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Vision

Game play logline

It’s an action filled boat driveing game. Where you and your friend go head to head in combat on the sea.

Game play synopsis 
This game is all about speed, weapons and being the first boat over the finish line. You start of with choosing a boat type you want to race with. Then it's out on too the water. There will be upgrades of different kinds, and codes to jump forward in the race.

Marketing information


Target audience

Our target audience are the casual gamers who has about 5 minutes spare time over, and then can sit down a play.

We are targeting the computer owners, who have at least one computer at home. Ages 10 years and up. We also target all the persons who had a super Nintendo, because of the feeling we are trying to get with the game.

Platform

We are making this game for PC only, because of the programs we are using to build it. And now days most people have at least one computer at home.


System Requirements

Windows 95
Top performers

We have no plans of making any sequels, or any plans of making it to other platforms.

Feature comparison

This game will be for 2 players only. Their will at least 2 different maps to choose between.
Each map will take between 2 to 5 minutes to play. We are going for a bit of a Super Nintendo feel to it.
there will be power-ups available on the map.


Sales expectations

We expect to sell quite allot of this game because of a low price, maybe 20sek per game or something. We aim for the western world as a start, but might go for the Asian market to.


Legal analysis

Because all music and nothing else but the programming program will cost money or be non-open source we will probably not have any problems with the legal side.







Game play
Controls

Player one:

Accelerate
-
up arrow

Deceleration
-    
down arrow

Left
-  
left arrow

Right
-    
right arrow

Action button
-    
left ctrl

Item selection
-    
left shift

Player two:

Accelerate      
-    
W

Deceleration   
-    
S

Left            
-    
A

Right           
-    
D

Action button   
-    
right ctrl

Item selection  
-    
right shift

This is the controls we have and you cant as a player change it.

But that is not final. We might change it so in options menu you can change controls.
Interfaces

As a player you can see your own boat, other boats as well.

Water where your boat will be driving.

You can also se the land that destroys your and others boats.

Different kind of objects. For now we don’t know what kind of objects.

You can also se how much health you got before your boat explodes, your Items. 
How many laps until finish and how many laps you have done.

There might be a little map so you can see where other boats are.

Rules
the boat can only drive on water not on land, if the boat gets on land it crashes
the first one over the finish line wins.
The water will have different colours (different depths) that depending on what depth you are you will go different speeds.
Levels

will be several different levels. They will all have the same structure, going on some kind of round track with either land on the sides or some kind of non passable terrain. And there will be different obstacles in the water. That you need to steer around. 


Scoring/winning conditions

 
The winning conditions are that you need to win each race. For each winning race you get a new map and money so you can upgrade your boat.


Story

Synopsis


You and your friend have had a discussion about who has the better boat. And you have finally decided to settle it on the water. So start your engine, load that gun and prepare to get rough. Cause there is no second place you got to win to survive in this race.



Media list

Interface assets

The interface will show selected weapon, how much ammo you have for it.
Some way to show your progress on the level you are on.

You will see  the hole map and see your boat driving on it.

Environments

Because of that this is a boat game their will be a lot of water with either land on the sides, or cones that shows you how the track goes.


Animation

We need boats, water, obstacles,  power-ups, weapons, land. 

Music and sound effects

We need intro music, menu music, weapon/item sound effects.
And a couple of background sound effects that will play while driving on the level. Probably one song per level.

 Technical spec

Technical analysis

There is no need for major software development on the side of the game since there will be a purchased engine as core. We will use the Torque X engine as core for the game, purchasing a personal indie license if the project is decided to actually be released.


Risks

As long as we stick to the license agreement there are no risks for this project.

Alternatives

To lower the costs we could code everything from scratch, but the benefit of costs versus the extra time needed makes this an unrealistic option.


Estimated resources required
Half a week to a week to learn to use the Torque X engine adequately enough to start coding the game.

Development platform and tools




Software
Torque X and possibly Visual C#. Exact details not yet known. (Subject to change)
Some kind of sound editor, as of yet undecided, and a very basic graphics tool like MS Paint for graphics.


Hardware
A basic PC able to run Torque X and Visual C#. No fancy stuff needed.

Delivery

Game will be delivered on the internet if decided to be distributed. No details about host/download location decided.


Required hardware and software

Windows 95

Keyboard

256 colours able graphics card

Mono speaker


Technical Specs

See the official website for Torque X for details.

Link: http://www.garagegames.com/products/torque/x/


Collision Detection

Torque X includes functions for collision detection which will be used to determine boats and projectiles colliding with terrain, other boats and obstacles.


Lighting models

There will be no advanced lighting at all. Shadows will be pre-painted onto textures. If time permits there can be a bit more advanced shadow in relation to objects relative to the light source (i.e. the sun), but nothing more advanced than a dislocated sprite.


Models

Simple sprites with collision properties if needed.


Light sources


The sun.


Rendering system

We will use a low-resolution, 256 colour 2D graphics system, so there will be no need for any kind of advanced rendering, anti-aliasing, etc. at all.


2D/3D rendering

Simple object-based 2D graphics with sprites for each object, using simple draw functions.





Camera 


Top down 2D view. 

Our camera will be fixed in position we will have a resolution of 800*600 with the boats going around the map

Operation 

The boats will be able to get weapons and other power-ups during each race.


Features
All boats will have a certain amount of health, and the player's boat's health will be visible at a health bar. When the health reaches zero (wither by being shot at or by colliding with objects) the boat will be destroyed and then respawn after a short time limit. 

There will be power-ups along the track that can be acquired by driving over them. They will include varying weapons, repairs and speed boosts. 

Some power-ups will only be possible to take if airborne by jumping at a ramp, although most will be down at water-level.

The power-ups that we will have are:
+ health: increasing the maximum health you can have, as a result you can take more damage.
+ damage: the damage you deal will be increased and therefore killing opponents faster.
+ speed: making your boat go faster.

Details

First to the goal-line by any means possible wins. You can crash your opponent into obstacles, shoot him to pieces or speed away with speed boosts. The maps will be round tracks with varying obstacles and length and form.


Internet/network spec 

No such feature available.


System parameters

We won’t go into detail on all the possible system parameters, but suffice to say that the design document should list them all and describe their functionality.


Max players

Two in hot-seat play.


Servers

None.


Customization 

none

Connectivity

No connectivity needed other than to (if available) download the game.


Web sites 

There will be no official website for the game available.









Manuals 
There will be a short text manual supplied with the game to describe its features and controls.


Setup 

No installation will be needed. The game can be run straight away without any need of installation. If development time permits controls will be customizable in-game, and there will be toggles for SFX and music to be on or off.

