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Project Proposal

Operational Concept

I propose to make a puzzle game in the vein of Tetris Attack by Nintendo. Tetris Attack was and still is arguably one of the best puzzle games ever created, and although it has been imitated, its imposters have always lacked something Tetris Attack had.   

However, for all the praise that it’s received, I believe that Tetris Attack, as well as most of its clones, have also missed some fundamental qualities that would make it a better game.  I intend to join the ranks of the me too Tetris Attack games and bring what I think the original recipe lacked: Network play, personal soundtracks, 3D, high definition, and some other game play qualities that will set my version apart through the power of the XNA.
This is to try to bring about what could be called the “next gen” puzzle game. A game that stays true to the complex, furious retro puzzle action but with the polish and personalization of a next gen game. 
Architecture
The architecture of the game will be divided into several parts.  I’ll go over the individual components as follows to suit the “must have” features in the game to set it apart.  Due to the school’s focus on Java, C# should be an easy transition of languages and offers a few useful features, like references, to help with performance. At the writing of this proposal, not all of the features of the XNA have been explored, so it’s likely that a more of the work can be offloaded on the XNA. The goal of the architecture is to adhere to the principles in the Agile Programming paper where the quality of working code is put above all.
Graphics Engine:

A procedural 3D graphics engine should be implemented with the help of the XNA. But in the worst case we should switch to a simple block + texture engine.
Non trivial effects include: creating blocks, destroying blocks, firing blocks at an opponent, and the ability to render in high definition efficiently.
Sound Engine:

A specialized engine needs to be created to allow for custom soundtracks in tune with the game play itself.

The ability to speed up tempo and mix effects is nice to have for the game.
Game Engine:

The game engine will need to be quick to allow for configurable, fast experience as the game time increases. This will probably require as much development as the sound engine
Networking Engine:

Multiplayer, networked games are the lynchpin of the clone that I’m proposing as it is difficult to get right and few Tetris Attack clones seemed to have implemented this in general. The network stack will probably be taken care of by the XNA libraries, but good efficient use of the stack is a must have in order to maintain the fast game play necessary in a puzzle game like Tetris Attack. 

System Requirements

The game will be built on the XNA platform which is essentially C#.  Thus, it will be built on .Net.  The system requirements will be on par with running the XNA suite itself.  The architecture is designed in such a way that CPU speed should be more important than memory so that the game can conceivably run on the Xbox 360 architecture which is memory constrained.
On the XNA website, the XNA requirements are:

“Q: Are there any prerequisites to run XNA Game Studio Express?
A: Yes. You must download and install Visual C# Express and the latest DirectX runtime updates (the full DirectX SDK is not required). Also, you need a Direct3D 9.0 video card capable of supporting at least Shader Model 1.1. Our recommendation is that your graphics card supports Shader Model 2.0 since many samples and starter kits require it. Check your graphics card manufacturer’s website for more information about your specific graphics card.”
Thanks to the XNA, a lot of the heavy weight components will probably be done for us, allowing us to focus on the engine, the game play, and turning out an excellent, well polished game.
Lifecycle Plan
This is a game will target only one release with no updates in the future except for possible minor bug fixes in the form of one title update.  The target market is by in large the gaming community, and specifically the puzzle gaming community. Although a brief look at Tetris Attack history doesn’t yield many clues about concrete numbers sold, it has gained a sort of cult acclaim among retro gamers.

The game that I propose is an effort to both capture this market and branch out in the new gaming market, which now has broader appeal and a larger install base. Building the game on the XNA, a new game creation tool set, will enable the possibility of mass appeal (due to people on both PC and, potentially, Xbox 360) the ability to play it and enjoy it.  Furthermore, building it now on the XNA garners extra “fame” as it is one of the few first games to be developed on the platform.
The game is designed to appeal to a corner of the video game market that is yet fully tapped in the next gen.  It offer something different from popular puzzle games like Bejeweled, Hexic, and Tetris DS, as well as bringing something familiar to the table.
In order to capture the existing market, elements of the original Tetris Attack are incorporated, in order to expand the install base; the following new features will be added:

Multiplayer network play

Custom soundtracks in sync with the game with possible 5.1 support
3-D improved, high definition graphics
I believe that adding these into the original recipe of Tetris Attack will both set it apart and make it a hit. I’ll only address the pri 1 failure possibilities as if any other feature falls behind outside of pri 1, it will be cut in short order.
Feasibility Rationale

	Risk
	Possibility
	Mitigation

	Procedural graphics engine too difficult to program/build
	Med
	Go back to tried and true pre-rendered models/textures, borrow those models from open source graphics sources

	Network play falls behind schedule
	Med
	Allocate more resources to network play team, leverage preexisting network play code found on other parts of the net

	Learning XNA takes longer than expected for the team
	Low
	move to tried and true coding options like Java

	3-D graphics too difficult to develop
	Low
	leverage existing 3-D models from the internet

	Custom soundtracks can’t be implemented in sync with gameplay
	Med
	Allow for custom soundtracks to be out of sync with gameplay


In using XNA, I hope that most of the risks associated with the project will be mitigated outright and unforeseen problems will be easier to smooth out. Although C# is not Java, I believe that they are close enough such that learning C# should pose no great problem for anyone involved. Hashing out more of the feature set the priorities are:

Pri 1: We must have these to set the project apart

Network Gameplay

3-D graphics

High Definition graphics

Battle mode
Custom Soundtracks
Pri 2: Nice to have

5.1 sound support

3+ player multiplay

Xbox support

Matchmaking

Live support

Sound engine that can change tempo of custom soundtrack
Custom Soundtracks in sync with gameplay

Procedural Graphics

Parity with core game play with Tetris Attack

Secure network play to disallow cheating as much as possible

Pri 3: Cut these first

Attack animation

Character animation

Additional Attacks

Default Music

Characters

Additional items

Background art

Additional game play modes like 1 player endless mode

Character art

Anything else we think of on the way.
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