PROJECT :   Fireworks Game
SKILLS:

1. A 2d graphic of an exploded firework.

2.The api of  iphone  touch.

3. Beautiful interface design on iphone.

INSTRUCTIONS:

Here is some basic information regarding the fireworks game.

 Firework 

UI:

For the main menu, just a 2d graphic of an exploded firework in full bloom

and the options to "Start," "Practice," "Options," and "Credits" can be

chosen by the player.

 "Start," "Practice," "Options," and "Credits" 

When the Start button is selected the player will then be given the map to

select which type of show they want to book. The map should not be a

bird's eye view or aerial but a little tilted to show depth in the map, like a

3/4s view of the area. If this can be done it would be great for the player to

be able to arrow through the land and maneuver to the show they would

like. The difficulty of the show could be color coded (easy being lite in

green, medium in yellow and hard in red).

We would want a small icons that will be somewhat like landmarks that

represent what the show will be about (so say the player will book the BBQ

show, then the icon for it on the map would be like a guy near a grill, the

Olympics show would be represented by an arena and so forth).

If the player selects the icon then another window should pop up and give

some detail about the show that the player will be doing. The player will

then have the option to "Book A Show" or to deselect that icon and move

on to another landmark.

 If the player "books show" then the player will move on to the store where

they will be able to purchase specialty fireworks which they will use to

combo with other fireworks. There might also be an option to arrange the

players tool box and move their bought fireworks around in an order that

suits them. Once everything is in place then the player will start the level.

During game play we will want a UI that shows a couple of things (it may

be difficult and cluttered and we will want to try to make it as easy and as

non-busy as possible) that will help the player pass the level. One should

be the "tips" that the player gets from doing a great job. the better there

combo and the more fireworks they hit the more money and tips they gain.

The player should also have their tool box so they can set up their

special fireworks.

 Also, when a player pulls off a certain combo it should show the name of

the combo on the screen to let the player know they hit it. Lastly, a

numbered combo title will help the player see if they are linking together

firework explosions.

At the end of the level, if the player passes the level then they will get a

title screen which will let them know how they did with their score, their

tips and what not.

GAME PLAY:

So the game play will be similar to that of "Tap Tap," a game currently on

the iPhone. Otherwise, Rockband and Guitar Hero are other similar

games that the game play will be like. When the firework is sent up it will

have a trail of smoke and the player will be able to tap the top of the fire

work to explode it. If the player taps too soon then they will not gain the

full amount of points and it could effect their tips and their ability to pass

the level. If they wait too late then the firework will burn out and the player

will gain no points and no tips from the firework. It can be discussed the

"perfect" time to tap the firework but the player have have a lot of time to

gain the maximum points (we want it to be easy enough for the player to

progress but challenging enough where it's not extremely easy). So

maybe there would be a certain point where the firework could flare up and

then that would signify the most opportune time to gain the max

points/tips.

 Along with gaining points/tips the player will be able to start a firework

streak if they continue to tap on other fireworks at their maximum point as

well.

While progressing through the game the player will be able to collect and

buy certain special fireworks that will give them the ability to gain

multipliers and special combos that are better then just the regular

numbered combos. Within the store the player will be able to use their tip

money to buy these and they will be inside their tool box for use

whenever. Once the player buys the firework it would be nice if the

firework will now randomly pop up within a level as well. That way the

player can link off that firework to start combos.

Easier levels will garner fewer tips and fewer fireworks and will give the

player a chance to get use to the mechanics of the game play and give

them some practice linking combos or trying to rack up a high numbered

combo. The easier levels will also have fewer fireworks being shot up then

say a more difficult level.

fireworks 

Once the player gains enough points, more difficult levels will unlock within

their map and they will be able to progress to harder levels until they reach

the insane levels which will be extremely difficult for the player to beat

unless they are excellent at linking combos and throwing up their special

fireworks to "impress" the crowd.

The crowd, more sound then game play, will be able to tell the player how

they are doing through an audio means. If the crowd is hooting and

hollering then they like what your doing, if the crowd becomes silent or

gives huffing or grunting noises then you're missing your fireworks or your

becoming boring. That can happen if say you send up 5 of the same

special fireworks in a row. If you keep it different and interesting then you'll

gain more points.

Levels I believe will be timed based but maybe that is unknown to the

player. We could have a little clock going but it might clutter the UI on the

game screen.

LEVELS:

 The first few shows are unlocked right at the beginning and then you'll

have to unlock other shows as you gain points (We have the show and

then the icon after it):

Easy Levels: These are easy for the player to pass. We may only shoot

up three fireworks at a time, making it fairly easy for the player to get use

to the gameplay. The more advanced easy levels could possibly have four

or five fireworks being shot up at a time.

Birthday Party (Birthday gifts)

BBQ (Grill)

Wedding Reception (Two giant wedding rings)

Business Opening (building with ribbon)

County Fair (Tent with flag)

Medium: These levels of course require a bit more skill and more combos

to pass. This is where the player will really start to use the special

fireworks to gain more points then they would otherwise get.

Sporting Event (Scoreboard)

State Fair

Movie Premiere (Giant spot lights)

Cinco De Mayo Festival

Local 4th of July Party

Concert (Stage with lights)

Hard: These levels will be difficult for the player, it will involve combining

huge numbered combos with special firework combos. At this time we

might see anywhere from 7 to 10 fireworks shooting up at a time.

Chinese Festival

Ticker Tape Parade (Roadway with confetti)

New Years Eve (Giant ball drop)

Olympic Opening Ceremony (Arena)

National 4th of July Event (Washington monuments/White house)

PICTURES Show:

MainScreen and SubScreen:
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Unlockables Select

White
Yellow
Dark Orange
Chocolate
Red

Deep Pink




