2D Game Pitch - “Top Down Rocket League”

by Drew Allen and Christopher Murdoch Jr

Executive Summary: Game Story
	Two racers chosen to gain some kind of prize that might be able pay off that car note. With that in mind, they decide to modify their race cars and get a gigantic ball centered in the middle to the goal while passing one another. Nothing else to do but win and drive. Welcome to Rocket League.
Game Play & Feel: Appearance
	The theme of our game will be in a boxed arena where the two cars will be stationed, the ball will spawn and you have all the time to make a goal. Two players are required to play it and the controls are simple keys to press for it. The game has the atmosphere of a 3D game however, the cars are graphically like 3D but appear on a 2D plane and the textures of the cars appear from a top-view seemingly flat.
	The game will be similar to the original Rocket League game feel and look but be less exaggerated and outrageous. Our top-down version of it will remind you of playing Hot Wheels and just running the ball from one side to the other. So our 2D game abandons the concept of sprites and use 3D designs and alter the angles of the objects until they look deflated and planar.
	All of the gameplay will be directly overhead, just like any hawk’s eye view game. This gives the player 2 degrees of movement, left and right, up and down. The player can’t use a boost or anything so same speed for both drivers and ball will move when in contact.
Game Play & Feel: Player
	The player has to show our their driving skills in an encased stage to maneuver a ball and a car to the goal. It gets the player engaged to try to beat the player without letting them score on your side of the field. At times, it can be aggravating and annoying but it’ll make you strive harder to outdo your rival. As the player, you want to show that you’re better than your opponent at anything and everything in Rocket League. 
Game Play & Feel: Strategies and Motivation
	Some strategies we took to approach this game were simply thinking of well-known games that we enjoyed playing already and improving them in a way. After spewing out ideas left and right, we came to a consensus of our top three games we thought would be able to be played with and created within our concise time frame. Once we made that decision, we discussed various layouts the game could be played and perceived in, and after trimming those out we agreed on a single layout and went from there.  We want this game to be engaging with both the mind and feelings of the player. How we wish for the mind to be in play is by making the player search around the vicinity to figure out what to do without much of a guide. We want them to be just as lost or a bit more knowing as to what to do and where to go. One of the most rewarding aspects of gameplay is being dropped into an environment and figuring out solutions to problems with no help, aside from subconscious nudges from the game.
	
	We can say that a lot of things could have motivated us to construct and go forth to creating this game without knowing how successful we’ll be. On a basic level of motivation, we’ve been assigned this project and will be receiving a grade for it, so that gives determination to get it done in order to get a decent grade so we do not fail that course. Failing to turn in a playable game will result in a bad grade which we don’t to receive after spending precious time to do so. On a more personal level, motivated to create our  game is a different scenario. The motivation to create this one instead of other games was because it is an interesting concept, and seems that a promising game could be made from it. Having in interest in this type of gameplay and story, this propels us to continue our work on the project.
Game Play & Feel: Story Progression
With our game, we don’t have a storyline nor any progression of the story. Perhaps, we could make it more engaging by adding more stages and making it more difficult to move or having a league campaign. Other than that, the only objective to the game is to make the goals as soon as possible and outsmart your enemy.
Development Specifications: Hardware
Considering we will be making a 2d game and we’re pretty new at it, I wouldn’t imagine the game would be very demanding. The specs given here are just estimates, but should still be considered. 
Minimum:
Processor- Intel i3-3227U Processor @ 1.9 GHz
Graphics: Intel HD Graphics 4000
Hard Drive space: 500MB
RAM: 500MB

Recommended:
Processor- Intel i5-3427U Processor @ 2.8 GHz
Graphics: Nvidia 300 series or higher
Hard Drive space: 2 GB
RAM: 1 GB 


Development Specifications: Software
We will be developing the project in Unity, so after exporting the program, we should expect the game to be playable on both Windows, Mac, and even Linux.

Windows- Almost any OS of windows will work, since it has universal Windows compatibility. This covers Windows XP, Windows 7, Windows 8 and Windows 10.

Mac- Anywhere from the oldest mac OS to the newest version should be able to play our game.

Development Specification: Algorithm Style
	Most of the coding for the game was designed in a series of Scripts and applied to objects in the game. As for placement of objects in the game world, we used Unity to make our levels and so forth. 
	Scripts - All of the scripts are very simple, they initialize a class of an object, perform what lines of code they were designed to do, and from there they may terminate or not depending on if they are used later in the game or not. All of the script code was written in C# and tested in MonoDevelop and Unity.
	Unity - In order to get our levels looking nice, we put together the level in Unity and decorated it with textures to give some depth. Game objects were placed where needed and scripts were applied to the interactive objects, so the player is able to do something with these objects.

Media - Game Art
	The game art of the project will revolve mostly around 2D pixel animation that could possibly eluded in the dimensions of 3D planes though we aren’t entirely sure if that’s plausible or not. We took some skins from the free Unity store to get the animation and actual pictures of the cars into the game so we incorporate other medias into the making like we described before with the level layout being comparable to handheld platforms. Though we aren’t super skilled in that either and the animation will be implemented by Unity, we will try to learn how to make them as presentable as possible by going off other sources or as a last resort, use anything free in the Unity stores.
	We would hope to construct our own sound effects in the game yet we aren’t sure how to do so and would probably look up some tutorials. If that fails as well, we’ll search the Unity store for free sound effects or use game sounds from prior published games but cut them so we won’t deal with copyright issues down the line.
	Another media we think is relevant to the game is the software we’ll use to make our levels and sounds. We’re believing Unity will provide most of the tools we need to make our 2D game within its workspace however, we wish to explore outside the game project since you can import pictures and sounds in there. Some possible software to help with that would be: Microsoft Paint, Adobe Photoshop, GraphicsGale, Inkscape and anything else that could help with making our characters. For dealing with audio, we could possible find some things online, in the Unity store, owned music from our personal computers. But some suggestions we could try could be, GarageBand, Audacity, Adobe Audition, FL Studios and whatever else we can find.
