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1. Game Overview

1.1. Game Concept
NTG is a single player, casual puzzle title aimed at 7+ male and female players which has been re-created for the purpose of this project.  It has similarities with the famous game Pipe Mania (Pipe Dream) whereas you connect pieces to create a path from an origin to a destination.  However, there are some small differences within this game as you are not building a ‘circuit’ from bird’s eye view but from an side-on view.  The gameplay changes as now the player will have to consider building up to the necessary piece of their path so that they can successfully connect the next piece to make sure they reach their destination.

There are many reasons why I am choosing to develop this game.  I want to gain experience within an engine that has become increasing used throughout the games industry presently.  I am also looking to expand my portfolio with a range of games across different genres so a puzzle title will be a good addition.  As this game is based on an existing title I want to showcase the skills I have at adding to existing designs.   Also, I have been trying to remember the title of this game for a long while now and with a prototype I will be able to launch a small competition to find out if anyone remembers the original title and build up interest in the titles I create.
1.1.1. Look and Feel
This game will be colourful and it will be a 2½D game to create a high quality look and feel.
1.1.2. Target Hardware
Initially this game will be developed for the PC (web browser).  However, I also believe that this game will be suitable for iPhone, iPad and Android.  
1.2. Game Progression
As you progress through the levels, more obstacles appear within the environment to make connecting the path increasingly difficult.

1.3. Objective
The objective of the game is to move pieces to connect the path form the start to the finish point.  Pieces fall randomly from the top to the bottom of the screen.

There are four layers to the environment - normal, bronze, silver and gold –which when the players path builds up into these sections they will gain bonus score and additional tools to aid them progress through the various levels of the game.

In order for the player to progress to the next level they must manage their resources - the time they have and the careful use of their pieces as they may not receive the right piece they need to complete their path when they need it.

I have also developed some additional mechanics for this game.  When the player gains a certain amount of bonus score they will gain a bonus tool.  Depending on the amount of bonus gained the player will receive a rotate, delete or add block tool.  Only one can be gained per level and they do not carry over to the next level, so once they are gained they should be used wisely.
1.4. Project Scope

1.4.1. Number of levels
Currently, there will be 12 levels of different difficulties.  Each level will be either randomly generated or designed by hand.
1.4.2. Number of items
There will be 11 pieces that the player will be able to maneuver and manipulate in order to create their path.  The player will also have a bomb tool and block tool to use within the game (if they gain enough bonus score).
1.5. Physics
Pieces will fall from the top of the screen to the bottom in a set amount of pixels.  To make sure all pieces are stacked correctly the pieces will snap to an invisible grid.

Pieces cannot be suspended in the air; they must be stacked on top of another piece in order to gain height.

2. Player Interaction
2.1. Controls and Movement
	Control
	PC
	iPhone/iPad/Android

	Move left
	Left arrow
	Tilt left

	Move right
	Right arrow
	Tilt right

	Move down
	Down arrow
	Tilt forward

	Slow down fall (to a point)
	-
	Tilt back

	Select/Deselect piece
	Left mouse click
	Finger press

	Rotate piece
	Left mouse click until correct alignment reached
	Finger press until correct alignment reached

	Add block
	Left mouse click
	Finger press

	Delete piece
	Left mouse click
	Finger press


2.1.1. General Movement
Dragging Pieces

The player will be able to drag to pieces down into their required position faster than the piece can fall, but once the piece has been stacked on the top of another piece the player will only have 3 seconds to change their mind about its position before it is locked into place.

2.1.2. Other Movement
Rotating Pieces
Once the player has gained enough score to obtain the Rotation Bonus (see Bonus’ below) they will be able to rotate the falling pieces.  There will be a limited amount of times this functionality can be used though.
2.2. Game Options
Sound on/off

Piece Preview on/off
Mode against time/fastest time

Difficulty easy/medium/hard

Hints (only available in Easy Mode)
2.3. Replaying and Saving 
The game will automatically save the game under the name the player entered when they began a new game.  The game will remember its last player so that you can continue from your last save.  If another player interrupts your session you have to start again.
3. Interface

3.1. Visual System

[image: image1.jpg]



Game Window: 448 (H) x 288(W)

HUD/GUI: 32 x 288

Environment: 480 x 320

Alternative Designs:
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Game Window: 424 (H) x 304(W)



Game Window: 424 (H) x 288(W)

HUD/GUI: 32 x 304




HUD/GUI: 32 x 288

3.1.1. Screen Flow Chart
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3.1.2. HUD
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Alternative HUD Design:
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3.1.3. Menus
Main Menu

New Game
High Scores

Help

Options

Quit 

Options 

Sound on/off

Piece Preview on/off

Difficulty Easy/Medium/Hard (An extra option that may only be available in a full version of this game)
Hints (An extra option that will only be available in EASY mode.  If EASY mode is not selected this option is greyed out)
Help

Game Controls – screenshots and explanation
Bonus Controls – rotating pieces, deleting pieces, adding blocks

Piece Preview – Explanation and how to turn off
Game Modes – Easy, medium, hard (Only shown in the full version)
Pause Menu

Continue
Help

End Level

3.1.4. Screens

	New Game (Name)

Enter your name:

Tutorial 1

Game objective

Short video or screenshots

Tutorial 2

Game Controls

Tutorial 3

Piece Preview

Pause Game

Tutorial 4

Rotate Piece

Tutorial 5

Delete Piece

Tutorial 6

Delete Block
	Level Splash screen

Level X

Level Score Card

Score

Bonus’ gained

End Game Score

Score

Bonus’ gained

End

Are you sure?



4. Technical

4.1. Development hardware and software
PC and Unity 2.6 or UDK.
4.2. Scripting Language
C# within Unity or UnrealScript and Kismet if using UDK.
5. Management
This project will be developed with an iterative methodology so that time is taken to develop, assess and work on any issues raised.
6. Asset List
6.1. Art

6.1.1. Models

Piece 1 – 11
Start Piece

End Piece
6.1.2. Materials
Piece 1 – 11

Start Piece

End Piece
6.1.3. Effects
Bonus score
6.1.4. Interface Art
Pause Button

Score display

Delete Button

Rotate Button

Add Block Button

Game Boundary

Timer

Game environment boundary

6.1.5. Screens

Main Menu

Tutorial 1

Tutorial 2
Tutorial 3
Tutorial 4

Tutorial 5
Tutorial 6
Options

Hi Scores

Game Over

End Game Score

New Game
Enter Name

End Game

Pause Menu

Controls

Help

Piece Preview

Main Game

6.2. Sound
6.2.1. “Action”
Exit Game
Place block

Bomb explode

Select piece

De-select piece

Level Complete
Rotate piece

Bonus Gained

Option not available

Counting pieces

6.2.2. Interface Sounds
Button press

Positive menu option

Negative menu option

6.3. Music

Level Background
Game Over i.e. lost over bad placement of piece
Main Game
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