Executive Summary

Game Story

It’s sometime not to long from now, Mr. Fiendish a man who believes that music causes violence, has kidnapped the members of the happening alternative band Sputnik – and hidden them some where in his strange Mario land like world. Mr. Fiendish’s world is guarded by an assortment of music and young people hating monsters. It’s up to you the player(s) to explore the many levels of Mr. Fiendish’s world, find the band members and free them so that the music will never die.

Game play and appearance

The game features a third-person three-quarter-view side scroller (somewhat like Super Mario Land except that it’s more 3D looking). The player/players (up to two) are represented by cute little third person polygon figures controlled with a “Play Station” like game pad. The players can walk, run, jump and swim to avoid the goofy looking monsters collecting power ups, special items and dollars, while searching for the band.

The players run through the levels looking for power ups to speed them up or give the special items like fiery beach balls to shoot at the monsters, and tiny flapping wings that allow them to fly over obstacles or to secret areas to get lots of points/dollars. And little Nike gym shoes that make them go really fast. They can spend the dollars they earn completing a level at the Mall between the levels. Buying power ups and other items – this motivates players to thoroughly explore each level.

Great alternative music plays as the players traverse the levels and special sounds signal picking up dollars and power ups, with foreboding sounds when monsters are about. The players can deflate monsters by jumping on them (repeatedly for the big ones) or hitting them with beach balls or Frisbees. And when they beat a level and free one of the band members the band person talks to them and gives them clues and a key  to one of the other levels.

The player(s) can chose to be one of four cartoon like characters – 2 male (1 minority) , 2 female (1 minority).

Development specification

We will be using MS Visual C++ making extensive use of DirectX. The graphics will be produced with 3D Studio Max by or art staff.  Some small 3D graphics we will render with OpenGL. Musical effects will be produced with Cakewalk 2.0 . by our musical staff. Voices will be produced with MS SAPI 2.0 TTS for the monsters, and with Wave Studio for other characters. Some sound effects will get from stock sound effects libraries. I expect a development time of 12 to 14 months for the Windows 95+ release with another 6 months for a Nintendo or Play Station port. 

