EXECUTIVE SUMMARY





Abstract of Game Story


	The year is 1999, and an individual known as Copeland is posing a threat to the world’s existence.  He is a mysterious individual who has put together the world’s largest cult, known as the “Ministry of Lost Souls”.  This bizarre group resides in a secluded, highly guarded fortress, which stores Copeland’s vast arsenal of military weapons and firearms.  The cult serves to enlist those folks who feel that they have been deserted by their families and friends, thus giving these “lost souls” a family and sense of belonging.  The U.S. government was stunned when Copeland broadcasted a message stating that had been manufacturing nuclear warheads, and his ultimate goal was to control the entire world.  He made it clear any attempt to interfere with his plans would result in the death of us all.  These threats did not fall on deaf ears, as the government promptly sprung to action.





	Two of the government’s top mercenaries were called upon -- Sandman and Avatar being their handles.  Sending two men was preferred to sending mass troops of U.S. armies, because the operation could then remain top secret and inconspicuous.  These brave soldiers embark on what appears to be a suicide mission to infiltrate the fortress, neutralize Copeland’s arsenal, put an end to the Ministry of Lost Souls, and terminate Copeland’s reign of terror once and for all.





Game Play and Appearance


	As an arcade game, Ministry’s game play is “fast and furious”.  In other words, it does not focus on puzzle-solving and exploration.  It’s essentially a side-scrolling game involving extensive running, jumping, and a lot of shooting.  It allows for two players to play simultaneously, making it an all out war.





	This two dimensional game allows either one or two players to team up to assume the roles of the soldiers, who destroy everything in sight until the final level is reached.  The players can shoot in multiple directions, and many platforms exist in the levels for the players to jump around and navigate.





Development Specification


	The game will consist of eight levels, each with a background, sprites for each character, sound effects, and a looping audio soundtrack.  Development will involve constructing the graphics, recording and sampling the audio, programming the computer’s artificial intelligence, designing weapons and power-ups, and putting everything together into one final product.


