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  Development

Game Idea:
The human race has become “space faring.” Hundreds of thousands of “space-ship communities” exist. Your job is to initiate life on Mars (by using Genetic Algorithms to create the most “viable” species of Dinococcus Radiodurans ever, along with “hybrids” of other species made “radiation resistant” by being crossed with Radiodurans and other “fitness” improvements) while at the same time fighting off the Evil Empire (think “Star Wars”) of little ships and big ships that are trying to prevent you from your goal. During quiet moments where the enemy is not attacking, you can “zoom in” on a Computer Screen and try to solve puzzles using Genetic Algorithms to create the most “durable” forms of life possible. (which is very important as life of all forms is being exstinguished on Earth due to pollution, Global Warming, and our generalized mistreatment of the planet. So the very survival of “life itself” is at stake, since we are not sure that life exists anywhere else in the universe as far as we know.]. The name of the game is Alife and you play Hank Townsend, Geneticist, Scientist and Adventurer.

The game begins at a space station orbiting the future Earth, where the Evil Empire of space dwelling colonies has launched a Pearl Harbor-style surprise attack on the space-going vessels of Earth. All of the earth's space worthy vessels are destroyed except one, which is quickly commandeered by one of the few surviving members of the space station, Geneticist Hank Townsend. Hank quickly moves his experiments to the Fighter and takes off. Our story begins as Hank takes over controls of the vessel.


Way-point 1: is reached as Hank is able to intelligently navigate the Evil Empire and deposit a "viable" life form onto Mars. At which point, Hank launches the rocket to begin life on Mars and proceeds on to way-point 2.


Way-point 2: At this point, Hank's only mission is to destroy the mother ship of the Evil Empire to prevent the Evil Empire from ever attacking Earth again or interfering with the gestation of newly deposited live on Mars.


The game may end at any point prior to the completion of way-point 2, if the Fighter controlled by Hank is destroyed by vessels of the Evil Empire, or if Hank takes to damn long and runs out of gas

Game Proposal Outline:

1. Title and Developer Information:

  1.1 Game Name ... possible title/titles:        

ALife

  1.2 Name of student developer, email address:
Devin Jelinek, 

djelinek@unm.edu


2. Overview of the game (one to three pages):

  2.1 Premise (what is the game about?):


(see paragraphs above).

  2.2 Overall purpose (entertainment only, or to teach, advertise, etc.):


For Entertainment and Educational purposes combined. Kids will play it for entertainment purposed, parents will like it for educational value. 

  2.3 What makes the game special? Why would people want to buy/play it?


A new kind of game that attempts to educate while at the same time providing a very entertaining gaming experience. Game demonstrates cutting edge science and an

entertaining storyline.

  2.4 Platform (be sure that XNA supports it):


Computer-based game. (However, the controls of the game will be simple enough so that the game could be easily ported over to the XBOX as well.) 

  2.5 Genre of game:


Action game (with subtle elements of a Strategy game and minor Puzzle solving).

  2.6 Target demographic (age range, gender, experience with games, special niche, market?)


Age range: 5 to Adult; Gender: Male or Female; Experience with games: Moderate to Minimal; Special niche: Parents interested in Educational Games; Market: Adolescent and College age students as well as Parents interested in Educational Games.

  2.7 Anticipated rating:


E (everyone) (6+)
  2.8 Player mode: single  or multiple players?


Single player.

  2.9 Goal (from user's POV); what constitutes winning (or losing)?:


Building life on Mars. Destroy the Evil Empire. (Winning: navigate the Evil Empire and deliver a "viable" life form to Mars, then destroy the Evil Empire's mother ship)(Losing: Getting destroyed by a Evil Empire vessel or running out of fuel before completing either of the objective listed under "Winning").

  2.10 Role of player (who is the player, and what is player's "job" in the game?):


The player plays the main character, Geneticist "Hank Townsend". The player's job is to pilot a single fighter ship through the perilous terrain of the Evil Empire in order to deposit "viable" life forms on Mars (constructing these life forms in flight), and then to proceed to destroy the mother ship of the Evil Empire. The player will be able to control the ship through the ship's HUD (Head's Up Display) as well as the ship's computer.

  2.11 User's POV (first person? third person? Mixed?):


The user's POV is through the POV of the story's main character, Geneticist Hank Townsend. All game play action takes place through the first person, main character's Point of View. Only the beginning and ending "animated narrative" where the player is not in control of the game, takes place in the "third person."

  2.12 Setting or settings: Give a brief description of the overall world of this game. What are the major locations where the game takes place?


The game takes place in its entirety in Space (Specifically, the region of Space between Earth and Mars). The main character and therefore user, spends the entirety of the game inside a fighter spaceship. Earth, Mars, and the Sun will provide visible landmarks.

  2.13 Basic storyline: where does it start, what are the main "story beats;" in what way or ways can it end?


The game begins at a space station orbiting the future Earth, where the Evil Empire of space dwelling colonies has launched a Pearl Harbor style surprise attack on the space-going vessels of Earth. All of the earth's space worthy vessels are destroyed except one, which is quickly commandeered by one of the few surviving members of the space station, Geneticist Hank Townsend. Hank quickly moves his experiments to the Fighter and takes off. Our story begins as Hank takes over controls of the vessel.


Way-point 1: is reached as Hank is able to intelligently navigate the Evil Empire and deposit a "viable" life form onto Mars. At which point, Hank launches the rocket to begin life on Mars and proceeds on to way-point 2.


Way-point 2: At this point, Hank's only mission is to destroy the mother ship of the Evil Empire to prevent the Evil Empire from ever attacking Earth again or interfering with the gestation of newly deposited live on Mars.


The game may end at any point prior to the completion of way-point 2, if the Fighter controlled by Hank is destroyed by vessels of the Evil Empire, or if Hank takes to damn long and runs out of gas.

  2.14 Major challenges player must overcome:


The Fighter vessels of the Evil Empire, as well as, mid-sized and larger vessels of the Evil Empire, and eventually, the Evil Empire mother ship. Intelligently navigating the dispersal of vessels in the Evil Empire. Intelligent use of the temporary "cloaking" mechanism within his own vessel. As well as, the creation of "viable" life forms to be deposited on and survive on Mars. 

  2.15 Characters: Does the player create an avatar or avatars? Can the player choose character's skills and attributes and can they change during the game? What character or characters does the player control? Describe this/these character(s). Who are the major NPCs (non-player characters, those that the computer controls)? Describe them.


The player does not create an avatar or avatars. Instead, the player controls the last remaining Fighter vessel of Earth. The player does not choose skills or attributes initially. However, by destroying larger vessels of the Evil Empire, the player can "cannibalize" certain features of destroyed ships (such as larger guns and larger engines, more boosts or more armor)(symbolized by flying over them in space). The player controls the main character of the story, Geneticist Hank Townsend. Hank is a simple government Geneticist thrown into the role of hero by the Pearl Harbor-style attack of the Evil Empire upon the space-going vessels of Earth. The major NPCs (non-player characters) are all vessels of the Evil Empire, ranging in size from a simple Fighter ship to mid-sized and larger ships, all the way up to the Evil Empire mother ship; they are all attempting to destroy the Fighter controlled by the user Hank Townsend once Hank's presence is discovered. Evil Empire Fighters are similar in size though different in style than Hank's Fighter. The mid-sized ship of the Evil Empire is twice as large as Hank's Fighter. The larger Evil Empire vessel is ten times larger than Hank's Fighter. And the Evil Empire mother ship is considerably larger, more like a comet in size than a mere Fighter ship.

  2.16 Structure: how the game is organized (levels? worlds? other?) Give a brief description of its major structural units.


Instead of levels, the game is structured into two "objectives". In objective 1, the player must intelligently navigate the ship controlled by Hank Townsend through the strategically placed vessels of the Evil Empire (showing creative use of the "radar" and temporary "cloaking" mechanism). The player must deposit a "viable" life form on Mars, and in doing so, will travel from the landmarks of Earth to Mars.


In objective 2, the player must navigate the ship of Hank Townsend from Mars to the Evil Empire mother ship in order to destroy the mother ship. In this, the player must again show intelligent use of the "radar" and "cloaking" device, and travel strategically from the visible landmark of Mars, to the visible landmark of the mother ship.

3. Gameplay (one to three pages):

  3.1 Scoring; system of rewards and penalties:


The player controls the Fighter ship of Hank Townsend which has a HUD (Head's Up Display) which displays the "number of kills" of Evil Empire ships up on the HUD as well as the "distance to Objective 1" and "distance to Objective 2" both on the "radar" screen. Since the Evil Empire has a definitive number of ships that is not replenished, the counting of number of enemy kills, as well as the shortening distance to the two Objectives 1 and 2, demonstrates a visual representation of the players "forward progress" in the game.


However, the HUD also displays the "damage level" currently sustained by the Fighter ship piloted by the player, which will not be replenished unless the player destroys and correctly cannibalizes a larger Evil Empire ship. In addition, the "fuel level" of the Fighter ship piloted by the player is continually displayed on the HUD, and since the ship can never come to a full and complete stop, serves as a running "time clock" for how long the player really has to complete the game.

  3.2 Player's "verb set" -- the kinds of things a player can do, such as run, jump, manipulate objects, shoot weapons, kiss.


The player can "shoot missiles, shoot lasers, turn right, turn left, turn up, turn down, go faster and slower, hit the boost rocket, go into temporary "cloak" mode, fire the life-carrying rocket onto Mars, ram enemy ships, and control the simple mechanisms of the ships computer in order to create "viable" life forms within the ships computer (played as a simple 2D genetic puzzle- style Genetic Algorithm)."  

  3.3. Core gameplay: what kinds of things must the player do to win the game? (kill enemies, navigate a challenging geography, construct a successful society, solve a mystery?)


In order to successfully complete the game, the player must destroy ships of the Evil Empire (including the Evil Empire mother ship), navigate the challenging geography of the Evil Empire ships by intelligently using the "radar" and temporary "cloaking" device (simply flying straight into the enemy will not suffice), and construct a successful "viable" life form to be deposited on and begin life flourishing on Mars. In order to do this, the player must successfully play the 3D spaceship-based game navigating and eventually destroying the Evil Empire, while at the same time playing the 2D-style puzzle game that creates "viable" life on the ship's computer.

  3.4 Inventory: does the player collect items for an inventory? If so, what kinds of items?


The player only sparingly collects items throughout the game, by "cannibalizing" the spare parts after successful destruction of "larger" Evil Empire vessels. These items could include: a larger laser or gatling gun, larger and more damaging missiles, additional armor in order to repair a damaged vessel, and additional speed boosts.

  3.5 Time (what role does time play in the game? Is there a "ticking clock"? Is the game a "persistent universe"? Can the player adjust the time -- speed it up, slow it down?)


There is not a "ticking clock" within the game. "Real-time" means nothing to the player in the sense that time within this game will not run out like a football game. However, the "fuel level" of the Fighter ship piloted by the player is continually displayed on the HUD, and since the ship can never come to a full and complete stop, this "fuel level" serves as a running "time clock" for how long the player really has to complete the game. The player cannot speed up or slow down "real-time," however, by increasing or decreasing the speed of the vessel, the player can increase or decrease the "Rate of fuel usage" of the Fighter ship and thereby vary the time remaining in the game.

  3.6 Lives and powers of main character (will these be a factor in the game? If so, describe how these elements will work).


Since the user plays a real human being, and in an attempt to promote realism, the player does not have multiple lives within the game. Instead, the player will be able to "save" the game a multiple way-points throughout the game. Since the spaceship the player is piloting can take on damage from enemy fighters on a continual basis until the user's fighter is destroyed, this "cumulating damage" serves as a form of "multiple lives" for the player. The player does not have an extra-sensory or meta-physical powers other than those bestowed upon him by the ship.

  3.7 Interface:

    3.7.1 Control devices (i.e. - keyboard, mouse, controller, other)


The primary controls for this computer game take place through the keyboard. However, the controls will be designed to be simple enough to allow for easy porting of the game and controls to an XBOX and XBOX controller.

    3.7.2 Navigation (menus, icons, maps, etc)


The initial screen of the game must provide a menu since the capability of having a "saved game" at specific way-points throughout the game is a key feature of the game. The main map to be strategically navigated by the player is displayed on the HUD (Head's Up Display) of the Fighter ship on the "radar" screen overlay. Icon's within the "radar" screen will symbolize key way-points, landmarks, and enemy vessels within the "radar" screen.

    3.7.3 Locomotion (how does the user move from place to place?)


By intelligently navigating the controls of the Fighter spaceship (to go right, left, up, down, faster, slower, speed boost, and cloak) in order to strategically navigate the landscape of the Evil Empire vessels and mother ship in outer space.

    3.7.4 Head's Up Display (HUD) and other ways information will be provided:


The Fighter vessels controlled by the user will have a HUD (Head's Up Display) that consists of: a "radar" for navigating the enemy vessels and strategically locating way-points, read-outs for Fighter "speed", "fuel level", "damage level", "missiles remaining", "missile lock on alert", and "cloak time remaining".

  3.8 Advancement: How does the player advance in the game? How does the player move from one level (or other type of structural unit) to another?


The player advances in the game simply by moving closer to the current Objective, and destroying enemy vessels (since there is a "fixed" number of enemy vessels, this serves as a form of "progress" in the game). There are no "levels" in the traditional sense, only "Objectives" the player is attempting to reach, that must be reached in a specified order: first travel to Mars and deposit "viable" life on Mars, then proceed to destroy the mother ship of the Evil Empire in order to protect that life.

4. Audio and video (one page):

  4.1 Video:

    4.1.1: General look of the game (2D, 3D; Fantasy? Photo-realism? Anime? Classic cartoon look?)


The game primarily functions in a 3D environment as a Fighter spaceship is navigated through Space to combat Evil Empire vessels and negotiate hazards to reach the Objectives of Mars and the Evil Empire mother ship. The majority of gameplay takes place in this environment, where "fantasy" really gives way to "Sci-Fi" as ships and the storyline will be made to seem as realistic as possible in "a reasonably possible" future. The other part of gameplay, where the user attempts to create a "viable" life form to deposit on Mars (in order to have it grow and prosper), takes place in a 2D puzzle-style Genetic Algorithm game on the spaceships computer. These games are really much briefer in time frame and do not constitute the majority of game play.

     4.1.2 Lighting considerations:

  4.2 Audio:

    4.2.1 Audio cues:


The following audio cues will be used to notify the player of changing actions or objectives within the game: an audio cue signals in celebration the successful crossing of all way-points on the radar map, an audio cue also signals in celebration the successful completion of all game objectives, an audio cue alerts the user to all enemy vessels that cross within a certain "proximity warning" realm within the radar screen and thus signal changes in gameplay (between the 2D and 3D portions of the game), and, in addition to signaling eminent destruction, audio cues, along with visual instructions on the HUD, will be used to clearly direct the user toward the successful completion of Objective 2 after the completion of Objective 1. Audio cues also signal the beginning and end of gameplay.

    4.2.2 Sound effects:


The following sound effects will be included in the game play: missile fires, missile travels, missile hits the target, laser fired, laser hits the target, rocket engines increase, rocket engines decreased, rocked boost, enemy vessel proximity warning on the radar, rocket pursuit proximity warning, final countdown of enemy vessel destruction, enemy vessel explosion, picking up of item for inventory, HUD changes, cue for successful Objective completion, cues to proper completion of goals on computer screen, etc. 

    4.2.3 Voice over or dialogue (if dialogue, will the player select lines?):


The game includes some voice over narration, but not a great deal of repetitive voice commands in the game (as a user, I have found these rather annoying in the past).

    4.2.4 Music


There will be background music in the game, something befitting a Sci-Fi space oriented game. There will also be victory music associated with successful completion of the game Objectives, however, the user will have the ability to adjust the volume on all music or sound effects, including turning them completely off.

  4.3 Special elements of your game world, such as terrain, sky, water, structures, environmental effects like sun, snow, lighting):


Special landmarks created for use in the game include: Earth, Mars, the Moon, the Sun, the Evil Empire's mother ship, the destroyed Earth-based space station, and a large passing comet. Only special lighting considerations are that all light will originate from a single stationary object, the Sun, and therefore, all passing objects as well as the rotation of the primary vessel piloted by the user, should reflect this.

