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Operational concepts:

Our concept is a space based game that will appeal to a broad spectrum of gamers.  It has aspects of arcade, adventure, and RPG style gaming.  Gameplay revolves around piloting a ship through an interconnected group of planetary entities, which have a surrounding group of enemy ships, as well as a port.  The enemy ships can be engaged in arcade style shooting to gain experience points and money, which will help the player advance within the game.  The port at each planet is a place where upgrades to the ship and crew can be made.  In addition to ship upgrades, such as defense or greater crew capacity, the ship’s crew can be changed.  This is one of the key strategic elements of the game.  There is a core group of crew members that can be upgraded and interchanged to improve the performance of the ship in travel or combat.  The rest of the crew is made up of expendable members that can perish in combat, providing more hit points for your ship.  The base ship can take on a set of crew members, each with different functions that can affect the speed, strength, accuracy or other characteristics of the ship within travel or combat.  Three of those members are the core set, including a captain, engineer, and gunner.  The ultimate goal of the game is to gain enough experience and hit points through crew and ship upgrades to be able to defeat the largest enemy ship in the galaxy.
System requirements:

The essential features Nostromo starts with the basic game engine.  The classic arcade style ship navigation and combat system, as well as the menu based interaction of the port exchanges will both be incorporated into the engine.  Most of the in game action will be handled in the navigation/combat system.  The crew changes will be made within the menu system when the ship is at a port.  Additionally an artificial intelligence for the enemy units needs to be developed.  A large map of interconnected systems will be required for the ship to navigate.  The actual game content is scalable when it comes to variety of game content like enemies and upgrades.  Lastly the sound and graphics of the game can be scaled as well to meet the overall time frame goals of the project.
System and software architecture:

The implementation of this game can be done with many different packages allowing the developers to choose a set that suits the team the best.  The major packages like OpenGL, DirectX, or Java’s Swing can all handle a sprite based game adequately.  To appeal to the broad spectrum of gamers mentioned above a reasonable set of minimum system requirements must be adhered to.  This is a standalone game so there should be minimal resources the developer has to rely on from the consumer’s computer.
Life cycle plan:

The major stakeholders of Nostromo are the developers and the consumers.  The consumers want a game that is challenging, yet still enjoyable.  This game has aspects of many different game genres, so the goal is a wide game appeal.  The developers are also a stakeholder in this project because this product has to be delivered in a set period of time with reasonable quality.  Since this is a single player game the final product will be complete upon release.  However if a gameplay bug is discovered the developer can choose to issue a patch fix, or the entire source for the game itself can be released, allowing anyone to modify/fix an unforeseen bug. There also shouldn’t be any network or security issues that will arise because nature of the game.  
To assure the stakeholders of minimized risk this is a basic development roadmap.

Roadmap

- Develop basic engine with space flight, combat (projectiles, hit detection).

- Begin the menu engine.

- Lay groundwork for statistical upgrades.

July 19th, 2005 
Zero-feature release

- Create content like maps, ships, port interaction.

- Complete upgrade system.

- Develop enemy AI.

- Integrate sound.

August 2nd, 2005 
Beta release

- Bug fixes and more rigorous testing.
- Balance gameplay elements to make it challenging, yet enjoyable.

- Improve graphics, sound, and user interface.

August 15th, 2005 
Final release
Feasibility rationale:

The pitfalls of this project are time, gameplay and developer experience.  As mapped out in the Life cycle plan there are many basic milestones to help the developers stay on track with the game.  One of the classic game pitfalls is creating a game that is too easy or too hard.  With this game design we believe that can be avoided by adjusting some basic game elements like intelligence of enemies and size of the overall planetary system.  Lastly, by staying flexible with the implementation until the team is assembled we can take advantage of skills and previous experience of some to help guide the novice developers.  This is a minimal risk project, while having a high potential for reward, with an enjoyable product upon release.
