3-D Air Hockey

Game Concept Document
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Genre:

A third-person 3D “sports lite” concept, with mild science fiction overtones.

Game Concept:

To offset the boredom on long, intergalactic journeys, and to maintain their physical conditioning and quick reflexes, the crews of long distance space freighters have invented a new sports, to which they are now hopelessly addicted: 3D zero gravity space hockey, played the manly way: one-on-one (or vs. AI, as the case may be).  In a large cubic room with a small open hatch at each end, two astronauts go head-to-head trying to slip a rubber past each other and into the opponent’s goal (hatch).  

Gameplay Description:

The playing field is a large cubic room, with open square hatches in two opposite vertical walls.  Two opponents (or perhaps two teams of opponents) face off, each in space suits with rocket packs.  The default view of the room is fixed perspective, from near the goal line, but the player may use screen buttons or hotspots to switch to first person perspective for their avatar, over-the-shoulder third person view, or ball-cam (a first person camera on the ball that always faces the goal the ball I currently traveling toward).

A hard rubber ball, shot from a freight unloading cannon, shoots into the room, bouncing off all of the walls.  Players rush forward to intercept it.  (A force field that stops all conscious matter divides the room in half, allowing the ball to pass through unobstructed, but prohibiting the players from crossing over into enemy territory.  Players maneuver themselves using the numeric keypad or the mouse (with the right button regulating movement on the y vs. z axis). 

When players move themselves to collide with the ball, they catch it in the gripper on their suit.  They then have 5 seconds to shoot the ball back at the opponent’s goal.  Players may regulate how fast the ball shoots out by how long they hold the space bar or left mouse button before they release it.  Players may apply English by spinning themselves around in the court.

Whenever the ball travels through an open hatch, a goal is scored for the opposite team (the team not guarding that hatch).  Particularly spectacular goals will be automatically replayed in ball-cam view.  The first team to 7 goals wins.

Multiple levels of difficulty can be provided my tweaking the speed and accuracy of opposing AI players, or by varying the size of the two teams’ goals.

Key Features:

· Multiple camera positions

· Fast-paced sports game action

· True 360( freedom of motion and view

· Possible multiplayer, cooperative or competitive

· Good chance for solid variable difficulty

· Novel sports concept

· No organic figures – spacesuits, balls, walls, cannons
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