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Executive Summary

About This Document

This document lays out the game design of Project: Solar. This is a living document and can be changed at any time at the sole discretion of The Senate.
High Concept

Grapple your way across planets in an effort to restore balance to the wayward solar system in this console-style 3D action-adventure game.

Introduction

The Solipsis solar system has been thrown into chaos by a mysterious breed of shadow demons, causing the planets to spin out of control.  As Celeste, a mysterious agent, you must harness each planet to the sun using your ethereal grappling gun.  In this action-adventure game, Celeste will travel between worlds in search of each planet’s solar hookup, battling shadow demons and overcoming terrain obstacles along the way.

Key Features

· Grappling Gun

· Inter-planetary travel

· Procedurally generated worlds

· Rope physics

· Interactive environment

· Emergent Game play

Platform Requirements

Minimum System Requirements:

· 1.5GHz Intel Pentium 4 or compatible 32-bit x86 processor

· 64MB video card, with DirectX 9.0c PS1.1 and VS1.1 support

· 512MB RAM

· Two button mouse and standard keyboard

Recommended System Requirements:

· 3GHz Intel Pentium 4 or compatible 32 bit x86 processor

· 256MB video card with DirectX 9.0c PS2.0 and VS2.0 support

· 1024MB RAM

· Two button scroll mouse and standard keyboard

· Dual analog game pad with rumble support

Target Audience

Casual gamers looking for a fun action game on physically based interactive worlds in a title that is quick to pick up, but hard to put down.

Rated T for mild violence.

Support Technology

· Direct3D for Graphics

· DirectInput for Keyboard, Mouse, Gamepad, and Force Feedback

· Lua for Scripting AI and UI

· FMOD for Sound

Game Mechanics

Game Play Summary

Game Flow

[image: image1.wmf]Start Game

Main Menu

Play Game

Options

Quit

Win Game

Start Game

Main Menu

Play Game

Options

Quit

Win Game


Game Play

The game begins on an arbitrary planet in the Solipsis solar system. From the vantage point of a third person camera, you control Celeste, a cyborg special agent who is assigned to restore order to the Solipsis solar system.  Built into her right arm, Celeste’s only tool is her cybernetic grappling gun.  During her exploits, Celeste uses her gun as a tool for manipulating the environment, but more importantly as an offensive weapon against the planet’s enemies. 

As her exploration continues, Celeste discovers multiple continents connected via bridges, as well as planetary gateways allowing travel to the other planets of Solipsis.  To accomplish her mission, Celeste must reach the planet’s “solar hookup,” at which point Celeste may use her grappling gun to restore the planet to a stable orbit.  However on each planet, shadow demons patrol the surface in an effort to hinder Celeste’s progress.  If Celeste is to complete her mission, she must rid the solar system of shadow demons to restore order to Solipsis.

Look and Feel

Graphics

The graphics in Project: Solar will immerse the player in a stylized universe with fantastically surreal visual elements.  Examples include hyper exaggerated horizon line, inter-planetary collisions (and associated visual effects), super jagged and shear cliffs and terrain geometry. In addition, particle effects will be used widely throughout the game to give the feel of an extremely vibrant and dynamic world; such effects include rain, snow, solar flares, dust clouds, and fog 

Sound

Project: Solar will use 3-D sound effects to complement the graphical style.  In addition to action based sound effects there will also be ambient sounds to bring life to the worlds of Solaris.  Planet collisions will use special effects like reverb to give an enhanced dramatic effect.

Music

All the music in Project: Solar will be user supplied allowing players to customize their own playing experience.  Players will be able to define a folder from which mp3 files will be played, allowing them to listen to their own music library.  CD audio will also be supported.

Actors

Overview

The different actor types include player controlled, AI controlled, and inanimate. Player controlled and AI controlled actors will have a health score. When the player actor reaches a score of zero health she dies. She is then re-spawned at the most recently used Planetary Gateway (or the original start position if still on the first planet) with full health.  Once an AI controlled actor looses all health it will die and return to the pool of available enemies. Health can be lost from battle, or from physics based damage such as falling a far distance. AI controlled actors will randomly drop health bonuses that the Player actor can use to regain small amounts of health. Boss AI actors will drop large health bonuses that will restore the Player actor to full health. Inanimate objects will not have health and cannot be destroyed.

Player Character

Celeste

	The player controls Celeste, a cyborg agent whose right arm is retrofitted with a grappling gun.  Celeste is a young woman newly employed by an intergalactic policing agency known as The Edict, and finds herself in charge of restoring order to Solipsis.  Celeste’s primary actions are walking, running, jumping, and using her grappling gun.

Grappling Gun

The grappling gun is an energy ball connected to a small hand cannon by an “ethereal” rope.  The versatile gun allows Celeste to shoot enemies from afar as well as punch enemies in close quarters combat, using the energy ball as her fist.
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When shooting, the rope remains connected to both the gun and the energy ball until the rope has reached its maximum length or Celeste releases it.  If the ball hits an enemy, the rope immediately detaches.  If the ball hits an inanimate object (for instance a rock, a tree, or the terrain), the ball sticks to the object.  If the ball does not contact anything, the rope detaches, propelling the ball through the air. The firing direction is determined by Celeste’s orientation.

Whenever the ball-and-rope are detached from the gun (whether implicitly or explicitly), the rope acts as a “fuse,” disintegrating slowly toward the ball; when the rope completely disintegrates, the ball explodes into a small cloud of dust and disappears. This explosion sends a shockwave out that pushes things away from the center of the blast radius. The force of the shockwave is dependent on the size of the ball at the time of the explosion.

It is important to note that though the rope is modeled using rope physics, the rope undergoes no collision detection and is allowed to pass through objects.  In this vein, the rope is graphically represented using transparency, increasing the sense that the rope is an ethereal, semi-physical entity.

The Energy Ball

The energy ball grows from the gun and envelopes Celeste’s hand whenever she is not firing. The ball grows to a fixed size over a period of approximately 3 seconds. The energy ball begins to re-grow as soon as the rope is detached from the cannon. The amount of damage inflicted by the ball is scaled by the size of the ball upon contact. For example, the player can rapidly fire, but the damage will not be as great as if the ball had the chance to recharge completely. The energy ball also gives off a soft glow that acts as a lamp in dark areas.[image: image3.png]



Hand-to-Hand Combat

As mentioned, Celeste also uses the energy ball as her fist.  If enemies are within range, the punching mechanism uses auto-targeting to select the enemy and location to punch.  Punching an enemy is faster and more powerful than launching the cannon. If Celeste punches an enemy before the energy ball has re-grown she will do less damage. The ball continues to grow during hand-to-hand combat until it reaches full size.
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Grappling with Objects and the Environment

When Celeste shoots an inanimate object, the ball sticks to the object and the player can then detach the rope or interact with the object.  If Celeste has enough strength, she is able to drag or bend the object; alternatively, Celeste can hang from objects and terrain.  A more useful application of the grappling gun is to swing across chasms allowing Celeste to access new continents on the planet.

Powering Up

The strength of the grappling gun is derived from solar energy, so every time Celeste attaches a planet to the sun, her abilities increase.  These abilities include strength, amount of health, longer rope, and stronger shooting.

Regular Enemies

Each planet that Celeste visits introduces one new type of enemy.  These shadow demons come in several shapes and sizes.  There are bipedal creatures, spider-like creatures, and three-headed dogs.  Each planet has one native demon, however once a new type is discovered, it appears on all previous planets in reduced frequency.  The difficultly of a demon is dependent on the planet which it resides.  The difficulty is also reflected in the demon’s size and color. Large demons signify harder difficulty, and the demon could also be rendered as a fire or ice monster by changing its color.

The visual style of the demons is to appear shadowy and unpredictable.  Each demon has a form, but any animation is an in game effect.  When an enemy dies, it disappears into a cloud of smoke. 

Enemies randomly spawn across the surface of the planet the player is on until a maximum density is achieved; which is based on the planet’s difficulty. The enemies will spawn by pooling out of the ground.

	Biped

The biped is a territorial creature that works alone. It will patrol a rectangular area and attack anything that intrudes. If the Biped catches sight of Celeste it will charge at her swinging its fist when it come close enough.
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	Three-headed Dog

The three-headed dogs will travel in packs and actively seek out Celeste.  Once they are within visual range they will attempt to encircle her and repeatedly attack. If a single dog comes within sight of Celeste it will let loose a howl to alert any nearby dogs to her presence.


	Spider

For the most part, spiders hide from sight and lay in wait for Celeste to come by. Once she is sighted spiders will attack using their pincers. Upon death the spider explodes damaging Celeste and any nearby creatures.
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Boss Enemies

When Celeste arrives in the vicinity of a planet’s solar hookup, a larger, more powerful version of one species will appear by the solar hookup.  Upon defeating the boss enemy, Celeste will proceed to restore the planet to stable orbit.  Each planet’s boss will only have to be beaten once.  After all planets have been stabilized, Celeste will be transported to the sun for one final boss fight against the orchestrator of the preceding chaos. Boss enemies may have unique attacks based on user testing. 

Inanimate Objects

Inanimate objects encompass the ambient objects in the Solar System.  Including rocks and trees, inanimate objects will enhance the overall feeling of the game.  Celeste will be able to interact with many of the inanimate objects through the special abilities of her grappling gun.

Ambient Life

Planets will also be inhabited by ambient life forms such as insects, birds, and small mammals. These ambient life actors will be AI controlled. They will mimic the behavior of their real world counter parts. An example is flocking birds, and swarming flying insects.

Levels:
Planets and The Solar System

The Solar System

Solipsis

Three planets orbited the sun of the Solipsis solar system until a race of shadow demons disrupted the delicate equilibrium.  Each planet possesses one solar hookup, which Celeste must reach in order to reattach the planet to the sun.  A shadow demon boss guards every solar hookup.  Once Celeste defeats the boss, the planet is brought into a stable orbit with its distance from the sun determined by the order of planets harnessed.  Once all planets are brought into stable orbits, Celeste will be taken to a final boss fight on the sun.

As the planets travel along their chaotic paths, they may collide with each other or the sun.  The sun of Solipsis emits a protective barrier that encloses the planets to ensure the surfaces never collide.  A planet-to-planet collision will result in an aurora borealis type of visual effect along with cataclysmic sound effects.  A planet-to-sun collision will result in a solar flare visual effect as well as sound.

Planets

Overview

A planet is comprised of large landmasses separated by large empty chasms.  The chasms between continents will be filled with a thick fog and result in instant death if Celeste falls into the chasm. Bridges connect some continents to each other, which Celeste can use to negotiate the planet.  In certain circumstances, Celeste may find her own path using the grapple gun to swing across chasms.  When exploring a continent, Celeste may not be able to access every other continent via bridges.  Some continents will be accessible only via planetary gateways, a portal connecting one planet to another.  Every planet has one planetary gateway for every other planet in the Solar System.  The gateways are protected from demons by a protective barrier and when Celeste dies, she re-spawns near the last gateway that she crossed through.

Every planet will have a different difficulty level. This difficulty level governs the strength and durability of the enemies that are encountered on the surface.  The planet’s difficulty is also proportional to the skill bonus a player receives when harnessing the planet to the sun, rewarding a more ambitious play style.  This leads to an implied order of traversing and harnessing the planets, but Celeste is never forced to take this path.  Rather, Celeste may choose her own order to traverse the planets.

The continents themselves, in addition to a unique Shadow Demon type, are populated with trees and boulders, which Celeste can interact with using her grappling gun.  The continents have varied terrain including hills, valleys, and plains areas.  Some specific terrain types are grass, rocks, sand, and tundra, which are for visual effect only.  All planets are unrealistically small to exaggerate the horizon effect.

Atmosphere and Weather

Each planet has its own atmosphere, modeled as several concentric shells of sky and clouds.  The amount of sky visible is proportional to the position of the sun, and the sky will fade from black to the color of the atmosphere, using intermediary colors for sunset and sunrise.  Additionally, the less sun that is present, the more clearly planets and stars will be visible.

Related to atmosphere is weather.  The supported weather effects will include rain, snow, and dust clouds (see Appendix B for specific actor characteristics).  The sun will also emit solar flares periodically.  Rain and snow will be intermittent and combined with darker, thicker clouds; when the rain clears, the sun will be stronger and more apparent.

The Sun

The sun is a fiery ball of light, and indeed will be the primary source of light for the whole universe.  For the majority of the game, the Sun will be a distant object, clearly visible from the planets’ surface.  However, the final battle will actually take place on the surface of the sun.  When Celeste walks along the surface of the sun, fiery effects will be produced from her footprints.  Ambient solar flares will also surround the sun.

Planetary Gateways

A planetary gateway is represented as a typical teleportation pad, a circular decal on the ground with a small beam of light normal to the surface.  The color of the light beam signifies the difficulty of the connected planet.  When Celeste comes in contact with a planetary gateway, she is given the option of taking the portal to the associated planet. A light beam will be rendered connecting the gateway to the destination planet when Celeste stands on the pad.

Solar Hookups

The solar hookup is similar in appearance to planetary gateways, except that it will take up a much larger area of the planet’s surface.  Additionally, a tall beam of particle-lights will shoot up from the center of the decal.  Initially, this beam of light will actually be rendered using dark, shadowy particles.  Unlocking the solar hookup (and enabling the connection to the sun) will require beating the planet boss, at which point the particle column will be rendered using yellow, “sun” colors.

After defeating the planet boss, Celeste will merely have to walk into the column of light to connect the planet to the sun.  After defeating the final planet boss (prior to connecting the final planet to the sun), Celeste will be teleported to the sun after walking into the column of light.  This will in initiate the final battle.

Player Interface

Heads Up Display
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Health bar – As pictured, a typical health bar is displayed at the top of the screen.  As Celeste hooks planets to the sun, the health bar will grow horizontally across the screen.

Planetary Radar – The radar consists of colored dots indicating what is in the direct vicinity of Celeste.  Enemies will appear in blue, while gateways appear in green.  The solar hookup will always be displayed, even when not in the direct vicinity of the player; in this case, it will be displayed at the edge of the radar indicating the direction the player should go.  The solar hookup will appear in red.

Jukebox Display (Not pictured) – An optional element that can be toggled on or off. This will show the current playing track and music volume.

Menus

Menu Flow
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Camera

The camera follows behind Celeste as she ventures forth in the galaxy.  Celeste is approximately one-eighth the size of the screen and the horizon is approximately two-thirds of the way from the bottom of the screen.  When an object is positioned between the camera and Celeste, the object is rendered with half transparency so as to not obstruct the view of the player.  In order to prevent the camera from dropping inside a planet, the camera also provides for collision with the terrain.

Controls

The control scheme for Project: Solar is not especially complicated.  Two axes are needed for basic navigation, and any remaining action can be performed while navigating.  The basic controls are set up in third-person shooter style with two directional pads for movement and buttons for fighting.  While a joystick is the primary focus of the input, the keys can be fully mapped to allow the best game play experience.  The default keys and key mapping is listed below:

	Control
	Description
	Joystick Key
	No Joystick Key

	Move
	Move Celeste 
	Left Analog
	WASD

	Move Camera
	Move the Camera 
	Right Analog
	Mouse

	Fire
	Fires energy-ball from Celeste’s grappling gun
	Triangle Down
	Left Mouse Button Down

	Release
	Releases rope
	Triangle Up 
	Left Mouse Button Up

	Jump
	Celeste jumps
	Square
	Space Bar

	Punch
	Celeste punches
	X
	Right Mouse Button

	Lock And Strafe
	Celeste moves with the orientation of the camera
	L1 or R1 while moving
	Middle Mouse Button while moving

	Volume Up/Down
	Changes the volume of the music
	D-Pad Up and Down
	+ And -

	Previous and Next Track
	Changes the current song playing
	D-Pad Left and Right
	Num Pad 4 and 6



 SHAPE  \* MERGEFORMAT 
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Vibration

On systems providing gamepad support, vibration is used as feedback for certain actions.  Firing will provide a sharp kick when triggered, while taking damage will generate a rumble proportional to the damage taken.  Falling will provide a slowly increasing force from the gamepad, ending with a jolt to simulate landing.

Game Options

Graphics

Shadows – On/Off

Display Mode – Screen Resolution / Refresh Rate / Color Depth

Effects – Slider from Low to High

Sounds

Music Volume – Change the volume of the music

Sound Volume – Change the volume of the sound effects

Custom Music – Specify directory for jukebox

Jukebox – Toggle jukebox hide/show/popup settings

Input Options

Vibration – Toggle vibration between off and joysticks connected

Key mapping – Personalize the control scheme.
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Market Analysis

Target Demographic

Project: Solar is targeting casual gamers looking for a fun action game on physically based interactive worlds in a title that is quick to pick up, but hard to put down. We expect a rating of TEEN from the ESRB for mild violence.  Our most likely customer based is males ages 14-25.

Top Performers

Project: Solar has very little direct genre competition.  Several titles come within the realm of Project: Solar.  Both Metroid Prime® and The Legend of Zelda: The Windwaker® revolve around exploring an alternate world and involve fighting.  Here the comparison ends.    Metroid Prime® sold 1,220,779 units in the United States, and The Legend of Zelda: The Windwaker® sold 1,608,491 units.  Other less popular performers include Starfox Adventures®, which has traveling to different worlds and making do with only one tool, selling a respectable 782,978 units, and Ico®, that inspired our shadow demons, selling only 180,093 units.  It is evident that there is a large market for Project: Solar.

Legal Analysis

Project: Solar uses all original content and does not license any art or characters from outside sources. All content © DigiPen Institute of Technology 2005

Cost Analysis

Resource Cost

Development Team

	#
	Position
	Annual Salary
	Weeks
	Cost

	5
	Programmers
	$60k
	28
	$161k

	1
	Modeler
	$40k
	8
	$6k

	1
	Animator
	$45k
	8
	$7k

	1
	Designer
	$40k
	8
	$6k

	Total Development Cost
	$180k

	Break Even
	3

	Return on Investment
	$540k


Appendix A
Feature Priorities

A-Level (must haves)

· Three Planets

· Sun

· Celeste

· Grappling Gun

· Enemies

· Fighting

· Gefahr

· Planetary Gateways

· Solar Hookups

· Bridge

· Customizable Input

· Force Feedback

· Jukebox

· Splash Screens

· Planet Generation

· Particle Effects

B-Level (could haves)

· Weather

· Pits of Doom

· Inanimate Objects

· Interacting with Inanimate Objects

· Rope Physics

· 3D Sound

· Custom Music Play List

· Menus

· HUD

· Health Pick-ups 

· Tree Generation

· Fog

C-Level (could have-nots)

· Boss Attack Patterns

· Ambient Life

· Additional Planets

· Story

· CD Audio

· Planetary Moons

Appendix B
Actor Breakdown

	Actor
	Category
	Description
	Models
	Particle Systems
	Textures
	Animations
	Sounds
	Attacks
	Health
	Dam-age
	Item Drop

	Utica
	Atmosphere
	Temperate (Rain and Sun)
	Sphere shells for cloud textures
	Rain
	Procedurally generated clouds (large, cumulus)
	Time-based procedural translation/rotation
	Weather (rain, thunder)
	N/A
	N/A
	N/A
	N/A

	Nostrand
	Atmosphere
	Desert (Sun)
	Sphere shells for cloud textures
	Dust
	Procedurally generated clouds (thin, stratus)
	Time-based procedural translation/rotation
	Weather (wind)
	N/A
	N/A
	N/A
	N/A

	Hoyt
	Atmosphere
	Arctic (Snow)
	Sphere shells for cloud textures
	Snow
	Procedurally generated clouds (large, cumulus)
	Time-based procedural translation/rotation
	Weather (wind, snow)
	N/A
	N/A
	N/A
	N/A

	Sun
	Atmosphere
	Hot (Solar Flares)
	N/A
	Solar flares
	N/A
	N/A
	Solar Wind ;)
	N/A
	N/A
	N/A
	N/A

	Cerebus
	Boss
	A larger, black shadowy three-headed dog.  Cerebus’ eyes glow a bluish aura.
	Uses the same model as the regular dog enemy, except it has a particle effect in its eyes.
	Shadow Particles using model as emitter
	A black, shadowy texture
	Same as three-headed dog
	Same as three-headed dog
	Same as three-headed dog
	TBD
	TBD
	Solar Hook-up

	Ogre
	Boss
	A large, black shadowy humanoid.  Ogre’s fists burn with fire.
	Uses the same model as the regular humanoid enemy, except it has a particle effect in its fists.
	Shadow Particles using model as emitter
	A black, shadowy texture
	Same as humanoid
	Same as humanoid
	Same as humanoid
	TBD
	TBD
	Solar Hook-up

	Arachna
	Boss
	A large, black shadowy spider.  Arachna’s eyes glow a greenish aura.
	Uses the same model as the regular spider enemy, except it has a particle effect in its eyes.
	Shadow Particles using model as emitter
	A black, shadowy texture
	Same as spider
	Same as spider
	Same as spider
	TBD
	TBD
	Solar Hook-up

	Humanoid
	Enemy
	Biped, shadowy
	A basic wireframe humanoid model
	Shadow Particles using model as emitter
	A black, shadowy texture
	Walk, punch
	Attack, walk
	Punch
	TBD
	TBD
	5% chance of 50 HP

	Three Headed Dog
	Enemy
	Three headed dog, shadowy
	A basic wireframe three-headed dog model
	Shadow Particles using model as emitter
	A black, shadowy texture
	Run, bite, claw
	Attack, howl
	Bite, Claw
	TBD
	TBD
	5% chance of 50 HP

	Spider
	Enemy
	Spider, shadowy
	A single wireframe spider model
	Shadow Particles using model as emitter
	A black, shadowy texture
	Run, pinch
	Run, attack
	Pinch
	TBD
	TBD
	5% chance of 50 HP

	Gefahr
	Final Boss
	A large, black shadowy figure.  Gefahr’s eyes burn with fire.
	A large shadowy figure
	Shadow Particles using model as emitter
	A black, shadowy texture
	Attack, walk, die
	Attack, walk, die
	TBD
	TBD
	TBD
	Credits

	Rock / Boulder
	Inanimate
	Hard, blunt, somewhat immovable
	One rock model, though more is trivial
	N/A
	A rock texture
	N/A
	Dragging on ground
	N/A
	N/A
	N/A
	N/A

	Tree / Shrub
	Inanimate
	Green, Foliage
	One tree, one shrub
	Leaves as particles
	One bark, one foliage
	N/A
	Ruffling leaves
	N/A
	N/A
	N/A
	N/A

	Bridge
	Inanimate
	Connects continents
	Simple rope bridge
	N/A
	Rope/wood
	N/A
	Creaking
	N/A
	N/A
	N/A
	N/A

	Health
	Inanimate
	Mini sun like sphere
	Sphere
	Sparkles
	Sun (bright, yellows/oranges/reds)
	N/A
	Regain Health
	N/A
	N/A
	N/A
	N/A

	Celeste
	Main Character
	A young woman with a mechanical arm
	A single model of a female figure
	Glowing Translucent Sphere for Energy Ball;
Particle-based energy rope
	The skin texture (see concept art)
	Punch, shoot, walk, run, death, complete stage, jump, fire, reload
	Walking, running, jump, land, land punch, fire, detach, reload
	A right jab, Fire
	TBD
	TBD
	N/A

	Utica
	Planet
	Lush, utopian environment
	Procedurally Generated Sphere
	N/A
	Low: Grass
High: Dirt
Steep: Rocky
	N/A
	N/A
	N/A
	N/A
	N/A
	N/A

	Nostrand
	Planet
	Desert environment
	Procedurally Generated Sphere
	N/A
	Low: Sand
High: Rocky
Steep: Sandstone
	N/A
	N/A
	N/A
	N/A
	N/A
	N/A

	Hoyt
	Planet
	Barren environment
	Procedurally Generated Sphere
	N/A
	Low: Limestone
High: Snow
Steep: Marble
	N/A
	N/A
	N/A
	N/A
	N/A
	N/A

	Sun
	Planet
	Hot, bright environment
	Procedurally Generated Sphere
	N/A
	Sun (bright, yellows/oranges/reds)
	N/A
	N/A
	N/A
	N/A
	N/A
	N/A


Appendix C
Risk Assessment
Game Play

	Risk
	Recognition
	Resolution

	Camera hinders game play
	During play testing the camera feels awkward
	Restrict Camera Actions, Adjust camera sensitivity.

	Looked Camera mode is not useful
	Does not add anything to game play
	Remove mode.

	Collision with camera and environment
	Camera responds poorly to object collision making the player unable to see the action properly
	Rework camera collision scheme, or remove collisions and use transparency to compensate.

	Objects between the camera and player do not have enough transparency.
	The player can’t see what’s beyond partially transparent obstructions
	Increase Transparency, Zoom in camera to beyond obstruction.

	Aiming is not intuitive
	Difficulties in targeting
	Add in auto targeting for range attacks.

	Firing is not intuitive
	Difficulties firing and releasing
	Change firing from press-and-hold to press-and-press key

	Grappling Gun interaction with inanimate objects
	Interaction does not act as expected
	Increase user interface options, Remove from game.

	Auto targeting for hand-to-hand combat is bad
	Celeste attacks unexpected targets during close quarters combat
	Modify the targeting system, visually represent the target, Remove from game

	Enemies are too easy to kill
	A typical game involves many enemies, but little damage taken
	Improve enemy AI, increase enemy damage, reduce Celeste’s HP

	Enemies are too difficult to kill
	A typical game involves deaths in under twenty minutes
	Decrease enemy damage, increase Celeste’s HP

	A specific boss monster is too easy to defeat
	A typical fight last shorter than two minutes
	Add individual AI for boss monster.

	A specific boss monster is too hard to defeat
	A typical fight last longer than five minutes or involves dying
	Decrease damage of monster, decrease health of monster

	The game is too short
	A typical game last shorter than fifteen minutes
	Add planets, increase planet size, increase boss difficulty

	The game is too long
	A typical game lasts longer than one hour.
	Decrease planet size, decrease boss difficulty

	Objectives are unclear
	Over two minutes are spent finding the next objective
	Add objective indicator, reduce planet size

	Shockwave from grappling gun injures Celeste
	Death resulting from shockwave blast occurs too often
	Decrease power of shockwave, do not let shockwave affect Celeste

	Powering up is useless
	Increase in health and damage does not change game play
	Increase damage and health bonus, remove from game

	Day cycle too fast
	Other planets interfere with game
	Decrease revolution speed of planets

	Day cycle too slow
	Game spent in darkness too long
	Increase revolution speed of planets

	Overall objective unclear
	Confusion as to the overall goal
	Add more story elements

	Game play too linear
	All paths lead directly to enemies and boss
	Increase number of continents, add treasure

	Types of enemies are indistinguishable
	Two enemies look the same in the game
	Change color slightly for different enemies


Appendix D
Copyright Index

Legend of Zelda © Nintendo 2004
Legend of Zelda: The Windwaker © Nintendo 2004

Metroid Prime © Nintendo 2002

Starfox Adventures © Nintendo 2001

Ico © SCEA 2001

Appendix E
Team

The Senate: Team Background

The Senate is comprised of five outstanding programmers with diverse backgrounds, all with accomplished resumes and sterling game credits.

Team Sign Off

Jesse Bernoudy

Bio: Jesse Bernoudy hails from sunny Sacramento, California. After coming to DigiPen he has worked on the titles: “Thicker Than Water”, “Rising Swords”, and the recently released “Kartastrophe”. Jesse has been a programmer since high school. Taking a wrong turn, he ended up going to Southern Oregon University in Ashland, in pursuit of a BFA in theatre. After seriously considering a career as an out of work actor, he changed schools and refocused on computer science. This led him up a long winding path (I-5) to DigiPen. Jesse has mostly worked on various aspects of game-play programming, until recently when he tried his first attempt at AI. He found AI to the most interesting programming challenge to solve, and plans to delve deeper into the subject. He enjoys working on teams that push the boundaries and work hard to exceed expectations.
	


Robert Glessner

Bio:  In all the universe, there is only one Bob Glessner.  Ok, no there's not.  But there's only one Bob Glessner, Jr., maybe.  Having been on all three Red Slime Entertainment productions, he is very comfortable with pushing boundaries.  Bob has an affinity for mathematics and enjoys object-to-object interaction.  He has a lot of free time, and in this free time, he likes to program.  While he is programming, he enjoys music, movies, and television.  Bob no doubt has an exciting future in something.

	


Corey Ross

Bio: Game development has become much more than a hobby for me these past few years. I first realized this while completing my fine art degree at Memphis College of Art. During this time, I was working as a database programmer at ThoughtWare Learning Technologies. Realizing the creative potential of combining my artistic talents and interest in software development, I immediately fell in love with graphics programming. Besides changing tense mid-paragraph, my current interests include graphics, physics, researching script technologies, and illustration. I also enjoy camping out in the wilderness when time permits.

	


Scott Smith

Bio:  At heart, I love developing games, and if it weren’t a job, I would still pursue it as a hobby.  I love the medium as an expression of endless creativity.  In recent projects I have had the opportunity to write a natural language parser, graphics engine, physics simulation code, and an artificial neural network.  There are so many possibilities in the realm of game development, and I believe most to be relatively untapped.  When I am not programming games, I am an avid cyclist and bike mechanic.  I love camping, and am always game for a good hike.  At home, I love to hang out with my wife and dog. 

	


Max Wagner

Bio: Born in Eugene, Oregon, Max has lived on a small farm in rural Oregon, in New York City, and in Paris, the latter two while completing a B.A. in English, French Literature, and Creative Writing from New York University.

Max currently finds himself in Seattle, completing a B.Sc. in Real-Time Interactive Simulation and making the most engrossing, entertaining, and fantastic virtual worlds the people of this world have ever seen.  Max’s most recent credits include programming a stunning Soft-Body physics demonstration, which integrates cloth and jello physics, as well as such DigiPen smash hit games as Insecticide, Symbiosis, and Deadstar.
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