Pirate Project
Game Development – Concept Paper
Authors: Mark Diehr, James Irizarry, Will Ling, Brian Ritter
Email: pirateproject@umich.edu
Game title:
Pirate Project (Working Title)
Genre:
Real-Time Strategy/Action Hybrid
Players:
1 to 2

What is the basic idea of the game?

You are the captain of a pirate ship, battling it out on the high seas with other pirates, corsairs, and armed merchant vessels. Your goal is to steal treasure from enemy ships that you encounter. Other ships will fight back, so you will need to outfit your crew in port, and then command your pirates during battle.
Pirate Project is a real-time strategy game that emulates the fierce combat between rival pirate ships. It will be for one or two players, either on the same keyboard or over LAN. With two players there is a skirmish available. In single player mode there is also a skirmish versus AI, and a simple campaign mode. 
Look and Feel
Pirates and their ships have a look similar to sprites in the Metal Slug series – a heavily detailed cartoonish look. Combat will have humorous animations and exaggerated physics. Just below the water’s surface is a bright and happy world teaming with sea-life.
The campaign screen has a similar sunny look, but from an aerial viewpoint. Combat takes place on a side-view with a cutaway of both ships so that the player can see the internal workings of both.
Primary Game Mode – Combat
The primary game mode is a battle between two pirate ships. Control is as in a real-time strategy game, with mouse control and keyboard shortcuts. The goal is to steal treasure from the opponent’s ship, then retreat from the encounter or destroy the opponent’s vessel.
The player has the ability to command their pirates, and set them to various tasks. Cannon fire can damage the opponent’s hull, which begins taking on water. The bilge pumps can be used to delay or counteract sinking.

To attack the other pirates directly you can use special munitions in the cannon (Grapeshot) or board their ship via several methods. Grapple lines, swing lines, rowboats and gangplanks can be used.
Secondary Game Mode – Buying Supplies
Between battles you can go to port to hire pirates, get repairs, and buy munitions or other supplies. The economy here is gold-based, so if you win a battle you will have plenty of money to buy new things with. It is here that you buy cannon rounds, gunpowder, ropes, cutlasses, flintlock pistols, gangplanks, rum, oranges, and salted pork.
Rum affects pirate morale, oranges keep them from getting scurvy, and salted pork is a staple in their poor, poor diet. The other supplies are consumed in battle. The ship can carry only so much weight, so the player has to be scrupulous when choosing what to buy.
Tertiary Game Mode – Campaign
When the player is not in port or in a battle, they are sailing the high seas in their pirate ship. The player can drop anchor in a port, encounter enemy ships, avoid navy vessels, and land on islands to bury treasure. If you lose your ship and you have gold left on an island, you get a raft to go find it and dig it up. Then you can buy a new ship if you have the money left. Otherwise the game is over.

Features

· Really exciting battles: Frantic action feeling

· Scuttling your ship and stealing the opponent’s vessel

· Multiple strategies with which to engage your opponent
· Veteran pirates get eye patches, hooks, and peg legs
· All combat is in real time, and pirates can disrupt the duties of enemy pirates

Project Details

This is a group effort; we have three programmers total and are hoping to find an artist to assist in creating assets for the game. We will be dividing work based on a task list. Tasks with no dependencies will be completed first, and we will branch from there. The two initial tasks we are working on include modifications to the framework, and the creation of a prototype.
Art Assets

Art direction will be dependant on whether we are able to find an artist. The artists will have almost full control of the art direction, and will ultimately make the decision between 2D or 3D artwork.
Pirates

· Animations: walk, fight, die, jump, duck, fall, swim, swing, carry loot, pump bilge, cannons
· At least two different factions of pirates so that you can tell by color or another aspect

· Multiple types of pirates in the same faction

· Possibly a Spanish navy, which has a different look but the same animations
Ships
· A cutaway of a pirate ship complete with multiple levels, a bilge, a deck, masts, and sails
· Particle effects for ships being hit by cannon fire
Cannons

· Cannonballs, grape shot, chain shot

· Firing animation, smoke

Supplies

· Barrels, gunpowder, treasure, ropes, gangplanks, rowboat

· Orange crate, rum, salted pork barrel

Background
· Background for main menu, campaign, and battle screens

· The sea and sky
· Sea life in the water

· Sharks that can eat pirates which fall in the water

· Bubbles to add around things that go in the water

· Different sizes of splashes for cannonballs, pirates, and smaller items such as grape shot

Campaign screen
· A single screen’s worth of sea, islands, and ports

· Ships that have animations for different directions

· Merchant ships, pirate ships, Spanish armada ships

· Perhaps looks like a map

· Everything is tiny

Miscellaneous
· Icons for things you can buy

· Buttons, sliders for the UI and configuration screen
