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High Concept

Idea

Stack your way to the center of a tilting platform before your opponents.

Summary

Bontãgo is an intense single or multiplayer 3d real-time strategy/puzzle game. Players begin with flags (one color for each player) spaced evenly around the edge of a large disk, called the field, balanced on a fulcrum in the center.  Around each flag is a circle representing that player’s controlled area. Every few seconds a block appears on each player’s cursor. The players must place the blocks somewhere in their controlled areas. Players can place the block at any moment in the allotted time, or can hold it until time is up and the block will fall on its own and be replaced by the next block.   

The goal of the game is to extend the controlled area from the starting flag to the center of the disk, encompassing both. To expand the controlled area, the player must build upwards and outwards. The radius of the controlled area (and thus the area the player may place blocks in) is determined using the height of the player’s structures perpendicular to the disk. If controlled areas of opposing players meet, a hole is formed in the disk in the overlapping region. The first player to possess a continuous area from starting flag to center wins.

Blocks are given randomly to players and come in a variety of semi-random shapes. The base block unit is a cube. Three types of blocks are made of the base units: 

· French-fry block

· Hash-brown block

· Tator-tot block

Specialty blocks can be attained by extending the controlled area around gift boxes randomly dropped on the map during the game. The next block the player receives after encircling the crate will be a specialty block. These include volcano, earthquake, rocket, and other blocks. Specialty blocks are activated by depressing a switch on one side of the cube with some sort of weight from the game world.  

Bontãgo uses realistic physics approximations, so the disk will be tilting on its fulcrum as the game progresses. Towers will fall, blocks will slide off the game world, and specialty blocks will wreak havoc on opponents. Although the rules are simple, strategic thinking, quick reflexes, and a bit of luck is required to win this game.  

Key Features

· Realistic physics.

· Real-time multiplayer action (up to 32 players).

· A wide variety of specialty blocks.

Platform

· Multimedia PC with Pentium II – 400 MHz or higher processor

· 64 MB of RAM (128MB RAM for Win2K/XP)

· 50 MB of hard disk space

· 3D video card that supports 1024 x 768, 16 bit color resolution

· 56 Kbps modem or higher for Internet or head-to-head play

· DirectX compatible sound card

· DirectX 9.0 or later
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Target Market

Ages 6+.  Expected ESRB rating Everyone (E). 

Estimated Retail Cost

· Hard copy:


$15.00

· Internet download:

$10.00

Game Elements

The world of Bontãgo is simple and comprised of only a few elements.

The Field

The action of the game takes place on a large circular plate called the field. This flat disk balances on a point in the center, enabling tilt or spin in any direction. Fields can be customized with the following variables:

· Surface Friction – determines how objects will slide on the surface.

· Tilt/Spin Resistance – determines how easy or difficult it is for objects to tilt or spin the field around the fulcrum. This can be equated with the mass of the disk.

· Radius – sets the overall size of the surface.

· Appearance – the texture applied to the disk and fulcrum.

Flags

Spaced equidistantly around the perimeter of the field are solid-colored flags representing each of the players. Also, a white flag is placed in the center of the disk. Flags are securely attached to the surface of the field and cannot be moved. Each flag must be a unique color. Flags are physical objects and can be collided with.

Standard Blocks

Standard blocks are given randomly to players and come in a variety of semi-random shapes. The base block unit is a cube. Three types of blocks are composed of base units:

· French-Fry – A line of 2 to 6 base cubes.

· Hash-Brown – A square of 2x2 to 5x5 base cubes.
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Tator-Tot – A cube of 2x2x2 to 4x4x4 base cubes. 

Blocks cannot be destroyed or deformed, but may fall off the field and be removed from the game world. The color of the block corresponds to the color of the flag of the player who it is owned by.

Specialty Blocks

Specialty blocks look like base unit blocks with a button on one side. The sides without the button have an icon representing what happens when the button is depressed. The effects of the blocks last for a finite amount of time (with the exception of the Jumping Bean block).

· Earthquake – shakes the entire field and creates a rift in the field at the location of the block.

· Volcano – raises the field at the location of the block and spews unit blocks across the game world.

· Rocket – a directional force emanating from the side opposite the button propels the block.

· Ice – freezes the field in a radius around the location of the block, creating very low friction in the area.

· Jumping Bean – block is inhabited by a jumping bean and hops around the field. This effect is permanent once the button is depressed.

· Bomb – provides a burst of intense spherical force radiating from the block.

Gifts
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Gifts are wrapped up versions of specialty blocks that appear randomly on the field. Players must attain gifts in order to use the specialty blocks inside. The gift packaging gives no clue to what it contains.

Game Rules

The rules of Bontãgo are, like the elements, simple, but allow for complex game play.

Winning Conditions

In order to win the game, a player must contain his/her flag and the center flag in a continuous controlled area. In team play, the team must control a continuous area between all teammates and the center flag. Only one team member needs to control the center. After a game has been won, a new field is generated and another match begins.

Players

Games can include any number of players from 1 to 32. At least one player must be human, but the remaining can be human, computer, or a combination of both. Teams can be comprised of any variety of human and computer players.

Physics

The primary governing body in Bontãgo is physics. All game elements act in accordance to the standard laws of physics with the exception of blocks currently being placed. 

This paragraph is to make sure my team reads this document. When you read this line let me know.

Controlled Area

Players begin with only their flags on the field. A small circle of the player’s color with the origin at the base of the flag is overlaid on the field. This is the starting controlled area. Players can only place blocks inside the boundaries of their areas. To extend the regions, players must stack upwards. The radius of the controlled area (and thus the area the player may place blocks in) is determined using the height of the player’s structure perpendicular to the field. Every block generates a circle, not just the tallest tower. The radius generated will always be less than half the height of a single block, thus players must stack before expanding.

Controlled areas also give friction bonuses to the field to aid in tower building. The bonus is calculated in the same manner as the radius. The effect is full at the center and tapers off linearly to the edge of the controlled area,  

Overlapping Areas

If opposing players’ controlled areas intersect, a hole is formed in the field in the intersecting area. The hole is not under control of either player (players cannot drop blocks in holes). The hole disappears when the areas no longer intersect. If a player’s entire controlled area is taken over (including the starting flag area), then the player cannot place any blocks and must wait until his/her starting area is relinquished. A hole that extends all the way across a portion of the field will not cause part of the field to fall out of the game world. The holes do not affect the physics of the disk. If team areas overlap, a high friction bonus (in addition to normal friction bonuses) is given in the intersecting area. Also, both players may place blocks in the overlapping region.

Timer

When setting up the game, the player(s) choose a time limit for placing blocks. During the game, the timer counts down from the chosen time. When it reaches zero, a new block appears on the player’s cursor and the timer resets. If the player had not placed the previous block, it would be dropped and replaced by the new one on the cursor. If the player places his/her block before the allotted time is up, he/she must wait for the timer to reach zero to receive the next piece. At times, a player may have no controlled area. When this happens and the timer reaches zero, no new block is given. All players are synchronized to the same timer.

The timer can be set to infinite. In this case, players are free to place blocks whenever they choose. As soon as a block is placed, the next appears on the cursor. When a block is given to a player, the next block is generated and placed on deck.

Placing Blocks

Players may release the block on their cursors anywhere above (parallel with the direction gravity acts along) their controlled area. The entire block will always be inside this volume. If the player moves his/her cursor outside of the dropping range, the block will stay at the boundary and the cursor will change to a standard pointer. On return to the area above the controlled area, the block will rejoin the cursor and move with it. The same applies if the cursor is moved into a collision with any other game elements. If the cursor is out of range when a new block is given, the block will wait above the player’s starting flag.

Obtaining Gifts

Gift boxes containing specialty blocks fall randomly from above onto the field. To obtain a gift, the player must extend his/her controlled cylinder (parallel with gravity) completely around the gift box. When this happens, the gift will disappear in a puff of smoke and the player’s next block will be the enclosed specialty block. Gifts will not be dropped directly into an area controlled by a player.

Using Specialty Blocks

To activate a specialty block, its button must be depressed. This can be done in several ways. It can be dropped button-first onto the field, another block can be dropped on the button, or the block can slide sideways into another element. Any common sense method of depressing the button will work. The type of specialty block determines the amount of time the effect lasts.

Levels

A level equates to a field in Bontãgo. When a level begins the camera zooms in on the field from far away. The field can have random ‘world’ blocks stuck to its surface that the players must play around. World blocks are considered part of the field. The field size is determined by the number of players. Players of the same team begin equidistant from each other. When a player or team wins, the winner’s name(s) is displayed and the camera zooms back away.

Input

Navigating a 3d world can be difficult for beginners. These controls are designed to make interacting with Bontãgo as simple as possible.

3D Cursor Movement

Cursor movement in three dimensions is accomplished with the mouse. The direction the cursor moves is dependent on the camera position and field. Moving along the mouse’s x and y-axis corresponds to moving the cursor in the plane parallel to the plane of the field. Positive y movement sends the cursor in the direction away from the camera and toward the top of the screen (still in that plane). Movement in the direction perpendicular to the field plane is carried out with the mouse wheel. If the user has no mouse wheel, two keyboard keys can be used in its place.

Block Rotation

[image: image4.png]


Simply holding down the Rotation key and moving the mouse in the direction of rotation will rotate the block around the cursor. The mouse wheel has no effect when the Rotation key is being held.

Camera Movement

Camera movement is done with the mouse as well. To put the mouse in camera mode, the user must hold down the Camera key (or mouse button). In camera mode, the mouse will rotate the camera around either the block on the cursor or the center flag, depending on which camera mode has been previously selected (with the Camera Mode key). The mouse wheel (or two emulating keys) will now control zoom.

Dropping Blocks

Releasing a block is done with a tap of the Drop key.

Default Controls

The following controls are recommended, but may be reconfigured:

· Drop – left mouse button

· Camera Mode – alt

· Camera – right mouse button

· Rotation – middle mouse button

User Interface

The user interface in Bontãgo is simple, stylish, and to the point.

Screen Flow
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Main Menu

The main menu is a screen containing the game logo and the following buttons:

· Single Player – choose this to start a single player game. This link leads to the single player options screen.

· Multiplayer – choose this to start a multiplayer game. This link leads to the connection options page.

· Options – choose this to set game options. This link leads to the game options page.

· Exit – closes the game and returns the user to the operating system.

Music begins playing the first time this screen is displayed and continues until the Load/Sync transition where it fades out.

Single Player Options

This screen is where the player sets up a game where he/she is the only human player. The following options are available:

· Player Name – what the player wishes to be called.

· Computer Players – allows the user to choose the number of computer-controlled opponents (0-31).

· Teams – allows the user to group opponents into teams. The human player can also be on a team with computer-controlled players.

· Color – allows the user to choose his/her flag color.

· Time Limit – sets the number of seconds on the timer. The timer can be set from 1 to 10 seconds, or infinite.

· Block Preview – choose whether or not the player gets to see his/her next block..

· Difficulty – each computer-controlled player can be set to one of three skill levels:  easy, average, or difficult.

· Start – choose this to begin the game. This link leads to the load/sync transition.

· Back – choose this to return to the main menu.

Connection Options

The first screen the user sees after clicking multiplayer from the main menu is the Connection Options screen. This screen allows the user to connect to others via the Internet or LAN. The following options are available:

· Host Game – sets up a game that others can connect to and advances to the multiplayer options screen.

· Join Internet Game – prompts the user for the IP address of the host and then lists current games hosted at that IP address. After selecting a game and clicking ‘join’, the user advances to the multiplayer options screen if the connection was successful.

· Join LAN Game – a list of games currently hosted on the LAN is generated. After selecting a game from the list and clicking ‘join’, the user advances to the multiplayer options screen if the connection was a success.

· Back – choose this to return to the main menu. 

Multiplayer Options

This screen is where the player sets up a game where he/she is playing with other human players via the Internet or LAN. The following options are available:

· Player Name – what the player wishes to be called.

· Players – lists human players and allows the host to choose the number of computer-controlled opponents (32 max players).

· Teams – allows the user to choose a team to join. Only the host may choose teams for the computer-controlled players.

· Color – allows the user to choose a flag color. No two players may have the same color.

· Time Limit – sets the number of seconds on the timer. The host can set the timer from 1 to 10 seconds, or infinite.

· Block Preview – host may choose whether or not players are able to see their next block.

· Difficulty – each computer-controlled player can be set to one of three skill levels by the host:  easy, average, or difficult.

· Chat – this is a standard chat area so players may communicate with each other.

· Ready – selected to indicate that the player is ready to start the game.

· Start – the host chooses this to begin the game once all other players have selected the ‘ready’ button. This link leads to the load/sync transition.

· Back – choose this to return to the connection options screen and leave the game. If the user was the host, the game gets disbanded and all players return to the connection options screen.

Game Options

This screen is where the user sets up video, audio, and interface options. It can be accessed through the main menu or during the game. The following options are available:

· Video Options – choose resolution, toggle shadows on/off, toggle lighting on/off.

· Audio Options – set music volume, sound effects volume, set maximum number of sound effects.

· Interface Options – set mouse sensitivity, toggle invert mouse on/off, set controls, choose HUD position (any of 4 corners).

· Default – the application chooses the best video and audio settings. This is also done the first time the game is started after installing.

· Apply – saves and applies the selected settings. The settings are maintained after the application closes. After saving, the user is returned to either the main menu or game, depending on where he/she came from.

· Cancel – cancels any changes made and returns to either the main menu or game, depending on where the user came from.

In-Game Interface

The HUD is a simple graphic in one corner of the screen (default bottom left) that contains three pieces of information:

· Mini-map – a top-down view of the field showing only controlled areas and flag locations.

· Block Preview – shows a slowing rotating version of the block that the player will receive next. This feature can be turned off in the single and multiplayer options screens.

· Menu – brings up a quick menu that allows the player to quit the game and return to the main menu, go to the game options page, pause the game, or resume playing. Pause may only be selected by the host in multiplayer games.

Chat Interface

Players may chat with each other during the game with the simple chat interface. The user presses the enter key to bring up the chat box, types a comment, then presses enter again to send the message to all players and close the chat box. The escape key will cancel the message and close the chat box. Received messages are displayed in the text color corresponding to the sender’s flag color for a short period of time.

Art & Sound

Bontãgo’s style is a mixture of classic elegance and modern sophistication.

Art Requirements

Circular Logic will be providing its own artwork, and will need no outside help. The majority of the artwork in Bontãgo will consist of simple, textured models. 

Art List:

The user interface that was detailed above is one of the few 2D images that will appear in Bontãgo. There will also be 2D backgrounds that surround our game worlds.

Music

Our team will be employing a MP3 based music system. We will offer a few different flavors of music and will also be implementing a feature that will allow players to specify a folder with their own MP3's to be played in game.

Sound FX:

Specific Sound FX will be for:

· Blocks colliding

· Earthquake Blocks 

· Volcano Blocks

· Rocket Blocks

· Ice Blocks

· Jumping Bean Blocks

· Bomb Block

· Various UI sounds (clicking, beeps, etc.)

· Influence Colliding

Project Risks

Eric Anderson maintains full responsibility for this section.

Technology

Physics

The major development risk for technology is the physics engine.  The entire game rides on the physics engine.  If the physics engine cannot handle the demands of the game, the game will not be able to be completed.  Solving this problem will require a very large portion of development time dedicated to physics.

AI

A second risk would be the AI portion of the game.  In order to keep the game somewhat interesting, an advanced AI must be created to handle playing the game in a somewhat skilled fashion.  However, even if the AI fails to be a significant challenge for the player, there is always multiplayer.  Solving this problem will require many hours of testing time to determine how to make the AI act better under every conceivable strategy a human player may present them with.

Networking

.NET remoting will be to slow for games (probably, as .NET was not designed for games)

Equipment

The computers may not be of sufficient power to handle the minimum system requirements of the game.  Trying to get the game to run and look well on the minimum requirements will definitely be a challenge.  Good coding style should solve this problem.

Cost

$0 budget may not provide enough to develop the game.

Team

· Pat will kill us all, and hate everything, and proclaim his dominance over all - solution is lobotomy

· Tristan’s AI will suck, and be boring - make game only multiplayer

· Justin’s game design will just suck altogether - no solution

· Jason will overcomplicate things - solution is sending him to Bill’s team

· Eric will become god and leave the team for better things - only solution is constant worshipping

Sign Off

Hopefully these signatures mean something.

Eric Anderson – Technical Director

Jason Bolton – Art & Sound Director

Patrick Coughlin – Product Manager

Tristan Hall - Producer

Justin Kinchen – Designer

NOTE: If both the Camera and Rotation keys are being held down, the first pressed is used.
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Choose game type and set options for that game


Music continued from main menu





� HYPERLINK  \l "_Connection_Options" ��Connection Options�
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Single or multiplayer game-play
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Visuals while game is loaded and multiplayer is synchronized
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Video, audio, and interface tabs with appropriate options





Default button – detects best settings





Save button – saves and applies settings and returns to game or main menu
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