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Overview
Appearance

The appearance of K-9 Saves the Day is that of a first person walking collection adventure. It is a one world and one level game with an easily operated user interface. 

The playing field is populated with Red Energy Spheres and Blue Destruction Spheres. The Doctor’s Tardis is parked out of view on a cliff edge.
Future iteration: Two players will both be on the field at the same time collection spheres of opposite colors. One player will be assigned Red Energy Spheres, the other player will be assigned Blue Destruction Spheres. The Vortex Doctor’s Tardis is also parked out of view on an opposite cliff.
Story Abstract
The Doctor and K-9 are on their way to the planet Taran to deliver much needed medical supplies and mischief. While violating the prime directive of the Time Lords, the Doctor and K-9 brazenly piloted the Tardis on the most direct route to Taran; however trouble found them long before arriving -- they have fallen through a time vortex!  A time vortex point in the time-space continuum where two, or sometimes more, alternate dimensions touch this creates instability in the time-space which pulls unlucky travelers into n-Space. Time vortexes are transient as the dimensions do not maintain contact for extended periods of time.
The Evil Doctor, who wears a burgundy scarf and a goatee, and Evil K-9, who is red, from an alternate time track have fallen through the identical time vortex at the same time, relatively speaking.  Both parties are trapped in n-Space and both must free themselves before the other, or they will be trapped forever when the time vortex collapses.

Lacking enough power to escape the time vortex, the Doctor sends out K-9 to locate Red Energy Spheres, ten of which will boost the ships energy enough to escape. As K9 you must collect all of the necessary Red Energy Spheres before the Evil K9 does. 
The Evil Doctor and Evil K-9 pilot an Evil Tardis powered by Blue Destruction Spheres. While K-9 is able to pick these up to prevent the Evil Doctor from escaping, they will reduce the score.
Gameplay
The playing field is initially populated with eleven (11) Red Energy Spheres and six (6) Blue Destruction Spheres. The spheres are placed at predetermined locations in the game space.
The player navigates K-9 through the game space using the keyboard and mouse. As the player moves over Red Energy Spheres or Blue Destruction Spheres, they are removed from the playing field and scored.
The scoring is as follows:

Blue Destruction Spheres: Decrease Score by five (5)

Red Energy Spheres: Increase Score by ten (10)

Once all Red Energy Spheres are collected by the player, the Tardis has enough energy to escape the time vortex and the game is over. The player is presented with the option to play again.

Future Iteration:
A networked game involving two human players, one player controls the good K-9 and the other player controls the Evil K-9. These two players compete to collect enough of their appropriately colored spheres to escape the time vortex before the other player.
Initially the field is populated at with ten (10) Red Energy Spheres and ten (10) Blue Destruction Spheres placed at random locations in the game space. All other rules remain the same.

Development Platform
K-9 Saves the Day was developed on a Windows 2000/XP compatible system with the following specifications:
Operating System: Windows XP Service Pack 2

AMD Athlon XP 2200+

System Ram: 1.00GB

Video Card: NVidia GeForce2 MX

Available Free Disk Space:  265GB

Total Disk Space: 1TB

K-9 Saves the Day was developed  in DarkBASIC using the DarkBASIC Professional development environment available from www.thegamecreators.com.
Game Mechanics
User Interface Description
The player uses the keyboard an mouse to navigate through the game map. The user interface is controlled by the mouse and keyboard. The player’s interactions are not re-assignable and no alternate forms of input are allowed. However, the system does not take exclusive control of the keyboard, so the operating system is still able to get system requests. The direction keys control forward, reverse, and strafing movement. The mouse controls where the player is looking. 
Use Cases
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Storytelling
Explained solely in the design document, ongoing storytelling through out the game does not take place in the game.
Level Summary
K-9 Saves the Day consists of one level. This level is the game map on which all game play and player to computer interaction takes place. 
The main level is initially populated by eleven Red Energy Orbs and six Blue Destruction Orbs. After all Red Energy Orbs are collected by the player, the level is complete and the goal has been accomplished.

User Interface Design
Key Screen Images
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This is an image of the game space during play. During the loading period the user is informed that the game is loading by a clear concise onscreen prompt. Currently, there is no splash screen nor title screen for this game.

Control Summary
The user interface is controlled by the mouse and keyboard. The player’s interactions are not re-assignable and no alternate forms of input are allowed. However, the system does not take exclusive control of the keyboard, so the operating system is still able to get system requests.

The player interaction is detailed as follows:
Arrow keys:

· Up Arrow Key – Player  Moves Forward in the game space

· Down Arrow Key – Player Moves Backward in the game space

· Left Arrow Key – Player Strafes Left in the game space

· Right Arrow Key – Player Strafes Right in the game space

Mouse:
· Mouse movement in the X direction pans the camera in the corresponding left or right direction in game space

· Mouse movement in the Y direction tilts the camera in the corresponding up or down game space

Currently, inverted Y control is an option, however enabling this option is not available to the user.

State transition diagrams
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Design Rules
The game system has a unified look which is coherent across all game objects. The time vortex is portrayed via a stark greenish tinted environment. The Blue Destruction Spheres and Red Energy Spheres are metaphoric constructs. All objects are human understandable interpretations of K-9’s vision, as K-9 is a computer dog, it is both color blind and sees in binary data delivered via its antennae.  

Simple models with fast rendering will be utilized so that it will be playable on the vast majority of computer systems.
Artificial Intelligence

Opponent AI

No opponents exists, therefore opponent artificial intelligence is not necessary.

Non-Player Characters
Both the Red Energy Spheres and the Blue Destruction Spheres are static items and do not interact with the player or the environment beyond simple collision detection.

Reactive Items
There are no reactive items in this game.
Story Overview

Plot Summary
The Doctor and K-9 are on their way to the planet Taran to deliver much needed medical supplies and mischief. While violating the prime directive of the Time Lords, the Doctor and K-9 brazenly piloted the Tardis on the most direct route to Taran; however trouble found them long before arriving -- they have fallen through a time vortex!  A time vortex point in the time-space continuum where two, or sometimes more, alternate dimensions touch this creates instability in the time-space which pulls unlucky travelers into n-Space. Time vortexes are transient as the dimensions do not maintain contact for extended periods of time.

The Evil Doctor, who wears a burgundy scarf and a goatee, and Evil K-9, who is red, from an alternate time track have fallen through the identical time vortex at the same time, relatively speaking.  Both parties are trapped in n-Space and both must free themselves before the other, or they will be trapped forever when the time vortex collapses.

Lacking enough power to escape the time vortex, the Doctor sends out K-9 to locate Red Energy Spheres, ten of which will boost the ships energy enough to escape. As K9 you must collect all of the necessary Red Energy Spheres before the Evil K9 does. 
The Evil Doctor and Evil K-9 pilot an Evil Tardis powered by Blue Destruction Spheres. While K-9 is able to pick these up to prevent the Evil Doctor from escaping, they will reduce the score.

Story Board
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Our Story opens with a loading sequence. Immediately afterward, K-9 must begin collection the Red Energy Spheres to enable the Tardis to escape the time vortex

Character Bible


The Blue Destruction Sphere


The Red Energy Sphere
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K-9, our intrepid hero of whom we only see a protrusion since the game is first person.

Game Progression
Flowchart
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The Loading Sequence is followed immediately by game play. After Completion of game play the game is over.

Level and Scene Details
 The game level appears as such in al instances, minus the occasional Red Energy Spheres or Blue Destruction Spheres.
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3D Models obtained from

hand: www.3dcafe.com

world map: www.thegamecreators.com

Sounds Obtained from
Doctor Who, K-9: www.dwwa.net
In game music: sample of Sunny Master by the Polysics
All other sounds were from www.thegamecreators.com
K-9 Image: BBC Publicity Image http://www.shillpages.com/dw/dwia.htm
Lessons Learned

The last ten years of graphic design and technological advancement have helped to expand the video game market and corporate infrastructure, but allowed precious little in the way of true conceptual innovation. The days of pioneering game design, with small teams, low budgets, and untested ideas are long gone. The video and computer game industries are multi billion dollar organizations, which aim to protect their investments.

When creating games, technical knowledge can only get you so far; after that you must have the vision and inspiration to make truly revolutionary games. This is why smaller developers with smaller teams will often license their software engines from larger developers, to obtain a competitive (and occasionally superior) broth with fewer cooks.
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