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1.0 Executive Summary

Abstract of Game Story



This game lets you play as Fry, Leela and Bender on the Futurama crew.  The Professor has put them in charge of his latest invention, the Blast-O-Delivery.  He plans on blasting crates of Slurm straight from the planet Earth without wasting time and money on those pesky spacecraft missions.  The gun will be aimed into space and by specifying the amount of thrust you can avoid intergalactic hazards in the spirit of delivering the Slurm without a guided spacecraft.  The faster your delivery the higher you score.


Game Play and Appearance



The earth is placed in a glorious intergalactic scene.  There is a Blast-O-Delivery cannon that circles the perimeter of the earth.  The player can control the position of the gun in an incremented 360 degree circle around the perimeter of the planet.  Surrounding earth are a series of obstacles.  Nebulas, wormholes, planets, space ways, solar winds, pulsars and other crazy spatial disturbances aim to either help or hinder Slurm delivery.  The player will aim there canon into space toward the highlighted target planet.  They must use the surrounding obstacles to try and get their package to the designated planet in the fastest possible time.  The faster the delivery the higher the score.  The player will have the choice of using either keyboard or mouse input.  The player can get a hint about what obstacles lay in his/ her war by placing the pointer over the object in question.  A brief description of the obstacle and its affect will be displayed.


Development Specification

o
Assumptions/ Dependencies


 The graphics that are being generated can be incarcerated in the game.


 Modern Computers are capable of calculating gravitational y force in real time.

o
Constraints


 Time


 Experience of the programmers

 Adaptability of graphics and sound into VB objects.

o
Goals/ Guidelines


 Create GUI


 Create Graphics


 Code Programs


 Adapt Code to GUI/ Graphics


 Add Sound Scheme


 Add Help File


 Product Testing


 Project complete by December 20th
o
Development Methods


 Meetings to discuss all issues

 Extensive use of flowcharts


 Program with Visual C++ 6.0

 Create Graphics with Adobe


 Create Sounds with Sound Studio
2.0 Product Specification

Production Team Description

o
Nick Crabtree – Head Programmer/ Graphics
o
Don Lonser – Documentation , Troubleshooting and Audio 


Target Audience



The target audience for this game would be all ages.  Anyone with computer access who is interested in games would be fair game.  The game will especially appeal to fans of the Futurama TV show and game franchise.  This game appears to be a blaster game but is really a puzzle game.  It forces the player to think and strategize about how they can accomplish package delivery.  The game will be rated E for Everybody by ESA.

Game play

o
The player must rotate the gun around earth.


This is done with the left and right arrow keys.


Mouse controls will also be created.

o
The player must specify how much thrust to launch the package with.


This is done with the up and down arrow keys.


Mouse controls will also be created.

o
The player must press the fire button.


This is done with the spacebar.


Mouse controls will also be created.

o
Using the above controls the user wants to avoid or utilize obstacles in the space field to aid in package delivery.


For Example:  Planets pull the package; nebulas slow the package, etc.


Production Tools

o
Microsoft VB 6.0


Programming
o
CorelDRAW 10


Graphics design

o
CorelPHOTO 10


Graphics design

o
Adobe PhotoShop


Graphics design

o
Microsoft Audio


Sound editing

o
Dell Studio


Sound editing

3.0 Game Specification

What is It like to Play the Game?


This game will be set up for addictive play.  A player has to adjust two simple controls and fire the blaster.  Judging by what obstacles lie in the intergalactic path they will have to judge how much thrust and angle to use to keep the package from straying away from the target.  Points are scored by the time it takes for the package to arrive.  The player is allowed three ‘misses’. If the player misses, the crew member who was launching packages is fired.  This character’s head will disappear from the attempts line and the character will ‘grumble’ at the player.  The goal is to accumulate the highest possible score.  The game will record the highest score it has seen and the player will have to do their best to beat it. There will be a high score section that will track the name and score of the top five high scores. There will be fun Futurama music and sound.


Interface Mockup 

o
This will be a simple windows interface.  The user will have the option of using the keyboard or mouse.  Each screen object will have a mouseover description that explains what they do (for instance planet Q = +3 attract).

o
The screen will be a space fields or intergalactic scene with earth at its center.  The earth and the package destination will be very easy to distinguish.  Surrounding the earth will be many interstellar hazards, including:  Nebulas, planets, wormholes, space ways and other items.

o
There will be a special bar that displays the score, time that current package must arrive in, elapsed time, current score and the number of attempts the player has left.


The number of attempts left will be denoted by a maximum of 3 character heads.  The heads are that of Leela, Fry and Bender.

o
The high score and high score holder will be displayed on a bar across the top of the screen.

o
There will be standard windows menus including a file, view, options and help tab.  The application will use a standard windows help system.

Conceptual Screen Mockup:
[image: image1.wmf]
[image: image2.wmf]
Mockup Summary:


The above mockup shows a rough sample of how the game will look.  The window for the application and the windows controls are not shown.  The picture shows earth in the lower left corner.  The object here would be to fire a package from earth and attempt to get it to the target planet in the upper right corner as quickly as possible.  The planet in the center will attract the package.  The space way above the planets will destroy the package if it collides with them.  The player is expected to point the cannon at the appropriate angle and use the correct amount of thrust to launch the package and ‘curve it’ around the large planet and toward the destination planet.  Shooting too close to the large planet will cause the package to crash into it.  Shooting between the planet and the space way could be the fastest solution but is also the most dangerous solution.  Shooting to the right is the safest method but could take a long time causing a point penalty.


Summary of Story Line


The game lets you take control of Fry, Leela and Bender on the Futurama Crew.  The Professor has put them in charge of his latest invention, the Blast-O-Delivery.  The wacky gun is his latest money saving idea.  The professor has grown tired of the low income from his washed up delivery company.  By eliminating the cost of spaceship missions he stands to make a bundle and put Planet Express on the map.  He plans on blasting crates of Slurm straight from the Planet Express building without wasting time and money on those pesky spacecraft missions.  The gun will be aimed into space and by specifying the amount of thrust you can avoid intergalactic hazards in the spirit of delivering the Slurm without a guided spacecraft.  That’s right; you will deliver the space-proof containers without ever leaving the planet!  The faster your delivery the higher you score.  Help shoot Planet Xpress stock into the stratosphere!


Storyboards
[image: image3.jpg]
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The professor is looking over the books.  He
 doesn’t

really like what he sees.

Storyboards Cont…

[image: image5.jpg]And

so | propose to
blast Slurm into
spece...





The professor makes his plan public.
[image: image6.jpg]1 call it the
Blast-O-Delivery !





The professor builds the device.

Storyboards Cont…
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The professor briefs the crew on their latest mission.
[image: image8.jpg]1 guess we
wont be needing
this junk, lets go
N blast...





The crew gets ready to blast some Slurm !

Storyboards Cont…
[image: image9.jpg]




The crew is ready for their latest adventure.  The professor offers some last minute encouragement.

Character Bibles

o
The professor


Inventor of the Blast-O-Delivery.  Offers ‘encouragement’ throughout the game.

o
Fry


The professors recently unthawed Uncle.  A blast from the ‘80’s.  Hopefully he keeps his job of blasting packages.

o
Leela


This cycloptic former Captain hopes to blast her way back into the professor’s good graces.

o
Bender


This evil robot is ready to blast his way to a beerguzzling bendefest.

o
Earth


Planet where the canon is mounted.  Start point of all deliveries.
o
Blast-O-Delivery


Canon that fires the slurm packages.
o
Planets


Attract packages.

Some are package destination.
o
Nebulas


Slow the package.
o
Wormholes


Point to point relocation of package.
o
Space Ways


Packages will crash into these.

Character Bibles cont…

o
Pulsars


Repel Packages.

o
Solar Winds


Speed packages in the direction the wind is blowing.


Flowcharting
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
Level or Scene Outlines
o
The game will have ten different delivery locations. The user can select from 360 firing directions and over 100 power settings. There are only a few ways to assure safe arrival of the package.  Each level will be fairly difficult in its own right.

o
Each level will include a new obstacle that will increase the difficulty of the level.
Sample Level Layouts:
[image: image11.jpg]



Level 2 Sample:  Earth is the lower left corner.  Target Planet is upper right
corner.  Obstacles are a large planet in the middle and the space way on the
left.
Sample Level Layouts Cont…
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Level 2 Sample:  Earth is the lower left corner.  Target Planet is upper
right corner.  Obstacles are a large planet in the middle and the space
way from the planet to the bottom of the screen.  There is also a blue

nebula followed by another small planet.
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Level 3 Sample:  Earth is the upper left corner.  Target Planet is at the

bottom in the middle.  Obstacles are a large planet to the upper right

and a pulsar on the middle left.
Sample Level Layouts Cont…
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Level 4 Sample:  Earth is the lower left corner.  Target Planet is upper
right corner.  Obstacles are a wormhole that activates to the upper left

of earth and releases on the middle right side of the screen.  There is a

pulsar in the middle of the screen and a green nebula to the upper left 

of the pulsar.
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