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Summary:

The year is 1954, it is a period of intense rivalry began between the Soviet Union and the United States in which both superpowers vied for supremacy as the greatest nation; to become the undisputed world power.  It is rumored that deep at the heart of the conflict was atomic research and a handful of doctors held sway over the world’s greatest decision makers.  Now you are one of those doctors and your defeat means the fall of your nation; can you persevere?
Platform: SimOps Studios – Wild Pockets

Visual Style: The HUD and other interface elements may share the trappings with arcade fighting games. The Reds wear heavy labcoats in red and dark grey with some yellow accents (cuffs, buttons etc...) but not many overt hammer and sickle designs, Arzamas 16 could be stamped on the trim of their clothes in places. NATO scientists mainly wear blue and white, with a flag patch featuring their contry of origin on the shoulder. Goggles, test tubes, beakers, scientific equipment and others are good accents.Characters are exaggerated and stylized in such a way to emphasize their positive traits and make them appear heroic. Robot Geiger should feature heavy bolts, clanking machinery and lots of vacuum tubes. 

Game Play:

Type: Physics-Based Competitive Puzzle Game

Summary: 
Using you post-war expertise in nuclear theory, shoot atoms to unleash reactions.  Slingshot orbits of electrons in an attempt to reach the fragile nucleus to cause a violent, explosive reaction.  Face off against scientists from the opposing Super-Power. Collect electrons to raise your “special meter”.  You possess unique “special abilities” which can be used to boost your score or hinder your opponents.  
- Main Menu: The main menu shows the title of the game in large stylized letters. There is a vertically stacked list of greyed out options, with the currently selected one highlited. The options may be selected using the arrow keys, the W and S keys or with the mouse. The first option is Story followed by; Multiplayer, Instructions and Credits. The background is black with light gray text consisting of elements, theorems, compounds and subatomic particles, angled diagonally up and to the right. 

- Story
- Choose Scientist: The player picks their scientist from a fighting game style screen divided into two halfs. The left half contains the NATO scientists and the right half contains the Reds scientists. when a scientist's portrait is highlighted, their name, subtext, anem of their special shot, and full body picture appear on their side. Once the player has selected their character, game proceeds to the versus screen. If screen real-estate becomes an issue just show one character portrait in the center. 

- Versus Screen: The full body pictures of the two scientists with their names and subtexts are shown with Vs. between them. This is shown for a few seconds before the fight begins. 
- Battle: The battles happen in a spherical stage, with scientist taking turns aiming their shots, attempting to hit atoms in their nucleaus. After picking their position around the equator of the spherical stage with the arrow keys, players then aim their shots with the mouse; and then hold the left mouse button to charge the power of their shots. The 'magnetic field' of the atoms will alter the arc of the shots allowing slingshots and such. When the shot is fired the camera follows the shot in a 'chase cam' style veiw. Upon impact with one of the atomic particles or if the shots decay the camera returns to its normal position. If their shot touches the protons the atom explodes, releasing neutrons in a burst which could set off a chain reaction. Shots/neturons impacting upon a neutron or the stages walls are merely bounced away. Shots/neutrons impacting upon an electron 'collect' the electron and add to the scientist's special meter, in addition to a small amount of points. Shots 'decay' and phase out after a certain distance travelled. If their special meter is filled they may choose to activate the power, which is unique to their scientist. Destroyed atoms will increase the players score, the players that reaches a certain score limit first being the victor. There is a constantly decreasing meter that indicates when the next wave of atoms will arrive. If a scientist destroys the last atom before the next wave arrives, they get bonus points and the wave arrives immediately.


- Battle Screen UI: In the top left and top right corners of the screen are small, framed portraits of the competing scientists. The player is always on the left. Extending out towards the center of the screen are two progress bars similar to health bars in a fighting game. They start empty, but as the scientist scores points, his bar fills. When it is full he is victorious. In the top-center between the two progress bars is a dial done in the style of a geiger counter dial that indicates when the next wave is arriving. When the dial has progressed all the way to the right (accompanied by an increasing noise from a geiger counter) the next wave appears. In the bottom corners, directly underneat the character portraits are the special meters done in the style of vacuum tubes. Printed on the base cylinder of the tube is the name of that scientist's special ability. The vacuum tube fills as the scientist collects electrons and when it is full it lights up, showing the power is ready to deploy. If possible it would be neat if the Reds could have a tube in the pointed-top style and the NATO team could have one with a rounded top. In the dead center of the screen is a crosshair. When it is their turn, the player navigates from side to side using either the A and D keys or the left and right arrow keys. They can 'mouse look' around the stage using well... the mouse. Clicking and holding the left mouse button charges the power on their shot. To indicate the level of power on the shot the crosshairs start to chage color at the center, this color expands and blossoms out to the edges of the crosshair, completely changing the color it when it's full. Color it changes to is determined by their team of choice. 
- Victory/Defeat Screen: When one scientist is victorious, the game changes to a screen where the victorious nations theme is played and portraits of the characters are shown, one 
unhappy and defeated, with the other smug and victorious. The victorious character's portrait will be a little higher on the screen and will have a victory one liner from the scientist. Menu options for 
advancing or quiting to the main menu will exist for victorious players, while defeated players will be given the option to retry or quit. 
- New Stage: The versus screen is shown again, and the next battle begins. 
- Multiplayer


- Multiplayer Select Screen: In a visual style identical to the Main Menu screen the player is presented with three menu options. The first is Online Science, the second is Hot Seat Science and the third is Back.


- Online Science: The state of online multiplayer in Wild Pockets is currently under development, check back later. Online meta-game of any kind is currently unfeasible due to lack of support for persistent out of pocket storage. 

- Hot Seat Science: The player is taken to the Choose Scientist screen and a notice pops up stating "Player 1 Choose Your Scientist". Once they are done choosing, a second notice pops up stating "Player 2 Choose Your Scientist". When they are done choosing the game proceeds to the battle screen. 
- Instructions


- Instructions Screen:
- Credits


- Credits Screen: Screen in the style of main menu is show, depicting pictures of the designers, their name and what they contributed to the project. We'll meet again by Vera Lynn plays mutedly in the background. 
Characters:

The Reds (Arzamas-16):

Victory Theme:  Farewell of Slavianka 

Name: Igor Kurchatov

Subtext: The Beard  


Special Ability: Tzar Bomba, Using brute force, clear the entire screen!

Victory Quote: “For the pride of Stalin and mother Russia, fight on comrades!  There is no promise for tomorrow unless you make it so.  United States… Dasvedanya!"
Name: Yulii Khariton  
Subtext: Chief Designer
Special Ability: First Lightning/ Первая молния, Add some points to the Yulii's score and he gets to fire again.
Victory Quote: “I did it!  I did it!  I-I was really worried I would get shot if I failed...  No Gulag for me! Professor Rutherford, you taught me well teacher…”

Name: Yakov Zel’dovich  

Subtext: Universal Scientific Interest

Special Ability: Beta Decay, For the duration of time it takes the special meter to deplete, both your shots and your exploded neturons decay and phase out at half the rate of normal.

Victory Quote: “No no!  It is a bomb!  It’s supposed to release all of that energy, why would you want to throw so much power at it?  I’m telling you, ignition, combustion, detonation… You’ve got it all wrong.  Energy is everywhere!”
Name: Robot Hans Geiger

Subtext: He Lives Again!

Special Ability: Rutherford Experiment, For the duration of time it takes the special meter to deplete, he is allowed to shoot as many times as he wishes.
Victory Quote: “Fuehrer! Forgive me, but the Russian’s science is unprecedented!  To be alive again, hah hah!  Never before have I been closer to the heart of sie atom as radiation no longer affects me.  Sehr gut, comrades!”
NATO (Manhattan):

Victory Theme:

Name: Mark Oliphant 

Subtext: The Tizard Mission
Special Ability: Magnetron, For the duration of time it takes the special meter to deplete, your shots magnetizes electrons to it.

Victory Quote: “Listen up mate, we’ve got to jump into action here!  Finally, MAUD understands what I was getting at with the importance of Uranium.  These are dangerous times and the end of the third Reich was only the beginning! ”

Name: Niels Henrik Bohr 


Subtext: Nuclear Energy for Peace
Special Ability: Light Quantum, For the duration of time it takes the special meter to deplete, the shot shoots like a laser beam, ignoring orbits and punching through neutrons. It will peirce 
multiple atoms at a time if they are lined up.

Victory Quote: “I mean, are the Russians really that bad?  We should share our research with the international community.  Think of everything we could learn.” “That is why I went to America.  They didn’t need my help in making the atomic bomb. ”
Name: Sir Jimmy Chadwick
Subtext: Knighted for Science
Special Ability: Atomic Disentegration, For the duration of time it takes the special meter to deplete, his opponent's shots decay and phase out very quickly. Chadwick may shoot as normal.
Victory Quote: “When I discovered that the nucleus of the atom contained these uncharged particles that were slightly changing Helium’s weight, I knew I had found the mighty neutron.  I must  hide my papers, the bloody Reds are everywhere!  More sleeping pills, more sleeping pills. Oh, I miss Liverpool…”
Name: Albert Einstein 

Subtext: Father of Reletivity
Special Ability: Mass Energy Equivalence,  For the duration of time it takes the special meter to deplete, Neutrons, protons and Electrons all explode when touched by your shot.
Victory Quote: “How unfortunate these terrible weapons. Had I known it would come to this, I would have become a watchmaker"
Others (Extra Backups):

Name: Werner Heisenberg 

Special Ability: Heisenberg Uncertainty Principle, For the duration of time it takes the special meter to deplete, the opponent's shots push electrons away from it. 
Name: Yoshio Nishina  

Special Ability: Klein-Nishina Formula, Using Compton scattering, disrupt the x-rays and gamma-rays of the atom so that the nucleus core is temporarily exposed!
Asset List:

3D Models


- Proton


- Neutron


- Electron


- Stage Sphere

2D Assets


- Full Body Portraits of All the Scientists


- Victory/Regular Portraits of All the Scientists


- Defeated Portraits of All the Scientists


- Title Graphic


- Versus Sign Graphic


- Menu Background

Audio

- Title/Menu Theme

- Reds Victory Theme

- NATO Victory Theme

- Menu Option Changed Click

- Menu Option Selected Chime

- Proton Explosion Noise

- Electron Collected Noise

- Neutron Bounce Noise

- Move Side to Side Noise (Servo Lift whine)

- Shot Charging Noise

- Shot Fired Noise

- Special Ready Noise

- Special Activated Noise

- Tzar Bomba Explosion

Particle Effects


- Proton Explosion: Regular Explosion


- Electron Trail: Blue fading trail


- Neutron Trail: Greyish green fading trail


- Regular Shot Trail: 


- Tzar Bomba Explosion: Nuclear Explosion/Mushroom Cloud

- Light Quantam Laser: Yellow Laser Beam

- To Do: 


- Tutorial/Special Ability Explanations for in game


- Victory quotes for al of the scientists


- What happens at the end of story mode?

- Benjamin Taylor and Luther Patenge

