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1. Title Page   

1.1. Game Name – Hectic Heist

1.2. Version 1; 12/10/2012

2. Section I - Game Overview

2.1. You play the role of a bank-robber/entrepreneur named Natalia.  She has been corrupted by modern society and needs exorbitant amounts wealth to quench her nearly-insatiable appetite for fortune.  She goes to a well-known bank to steal three expensive gems that are heavily guarded.  Once the gems are collected, she attempts to escape the bank without being stopped.

2.2. Genre: First-Person Shooter/Stealth

2.3. Target Audience: Teens and Adults

2.4. Game Flow Summary –  Three floors in one building.  Each time a gem is collected, the door to the next floor opens.  At the end, player must escape the bank without being shot to death.

2.5. Look and Feel – Realistic first-person shooter in a present-day bank.

2.6. Project Scope – A summary of the scope of the game.

2.6.1. Number of locations: 1

2.6.2. Number of levels: 1

2.6.3. Number of NPC’s: 9 security guards

2.6.4. Number of weapons: One pistol, in the last room

3. Section II - Gameplay and  Mechanics

3.1. Gameplay

3.1.1. Game Progression: Three floors in one building.  Each time a gem is collected, the door to the next floor opens.  At the end, player must escape the bank without being shot to death.

3.1.2. Objectives – Collect three gems and escape.

3.2. Mechanics

3.2.1. Physics: Standard gravity and collision detection to give a sense of realism.

3.2.2. Movement

3.2.2.1. Use WASD keys to move player and space bar to jump.

3.2.3. Objects

3.2.3.1. Walk up to a gem to pick it up.

3.2.4. Actions

3.2.4.1. Walk up to security door with collected gem and it will open

3.2.4.2. Combat: When detected, guards will shoot you.

4. Section III – Story, Setting and Character  

4.1. Story and Narrative – The is a start screen that explains the story premise, and an end screen that notifies the user when they have beaten the game.

4.2. You play the role of a bank-robber/entrepreneur that has been corrupted by modern society and needs exorbitant amounts wealth to quench her nearly-insatiable appetite for fortune.  She goes to a well-known bank to steal three expensive gems that are heavily guarded.  Once the gems are collected, she attempts to escape the bank without being stopped.

4.3. Game World

4.3.1. Bank

4.3.1.1. General Description: bank setting, fountain, light fixtures, pillars, obelisks, guards, stairs, vault, gems, handgun

4.4. Characters

4.4.1. Natalia

4.4.1.1. Back story:  Wealth-Obsessed Robber

4.4.1.2. Personality:  Smart, Selfish, Formidable

4.4.1.3. Look: Female with a special soldier suit to protect against damage.

5. Section IV – Levels

5.1. Level #1

5.1.1. Synopsis: Steal gems and escape the bank.

5.1.2. Introductory Material: On-Screen Text

5.1.3. Objectives: Obtain all gems, escape.

5.1.4. Encounters: 9 guards scattered throughout.

5.1.5. Level Walkthrough: Start with obtaining the gem on floor 1, then 2, then 3.  Finally, escape.

6. Section V - Interface

6.1. Visual System

6.1.1. HUD – Health, Ammo, Selected Gun, Gems Obtained

6.1.2. Camera: First-Person Only

6.2. Control System – Walk - WASD, Shoot - Left-Click

6.3. Music – 1 song used to evoke feelings of excitement and action

6.4. Audio – Standard gun/shooting sound effects.

7. Section VI - Artificial Intelligence

7.1. Opponent AI – Guards are searching for the main player.  They follow a set path, but run and shoot the main player upon detection.  They can detect all players in a radius around them, unless their vision is obstructed by an object.

8. Section VII – Technical – This may be abbreviated with most in the Technical Bible.

8.1. Target Hardware: Windows XP, Windows 7 PC

8.2. Development hardware and software: Torque 3d, Torsion, Torque Constructor

8.3. Game Engine: Torque 3d

9. Section VIII – Game Art

9.1. Characters – Guards (armored NPCs)

9.2. Environments – Bank setting, clean, secure atmosphere

9.3. Equipment – Pistol, Gems

10. Section X - Management

10.1. Detailed Schedule:  Deliver product on DVD by Monday, December 17th.

