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Executive Summary

Game Title

“A Game with Aliens in It”
Game Genre

Third-person shooter
Game Abstract

The game takes place in space in a not too distant future just on the outside of our solar system.  The protagonist, Sergeant Duderonomy, is forced to fend off the incoming alien threat in order to keep the Earth safe.  He is equipped with nothing more than a simple spacecraft to fend off his assigned sector of space.
Game Play and Appearance
The game is a two-dimensional, third-person shooter.  It has a fixed-camera view.  The player can keep track of their current score and amount of lives by utilizing their Head’s Up Display (HUD).  The player’s life is kept track by way of the stars. At the start of the game there will be 100 stars in the background. The more the players get hit, the less the amount of stars will be in the background. When the stars are gone, the game is over. 
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 Figure One.  The Title Screen


Figure Two.  Example of Game Interface
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Figure Three.  Shot is fired



Figure Four.  User approaching death
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Figure Five.  Game Over Screen


Game Play Design
Appearance

The player will be introduced with a game menu at the application’s startup.  They will then be able to tap the screen to get into the game itself.

The game is going to use a fixed-camera view.  The game is going to be a simple, two-dimensional shooter.  It is going to have randomly spawning enemies drop from the top of the screen, and the protagonist is going to be located at the bottom of the screen.  The protagonist will be equipped with an armed ship.  The game will have a background that consists of moving stars.  The protagonist will be located at the bottom of the screen with the simulation of moving due to the moving stars.

The game HUD will consist of the player’s current score and amount of lives the protagonist currently has..  The information will be located at the bottom of the screen near the player ship.  The HUD will consist of a simple text view.
Player Roles and Actions

The protagonist’s name is Sergeant Duderonomy.  His role in the game is to fend off the aliens trying to destroy the planet Earth.  He can strafe across the screen in the ship simply by tilting the android device in that direction.  The ship fires when the player simply taps the screen anywhere. The antagonists, the aliens, will drop from the sky at random spawn locations.  
Strategies and Motivations

The major strategy in the game is to avoid the aliens at all costs.  Do not let them strike you and last as long as possible! 
Story Progression

The game continues until the player loses his last life, and the high score is stored.
Development Specification
Hardware

The hardware will consist of a mobile Android device.  The Android device must be equipped with a menu button and back button.  The device must have a minimum amount of memory as much as the T-Mobile G1, the oldest Android hardware available, 192 Mb, a three inch screen, and an internet connection to download the game for the App Market.
Software

The device must run Android OS version 1.5 or higher.  It must be equipped with the Android App Market in order to download the game.  The game utilizes the Java Development Kit and Runtime Environment that is incorporated into the Android SDK to create the app and its visuals.  The game graphics are done using Gimp, an open source photo-editing tool.
Algorithm Style

The algorithm style will be a game loop that checks for these specific events:

· Check for key press or screen touch to proceed from Main Menu

· This will start the game

· Check the accelerometer for player movement

· This will move the player left or right depending on the tilt

· Check for hit from opponent

· This checks for a hit from an alien and adjusts the health accordingly

· Update the score based on amount of kills

· This updates the score on the bottom of the screen and passes the score to the final game over screen

· Check for life being zero, whether it be from the ships crashing together or the user being shot

· This makes sure the game is over and the high score is set

· The OS constantly checks for hardware buttons presses and handles them accordingly

The algorithm structure is as follows:

· Activities

· Title Screen – this activity is run by the OS to start the game; runs the view

· Level – this activity displays the level view

· Game Over Screen – this activity displays the game over view

· Views

· Title Screen – this is the title screen view that displays the title image

· Level – this is the level view that displays the characters and player HUD

· Game Over Screen – this is the game over screen that displays the game over image

· Characters or objects

· Ship – this is the player or enemy instance depending on the circumstances

· Laser – this is a custom bullet that is being shot by the players

· Star – this is an instance of the stars that are being displayed in the background; they indicate the players current amount of life

· Thread

· This is run in each view to get attach a canvas to the surface holder; this pretty much send the back-buffer to the screen

· 
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