Executive Summary


The game “Underwater Barrage” is the story of a man forgotten by all that are alive today.  Jacques Thomas was called into service to safely gather pieces of Uranium 320 from a sunken nuclear warhead during the last World War.  He must first find his way through masses of seaweed and other obstacles.  Next, he must manage to survive the ill-tempered, mutated sea-life dwelling near the warhead.  After making his way to the atomic site, he must accomplish the mission he was sent for.  He must gather the pieces of Uranium that have broken off of the warhead before they have time to eliminate life on this planet.


The entire duration of the game takes place underwater in the Pacific Ocean off the western coast of Hawaii.  There is no sea floor or water level in sight.  Jacques is dressed in a wet suit specially designed to permit close contact with the strong radiation that he will encounter.  The suit has jets to allow him to maneuver up and down in the water easily, but the ocean currents constantly push him forward, closer to his destination.  His vertical movement will be controlled by the up and down arrow keys on the keyboard.  He is equipped with an aquatic photon gun to eliminate all living obstacles that he encounters.  The gun will be fired by using the space bar, but can be used only 5 times before it runs out of energy and needs to recharge, taking a few precious seconds to do so.  In the final level of the game, he must collect the pieces of Uranium in a special container for protecting the world from its harmful radiation.  Jacques will use the container whenever he is close enough to a Uranium fragment to reach it.


“Underwater Barrage” is intended to be able to be played on a low-end computer system so that anybody can enjoy its fun.  It is designed in the style of classic computer games where not a whole lot of movement is involved, but just enough to get the player sucked in to the adventure.  It will only require that DirectX version 5.0 or above be installed on the computer to play.  A 3D accelerator will definitely not be needed since the graphics for the game will be two-dimensional.  All the controls will be keyboard driven so a joystick will also not be needed.


To implement the game, an object-oriented programming approach will be used so that each sprite can be described in terms of an object and only a few data types will actually have to be declared.  The game will use a standard loop during play, which will allow the sprites to move on the stage as well as accept user input to perform Jacques’ actions.  
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