EXECUTIVE SUMMARY

Abstract of Game Story

The game is set sometime in the future.  Man has begun the colonization of the moon.  During colonization, a mining operation has been implemented through the moon.  The mine consists of a main tunnel through the moon with bases in the tunnel and mining branches around the bases.  In the process of constructing the tunnel, alien life forms have been discovered which are extremely hostile.  The tunnel has been completed; however, many of the miners have been trapped in various bases in the tunnel.  It is your job to bring them out alive.

Game Play and Appearance

This game will be a mix between Tempest and Moonpatrol.  The player is travelling across moonscape or through a moon tunnel and creatures and objects are coming towards him.  The player is in a moon vehicle where it is able to jump over objects and travel up the sides of the tunnel walls.  The object of the game is to kill as many creatures as possible, save the miners, and make it to the end of the tunnel.  At the end of the tunnel the player must defeat the mother of the creatures and make it to freedom.

Development Specification

I’ll be using C++  as the programming language and Windows 95 as the initial platform.  I expect a development time of approximately 4 months.

PRODUCT SPECIFICATION

Product Team Description

The product team will consist of 1 programmer, 1 artist, and Smashing Pumpkins to do the audio.

Target Audience

The target audience for this game is anyone who goes to arcades and is over 17.  The reason for the age is that there will be a great deal of bloody violence.

Time: Game Play and Shelf Life

The average time for game play will be approximately 3 hours.  The shelf life will be approximately 10 years.  The reason for the extended shelf life for this game is the fact that it will be included free on the Smashing Pumpkins compact disk.

Production Tools:

· 1 personal computer with Windows 95 and visual C++ development studio

· 1 fully equipped sound studio

Schedule with Milestones and Deliverables:

Month 1

· Basic game background will be complete

Month 2

· Basic vehicle design and vehicle movement will be complete

· Basic creature designs and creature movement will be complete

· Basic base design will be complete

Month 3

· Artwork for the background, bases, vehicle and creatures will be complete

Month 4

· Soundtrack will be complete

