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EXECUTIVE SUMMARY

Abstract of Game Story 

The game is set sometime on the future.  Earth has been involved in an intergalactic war with the Evil Alliance.  Our hero, Rob, has been captured by the evil alien forces of Bart.  Earth has attempted to rescue Rob many time but to no avail.  Now, it is up to Rob to free himself and conquer Bart single handedly.

Game Play and Appearance 
This game is a mix between the first Castle Wolfenstein, Centipede and Spy Hunter.  The player starts out in a prison building.  He must kill the guards, get the key to the exit and make it to the exit door.  Then, he must fight his way to the prison front gate and destroy the gate.  Then, he must kill all the pod people and destroy the mother ships.  The object of the game is to kill as many bad guys as possible and make it to the end where you save the universe.

Development Specification

I’ll be using Java as the programming language and Windows 2000 as the initial platform.  I expect a development time of approximately 2 years and 6 months (June 1999 to December 2001).  The game should be able to run on the internet when complete.

PRODUCT SPECIFICATION

Product Team Description

The product team will consist of 1 programmer, and 1 artist.

Target Audience

The target audience for this game is anyone who goes to the arcades and is over 10.  There is a mild amount of violence so the game is not recommended for children under 10.

Time: Game Play and Shelf Life

The average time for game play will be approximately 1 hour.  The shelf life will be approximately 6 years.  There are many different options for many types of upgrades to the game, which will extend the shelf life.

Production Tools:

· 1 personal computer with Windows 2000 and a Java compiler as well as a text editor.

· Internet access in order to find free audio and graphics clips.

Schedule with Milestones and Deliverables:

Month 1 through 26

· Basic game background will be complete

Month 27

· All backgrounds will be complete

· Basic creature graphics will be complete

· Basic game design will be complete

Month 28 and 29

· All levels will be designed

· All individual level programming will be complete

Month 30

· All levels will be integrated

· Game will be complete

GAME SPECIFICATION

What Is It Like To Play The Game

This will be a one player game.  The player starts out with four lives and no gun.  The player must then make it safely to the gun without getting killed by the guards.  If the player is killed, he will be returned to a spot at the bottom of the screen.  Once the player has lost all of his lives, he must start the game over from the beginning.  The player can be killed by touching any one of the enemies.  The number of enemies that the player faces depends on how fast he kills them and how often the player switches rooms.  In the final level, if the player kills the mother ships early, then he will not face as many enemies.  In other words, the mother ship will not be able to spawn as many pod people if they are destroyed.

Interface Mockup

The interface for this game is through the keyboard only.  The controls for this game are as follows:

Up Arrow or 8—The hero moves to the top of the screen

9—The hero moves to the top right of the screen

Right Arrow or 6—The hero moves to the right of the screen

3—The hero moves to the bottom right of the screen

Down Arrow or 2—The hero moves to the bottom of the screen

1—The hero moves to the bottom left of the screen

Left Arrow or 4—The hero moves to the left of the screen

7—The hero moves to the top left of the screen


Space Bar—Shoot in the direction of travel


N or n—New game


M or m—Toggle music on or off


Q or q—Quit the game


Summary of Story Line / Character Bibles


The main character, Rob, joined the marines fresh out of high school.  Very soon after he joined, he was noticed by some high ranking officials for his exceptional marksmanship abilities and his ability to never run out of ammunition.  They made him a sniper and he remained in that position for ten years.  After he retired from the marines, he joined the intergalactic freedom fighters joint task force brigade.  While he was there, he became known for being able to destroy a space ship with one shot.  The aliens didn’t like this so they put him in prison.


The leader of the horrible looking aliens, Bart, had been a motel manager until he decided he wanted to take over the universe.  Then he began cloning goats to do his bidding.  The goats just ate everything he owned so he moved on to making pod people.  He was so efficient at making pod people that they only cost three cents per pod person.  As he was making $4.50 per hour at the motel, he was able to amass quite a collection of pod people over the years.  And thus started his army.  After he made enough money by using his army of pod people, he moved to Pluto, where he resides still at the current future time.


The pods are a mixture of sour milk and toe jam.  They are fairly harmless to our hero, Rob.  They do smell bad though.  Once the pods mature long enough they begin to take on a life of their own and they turn into the pod people.


The pod people are derived from the pods.  They are pretty stupid as they are made of sour milk and toe jam.  Also, they don’t have any brains.  They pretty much just wander around knocking into things.  Watch out though, they are pretty rank and will kill our hero upon contact.  They are themselves easily killed as well.  All it takes is one shot from a gun.  At that time, they disintegrate and seep into the floor.


The mother ships have been leased from the acme mother ship company and are some of the best models made.  After Bart had built his army, he sent them to pillage the convenience store next to his motel.  For some reason, they never caught on and Bart was able to get enough money to lease the space ships.

Level Outlines

There are three levels in this game.

The first level is in Bart’s prison on Pluto.  The player starts out without a gun to protect himself and he must avoid touching the guards until he can get a gun.  When he gets a gun, he is able to shoot the guards.  The player must then fight his way through the prison until he can find the key to the front door.  For some reason, Bart has left the key on the floor.  This doesn’t sound very secure to me.  Anyway, once the player gets the key, he must fight his way to the front door and let himself out.  That is the end of level 1.

The second level is in the prison yard.  Amazingly enough, Bart has gotten some trees and grass to grow on Pluto.  They might be fake though.  I think this because it says “TREE” on the top of them.  Anyway, the player must fight his way through all of the prison guards that are wondering around doing nothing in the prison yard.  Once he has made it to the prison gate, he must destroy the front gate by shooting it.  All the while, he must kill the guards that are coming out of the gate.

The third level is outside the prison gates in Bart’s mushroom fields.  Bart has his mother ships flying around there placing pods on the ground.  I guess the pod people are supposed to harvest the mushrooms, but all they’re doing is wandering around like a bunch of slackers.  Anyway, Bart is in one of the mother ships.  He is supervising the whole affair.  So, the players job is to kill destroy Bart and the mother ships.  Then he must kill all of the pod people so they won’t resurrect Bart.  Once that job is completed, the universe is saved and there is much rejoicing.

ART SPECIFICATION


Overall Style (Background and Foreground Objects)

In the beginning of the game, the view is from above and the background is the floor of the prison.  There are walls in the prison which are just made of same color blocks.  The walls can’t be destroyed.  At the end of level one there is a exit door which also can’t be destroyed.  Once the player gets to level two, the background is the floor of Pluto.  The floor of Pluto is somewhat grassy with some bare spots.  Also, there is a cliff on either side of the play screen.  Also, there are some trees and boulders that are scattered about on the ground.  The trees and boulders are only seen from above.  At the end of level two, there is a large door that looks like it is made of metal.  In level three, the cliffs have gone away and there is only the grass with bare spots.  Also, there are mushrooms all over the ground.

Main Characters

Our hero, Rob, is only seen from above.  He has taken a red prison guard hat and all you can see other than that is the blue fabric of his shirt.  When he is killed, he falls to the ground in a bloody heap.

Bart is never actually seen in the course of the game.  He is only present inside of one of the mother ships in the third level.

The pods start out as little blobs and they immediately begin to grow limbs.

The prison guards (pod people) are wearing the same hat as Rob but they are wearing dark red shirts.  They are also seen directly from above.  When they are killed they fall to the ground in bloody heaps.

The mother ships are seen from the side.  They wouldn’t look very interesting if they were viewed from above.  When they are killed, the pilot falls to the ground in bloody heaps.

DESIGN SPECIFICATION


Data Structure and Interface Definitions


Rob

· 1 hit point

· Controlled by player (define player controls)

· Movement controlled by player

· Speed controlled by player

· Shooting controlled by player

· Speed is medium to fast

Bullets

· No hit points (will disappear if they hit something)

· Travel in a strait line in the direction that the player is facing

· Speed is fast


Dead Rob

· No hit points (will disappear on its own)

· Doesn’t move


Pod

· No hit points (can’t be killed)

· Doesn’t move


Pod Person

· 1 hit point

· Moves about aimlessly

· Speed is medium


Dead Pod Person

· No hit points (will disappear on its own)

· Doesn’t move


Key

· No hit points (can’t be killed)

· Doesn’t move

· Disappears when touched by player


Gun

· No hit points (can’t be killed)

· Doesn’t move

· Disappears when touched by player


Wall

· No hit points (can’t be killed)

· Doesn’t move


Door

· No hit points (can’t be killed)

· Doesn’t move

· Disappears when touched by player with key


Cliff

· No hit points (can’t be killed)

· Doesn’t move


Tree

· No hit points (can’t be killed)

· Moves down the screen to simulate scrolling screen

· Speed is slow


Boulder

· No hit points (can’t be killed)

· Moves down the screen to simulate scrolling screen

· Speed is slow


Gate

· 6 hit points

· Doesn’t move

· Disappears when shot 6 times


Mushroom

· 2 hit point

· Doesn’t move


Mother Ship

· 1 hit point

· Moves back and forth across the screen

· Speed is medium

Pseudocode for Algorithms

Initialize all images, sound, flags, media tracker

Initialize level 1

Initialize room

Add walls, player, enemies and gun

Loop until exit level 1

Initialize new room on exit of room

Add walls, player and enemies 

Add gun, key, and door if needed

Initialize level 2

Add background, cliffs, trees, and boulders

Add player and enemies

Start animation

Loop until kill 20 enemies

Add Gate

Add enemies

Loop until Gate dead

Initialize level 3

Add background and mushrooms

Add player and mother ships

Begin animation

Add pod people

Loop until mother ship and pod people dead

