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Executive Summary

Abstract of Game Summary

You play the role of Gary, a small fish.  Gary used to live a nice plush life in a pet store.  He was fed regularly and had all sorts of cool things to play with in his tank.  He didn’t have to worry about anything.  He lived a charmed life for sure.

One day some people broke into Gary’s pet store.  They were from PETA, and they said they were there to “rescue” him.  They took all of the animals in the pet store including little Gary.  They set them all free.  Gary, being a saltwater fish, was set free in the ocean.

Gary was always a happy fish.  There wasn’t a cynical bone in his little fish body.  But now, all alone in the big scary ocean, Gary finally knows what people mean when they say no good deed goes unpunished.  In the ocean there is no one to feed Gary when he’s hungry.  He’s left to fend for himself.

Back in the pet store, Gary would have never hurt anyone.  Out here in the ocean though, he’s about to find out that it’s either eat or be eaten.

Game Play Look and Feel

Appearance

It is a 2D game set in the ocean.  There is no side scrolling and the player (Gary) is confined to the screen.  Other fish can move in and out of the screen from the sides.  

The screen with out any fish on it will look like this (scaled to fit in this document):
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A more realistic ocean feel may be added to the background as time permits.

There are 5 different kinds of fish in the game, including Gary.  There is also one shark and one crab.

Here are the fish starting with Gary (you):
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The fish are all scaled to the same size here, but they will vary in size in the game.  The varying size is part of the game play and will be explained later.  There aren’t any images for the shark or the crab as I haven’t created them yet.

Here is a look at how the ocean scene will appear with the fish in it: 
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Player Roles and Actions

You play the game as Gary.  You have to eat fish to get bigger, and avoid the bigger fish to survive.  To do this you can move Gary up, down, left, and right using the arrow keys.  You are confined to the limits of the screen, but the other fish move in and out of play from the left and right of the screen.

Strategies and Motivations

The game is point based.  There are no levels.  So the player’s goal is to get as many points as possible.  

Points are given out based on how long the player survives.  For every 10 seconds of game play the player earns points.  The amount of points earned will increase as Gary’s size increases.  The increment will probably be 10 pts. multiplied by Gary’s size.

Gary (the player) increases in size by eating fish.  To make Gary eat a fish the player simply has to touch the other fish with any part of Gary’s body.  Gary can only eat fish that are smaller than he is.

The game ends when Gary is killed.  Gary dies if he is eaten by a fish.  Any fish that is the same size or larger than Gary will eat him.  A fish will eat Gary if any part of that fish touches any part of Gary.  Gary can also meet his demise by being eaten by a shark.  No matter how big Gary gets the shark will eat him.  The final way that Gary can be killed is by the fishing hook.  The hook will dangle from the top of the screen at random intervals.  If any part of Gary touches any part of the hook he will be caught, and presumably eaten by whoever is on the other end of the fishing line (probably not the same PETA people that freed him… but who knows for sure).

Another foe for Gary is the crab.  The crab roams the ocean floor and tries to pinch Gary with his claw.  If the crab gets any part of Gary then Gary will temporarily lose some speed.  Gary can not eat the crab (he doesn’t like how they taste).

Some other game play elements to note are that the other fish, the crab, the shark, and the fishing hook are only after Gary (poor little guy).  So they have no effect on each other.  Also, the other fish and the shark will move horizontally across the screen without changing their height.  Their speed will vary randomly each time they are spawned (which happens off the screen).  Once they enter the screen they stay at a constant speed.

Given the game play elements and the motivation to get the high score, a few strategy elements arise.  The larger Gary gets the fewer fish there will be that can eat him, but there will also be less room for Gary to avoid the things that will kill him.  One strategy might be to try to stay small so that you can more easily avoid the larger fish, the fishing hook, and the shark.  However you won’t accrue points as quickly due to the size multiplier.  Another strategy (perhaps the most fun one) makes use of the size multiplier to grab points quickly.  Eating the smaller fish will make Gary and the size multiplier grow.

Level Summary/Story Progression

As stated earlier, there are no levels in the game.  One could think of the game as progressing as Gary’s size increases.  It does get more difficult to avoid danger once Gary gets to a certain size, because there isn’t enough room to avoid the larger fish.  So even though there aren’t any levels the game does increase in difficulty as it goes on.  

The story doesn’t really progress either.  I supposed there is a sort of progression for Gary.  He starts out small and threatened by everything.  As he gets larger he becomes a threat to other fish, but inevitably Gary will be eaten.  At some point he will become too large to out maneuver the sharks and the fishing hook.  The game ends with Gary dying.  It’s a sad end for a once happy pet store fish, but that’s life in the ocean.

Development Specification

Hardware

The game is being designed to run on a machine that has a 2.4 ghz processor and 2 GB of ram.  That is not to say that it won’t run on a lesser machine, only that it will definitely be enjoyable on a machine with those specs or better.  All of the graphics are being made with a resolution of 1024x768 in mind.

Software

I am using the OGRE graphics engine which supports both DirectX and OpenGL.  That would allow the game to be platform independent.  I might require DirectX 10 which would require Windows.  I am as of yet undecided on that though. 

Algorithm Style

OGRE uses a scene graph to manage all of the elements on the screen.  The scene graph provides methods for collision detection and animation.  OGRE also provides a means of getting user input from the keyboard which I will be using.  All of the elements on the screen (fishes, shark, crab… etc) are currently bitmaps that will be displayed on billboards.  I might switch to 3D models that use the bitmaps as textures.  The game would still be played on a 2D plane, but it would have a more 3D look to it.

