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I. Executive Summary

A. Abstract of Game Story
1. Story Background
a) A war ravaged the world that takes place far in the future
b) The land is rendered uninhabitable
c) Remaining survivors temporarily resolve the war and combine efforts and technology to migrate deep into the ocean
2. Story Introduction
a) Several decades later, mankind grew somewhat accustomed to their new environment
b) However the younger generations who have never seen the surface wished to return
i. Many problems when living in the city “bubbles” deep in the ocean
· Dark and gloomy—no sunlight
· Development of new health hazards
· Technology failures could be fatal—live in constant fear
· Rumors of deep political strife and cold war
3. Player’s Background
a) A researcher and mercenary
· For fighting ability background
b) A highly regarded individual amongst the younger masses
c) Developing ways to cleanse the surface for mankind to return
· Researches records of an ancient civilization
d) Deciphered text and location of a sunken ancient civilization
· Used highly advanced technology that may clean the surface world
e) Hired by a high profile enterprise to lead an excavation of the civilization
4. Plot Twist
a) Enterprise is an organization that knows about the civilization for some time
b) Civilization belonged to an ancient alien race that once inhabited the world
c) Associated with a powerful weapon
d) Political strife from the war decades ago had never ended, only kept as a secret from the general public
e) World leaders currently in a cold war
f) Planned to use the main character to lead the campaign simply as a figurehead and allows the organization to
i. Silence the younger anti-war masses
ii. Freely promote and fund the excavation
g) Once the weapon is salvaged, the organization could sell the weapon to either sides of the war
i. This will tip the balance of power and rekindle the flames of the war that ended in a stalemate several years ago
5. Player’s Goal
a) After revealing the organization’s goals, the player becomes the organization’s target
b) Barely escape but left unarmed and stranded in the deep ocean
c) Happens upon a ship with advanced AI, superior underwater maneuvers, and powerful weaponry
d) Need to:
i. Stop organization from reviving an uncontrollable threat
ii. Discover the truth behind the sinking of the advanced civilization
iii. Discover the origin of the powerful underwater ship and AI
iv. Discover the truth and reasons behind the destructive war from several years ago
v. All revealed in the game’s story through images and text between game levels
II. Game Play Look and Feel

A. Appearance
1. Levels
a. First Level – Deep Sea
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b. Second Level – Alien Layer
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c. Third Level – Cave (Optional)
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2. Underwater Ships
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3. Game Stats
a. Score
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b. Level
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c. Lives
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4. Overall Appearance
a. Level 1
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b. Level 2
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B. Player Roles and Actions
1. Player controls an underwater ship
2. Ship starting position on the middle bottom
3. Enemies appear on the screen from above and moves around
4. After defeating weak enemies, players will face a boss character
5. Players have 3 weapon choices
a) Heat Wave
b) Ice Beam
c) Normal Shot
6. Current weapon chosen also protects ship from those type of attacks
7. Enemies have specific weaknesses that the player needs to exploit in order to defeat enemies
a) Color coded
b) Blue = weak against Heat Wave
c) Red = weak against Ice Beam
d) Regular = weak against Normal Shot
e) Using the wrong weapon would do little damage to the enemies
C. Strategies and Motivations
1. Players need to avoid enemies and/or their fire
· Reflex based
2. Players are give a set number of ships that can give the player another chance at the game each time a ship gets destroyed
3. If all the ships are destroyed, the game is over
4. Defeating all weak enemies that appear would cause the boss to appear
5. Defeating enemies will give the players points added to their scoreboard
· If earned many points, players will be awarded with extra ships
6. Defeating the boss will advance the player to the next level
· Bosses will require some strategy such as changing weapons consecutively depending on the type the boss is currently in
D. Level Summary/Story Progression
1. Level 1: Underwater
a) Empty field, no obstructions
b) Enemies appear and is a free-for-all battle
c) Boss has multiple types
i. Two enemies on the screen
ii. Collision with player ship would cause the player to lose a ship
iii. Each enemy with a different movement pattern and weakness
iv. One uses homing rockets
v. Other uses fast laser pulses
2. Level 2: Alien Civilization
a) A two stage boss
b) Boss has multiple types
i. Three obstructions to defeat before revealing main boss
ii. Later appears as one creature with a tail
iii. Each part has a weakness—color coded
iv. Enemy chases after the player
v. Collision with enemy or parts will defeat player
3. Ending
a) Display picture with text to reveal the rest of the story
b) Display credits
E. Game Controls (Tentative)
1. Keyboard
a) Control Ship with Arrow Keys
i. Can move in 8 directions from individual and combination keys
b) Attack with currently equipped weapon with Space Bar
c) ‘A’ Key for switching to Heat Wave
d) ‘S’ Key for switching to Normal Shot
e) ‘D’ Key for switching to Ice Beam
i. All equipped weapon indicated with an icon on the screen
2. Mouse and Gamepads
i. Not used
III. Development Specification
A.  Hardware Requirements
1. Key Hardware Requirements
a) Windows Based Desktop PC or Personal Laptop
b) 3.5 Floppy Drive or ATAPI CD or DVD-ROM
c) VGA/LCD Monitor
d) Keyboard
2. Minimum Requirements:
· Pentium 150 MHz Processor
16 MB RAM
70 MB HD space
3. Recommended Requirements:
· Intel Core 2 Duo  Processor
2GB RAM
320GB Hard Drive
B. Software Requirements
1. The specific software needed for our underwater shooter video game are and are not limited to the software listed below:
a) Windows XP Professorial or Home Edition or any Windows 2000 or beyond platform Client Operating Systems
b) DirextX 9.0C
c) C++ Programming Environment
C. Algorithm Style

1. 2D Video Game
2. Using Sprites And Small Animation
3. Shooter (Much Like Space Invaders or Arcade Games Such as Raiden)
4. One Screen Maps (No-Scrolling)
5. Elimination of Enemies entering on-screen Required For Game Progress
6. Implantation of Elemental Weapons
a) Fire
b)  Ice 
c) Wind
7. La Mothe code examples and libraries will be followed using elements such as: 
a) Collision detection for enemy ships
b) Clipping for no ship overlapping level
c) Ship rotation
d) Ship movement
e) Ship moving in multiple directions
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