy must dodge rockets while collecting supplies needed for survival. The enemy won't
stop until Jimmy is eliminated, making every second a battle for survival. The fate of
the world depends on whether Jimmy can make it to the bunker in time.






1.0bjective.

Reach the bunker at the end of each level,
escaping from a barrage of enemy fire and
obstacles while collecting supplies across the
battlefield.



2. Core Mechanics.

e Ground Running:
* Players control Jimmy,
who runs on the ground

* Jimmy is fast but more
vulnerable to ground-
based obstacles like
TNT.

* Players must switch
between running and
jumping to dodge
hazards effectively.

e Dodging Projectiles:
The enemy constantly fires
bullets or rockets that the
player must dodge.

e Collecting Supplies:
Instead of coins, Jimmy
collects supplies (Medicine
Vial and Water Jug) across the
battlefield. Supplies are
counted for points at the end
of each level



3. Game Assets

e Traps: TNT placed along
the ground, bullets
fired at regular
intervals

e Obstacles:
Walls/Barriers Jimmy
must jump over
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4. End-of-Level Evaluation.

e Each level represents a unique battlefield, and the
difficulty increases as Jimmy gets closer to the bunker.

e At the end of each level, the player’s performance is
graded based on the Time taken to reach the bunker and
Supplies collected during the run.

e High scores unlock new skins for Echo, bonus levels, or
special abilities that can make the next levels easier.
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k4 2D platform game - Sam
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LConclusi1on.

"Bunker Dash" blends the fast-paced, side-scrolling
action of a game like Jetpack Joyride with intense,
war-themed survival elements. Players must balance
quick reflexes with resource management to successfully

nhavigate through a dangerous
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