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THIRST: The Lost Tribes
Abstract of Story
The year is 3012 and life on earth is no longer what it once was a thousand years ago.  Today, the human race is on the brink of extinction.  At its peak, mankind dominated and harnessed the resources of Earth, but due to their greed, very little is left to maintain any type of life.

The vast majority of Earth has now become deserts, as little water exists on its surface.  Those few humans that have lived on have found that water is the key to survival and without it there is no hope for even one generation to live on.  However, due to the dire necessity instead of uniting, mankind has separated even more and now battles for survival in the barren wastelands of Earth.

With no choice at hand, your mission is to keep your people alive by finding a source of life and defending your tribe at all costs.  The sad reality is that in order to ensure your own long-term survival, you must eliminate all those who are hostile to your people.  If you fail, your tribe will be lost forever in the forgotten history of those who perished.   Success is your only option.
Appearance
The setting of the game takes place in the barren desert of what is now Earth.  Rocks and sand make up the majority of the landscape with a critically low water supply hidden within the depths of the desert. The game’s camera point of view is top-side which gives a semi-3D look.
User Interface

The User Interface includes many tools to help in understanding what is going on during the game.  The user has a “minimap” that allows him to see the general layout of the whole map.  Along with this, the player also has the ability to see the attribute points of any selected unit that he or she controls.  This allows for the player to know when a unit is damaged or the attack power of the unit.  The other features of the user interface allow for the player to see the progress of the game, this is done through:

· Allowing the user to see how many wells he or she has in control

· Allowing the user to see how many units he or she has

· Allowing the user to see amount of water collected

· Allowing the user to see how many wells the enemy has in control

· Allowing the user to see how many units the enemy has

· Allowing the user to see the hit points of his/her base and the enemies base

Player roles and actions
The player takes control of his based and units from an aerial point of view.  The player’s role is that of the head of his tribe which gives him the power to command all units and buildings.  The player controls each unit individually, allowing for that unit to move and attack enemy units.  The player also controls production of new units through the user interface.
The player must make decisions as to where to place his or her units in order to explore the map for water resources, defend against invading enemy units, and attempting to destroy the enemy’s main base.
Strategy

The goal of the game is to destroy the enemy’s base. The basic measures to achieve this goal are as follows;
· Build and upgrade army:
The player will be able to build new units from the base. Upgrades are available at an extra cost, and they improve the attack of all units that have been created and will be created
· Capture as many wells as possible:

Wells produce water, which is the main resource in this game. Water allows players to grow their armies, so it is really essential to explorer the map to find new wells and capture them. Ultimately, the winner of the game will probably have more wells
· Protect the base and controlled wells
Since there is a difference between capturing new wells and defending existing wells, we will treat this as a different measure that the player must take to achieve the goal. New uncontrolled wells can be captured without much effort, but one may have to fight a vast battle to capture a controlled well (a well that belong to the enemy). This entails that captured wells must be kept under constant surveillance and protected at all times from intruders. This rule also applies for the base.

Level Summary / Story Progression
In this game there are no levels. Instead, every time the player starts a game, a random map will be generated, and this will ensure variety. Story progression can vary greatly and it gets shaped according to the player’s actions and strategies, however, no matter how the story progresses, a common game scenario may have the following stages;
· Starting stage:

The player starts off with the base and a few units and some resources. During this stage, the player will barely have enough resources to build a few units and start exploring the surroundings. No fighting occurs at this stage
· Exploration stage

Units are sent out to different directions to discover and acquire new wells. During this stage, the player gets more familiar with the map. Some knowledge about the enemy is collected as the player may run into some enemy units or enemy-controlled wells. Major battles usually don’t occur at this stage but a few fights between individual units can happen as they race for wells
· Buildup stage

As the inventory of water starts to accumulate, players start to build and upgrade their armies. That will cause the base and wells to be at an increased danger, and players should start to build up their defenses around them. Most of the wells would have been acquired by now, so some fights will occur to try to take control of taken wells
· Domination stage

One of the sides would have been more successful at controlling wells, allowing them to build a superior army. At this point, it will become clearer that one side will have a greater chance of winning the game. Major fights will occur at this stage as the weaker side will try fiercely to defend their last few wells and greatly endangered base. The game may end here if the stronger side starts an all-out attack on the enemy base

· Ending stage

The winning side will have control of most wells and start to kill the remaining enemy units and acquire the rest of the wells. The winner will eventually send an army to destroy the enemy base and finish the game

Minimum Hardware Requirements

· PC with 800 megahertz or higher processor clock speed. AMD Athlon or Intel Pentium recommended
· 256 MB of RAM

· 1 GB of available hard drive space
· DirectX 9.0c compatible video adapter
Minimum Software Requirements

· Windows XP SP2

· DirectX 9.0c runtime
Algorithm Style
The graphics in the game will be produced using DirectX 2D sprite animation. In addition to that, the game will have the following algorithms / functions;
· AI. The enemy should know how to build an army, defend wells and base, and attack player

· Collision detection and map scrolling

· Management of inventory of water and army. Players can build and upgrade armies by using their inventory of water.
