Game Design – Ninja Racer (working title)

- What is the player's objective in the game

At heart, a racer—futuristic.  Hovercrafts with some flight dynamics.

Most levels are pure races/first finish

Make it general enough to have other types of missions – fit into the storyline.

Game background info (plot):

Hover racing—grows out of hobby racing.  Advent of matter-repelling technology, adapted to make racers.  Eliminates vehicle problem of “terrain,” making previously limiting surfaces racable.

- What are the rules of the game

Dependent on each race/level.  Most will be a straight-up race.  Weapons, but nothing horribly advanced.  
  - What can the player do

Most of the races will be very free-form, with checkpoints.  Immediate standings can be produced by taking the distance to each successive waypoint.

  - What does the AI/Physics do

Describe flight model.  Get detailed.

AI will be primarily employed to get the enemies around the course.

- What will the environment look like

Very open terrain.  We want to have multiple paths.

- What plans do you have for saving/loading/setting parameters

Save progress in races (which you have done, which have been unlocked, etc…)
