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Target audience: 

males aged 13-27, females aged 17-27

Features summary:

Make your way through an eerie landscape in the newly created mind of an android
Negotiate obstacles, evade capture by zombies or confront when ready, make sense of your environment

Uncover the next level by accomplishing mystery tasks with no clues
Repair the body in a team of miniaturised doctors and scientists

Avoid the body’s natural defences (leucocytes, enzymes) in the super fast blood stream
Flag blood clots for repair by external surgical team

Repair damaged areas of the body with an array of militant like surgical tools

Genre similarities and differences:

This game has a multitude of genres

Eerie adventure with horror survival and problem solving elements – in the mind, similar to Silent Hill but different in that each character has been conjured up and exists in the real world. Similar to Resident Evil, but you won’t be healthy enough to kill the enemy until the body has been repaired to a certain extent.
Speed shooter with twitch racing – bloodstream and spinal neural pathways, similar to Japanese speed shooter arcade machines but is used inside the larger game as a means of transporting the Andora to places in the body. Also similar to skateboard ½ pipe games as you can follow the contour of the bloodstream, and use the groove of the neural pathways to jump to the adjacent pathway.
Tag team FPS with target shooter -  in the body, much like Half Life and Mass Effect but if you need to select a different weapon, you switch team members, 1 of which has a different camera angle.
The innovation:

This game is a project, what will attract people is the multitude of different gaming aspects and completing the project, searching for humanity, what the inside of the body looks like and how it works, and interacting with familiar characters in different settings. No other game will have mapped the inside of the human body to this extent before, and certainly not provided the range of different modes you can play, the range of gameplay within the story mode, nor paid attention to free roaming after the gamer has been completed and bested each game mode.
World setting:

Near future, technological singularity reached. In the mind laws of physics don’t apply, tremendous scope to do wild and whacky things, very eerie and full of zombie like characters with variable ability. In the body its very realistic, the blood stream and neural pathways are very fast with colourful graphics and sharp sound, there will be a big a big focus on art direction.
Main characters:

Guy Tornby – android.
Imogen Gorsha – Andora team member, computer scientist, worked on original guy project, emotionally involved.
Simon Tanner – Andora team leader, reluctant hero, ex military.
Jampwan Khafayet – Ugandan technician, engineer and pilot of the Andora.
Lori Mckenzie – Andora team member, skilled surgeon.
Lorenzo Gutterez / figure – bad policeman/ reoccurring villain figure in mind.
Butch Thomson – criminal who gets murdered by policeman in front of guy pre coma
Story: When a man is found in a pool of blood, police are quick to rule out foul play, call suicide and end their investigation; however TRIBE’s is just beginning. This man is Guy Thornby, the world’s first android, a robot with the identical appearance and behaviour of a human. A team of doctors and computer scientists are miniaturised in the Andora and injected into guy in order to repair his body. Everyone is unaware of the battle underway in guy’s mind, the mind an android shouldnt have…

Gameplay mechanics: The gameplay in the mind is dependant on the health of the body, in order to progress in the mind, the Andora team need to accomplish certain stages. If not enough damage has been repaired, guy will be harder to control in the mind due to decreased motor function and harsher elements such as wind and fog. Certain tasks wont be able to be completed, such as fighting zombies, being able to see into the distance, even ability to see in colour will be affected.
Gameplay in the body is very lifelike, the bloodstream and neural pathways are very fast as would be expected, everything has a realistic shade to it and realistic enemies to avoid or destroy (white blood cells, neurons)
Settings scenarios:

Scenario 1 – control the Andora travelling through the blood stream to get to a damaged area of the body. Very fast paced, must avoid or shoot white blood cells, flag clots, repair damaged blood vessels, avoid currents. Length of time within increases difficulty by way of increased speed and enemy.
Scenario 2 – work as a team at damaged areas of the body, shoot infected cells, protect team members

Scenario 3 – control guy, traverse eerie landscape within his mind, find out what the problem is that must be solved then solve it, avoid zombies or fight if able.
Hardware specs/platform: for the xbox360 or ps3, as its aimed at casual gamers who want the best attributes games can offer. It will be designed for the xbox 360 and later ported over to the ps3 as too many games on the market are made vice versa with an ultimately poorer xbox 360 version, the racing game “grid” for example. This way we play the averages, and attempt to create 2 versions for both platforms as good as each other.
Development tools: 
3d graphics and animation program with licenses for 3
c++ xbox 360 compiler and licenses for 4

Cubase sx and waves plug-ins for mastering sound, dynamic microphone for sampling
Adobe Audition, with 2 licenses
8 pc’s and 1 laptop
List of team members: 
3 for graphics and animation
4 for coding

2 for sound effects

1 contracted temporarily for music

2 for level design
1 researcher to act as liaison between development team and doctors
Risk analysis: 
Could go over budget.
Could take longer than estimated and miss release date.
Reviewers may not like the fragmented gameplay.
Level design may leave 1 scenario of play more complicated than the other, for example, the zombies in the mind may be harder to defeat than the infected cells and may result in 1 scenario being laborious.
Maybe limited resource with too much to do to make each aspect (gameplay/scenario) of this wide range genre game as good as each other.
Schedule: 
1 month pre-production – art direction and programming UML.
4 months programming, graphics and animation and sound effects.
2 months testing, market feedback, debugging.
Personal statement: for a while now the market has been flooded with violent FPS games with the next being more violent, and more lifelike to make the violence more realistic. This game uses the same angle through shooting weaponry and first player perspective, but instead of harming we are healing. Not only this but this game is a search for humanity, to progress the player must make the android human. The human body could provide a very interesting gaming experience, instead of designing the gaming environment we can instead utilise millions of years of evolution. This would be the first game of its field, a project incorporating different genres and gameplay, and is quite ambitious. We are also providing the possibility of 2 games within to satisfy hardcore gamers.
