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INTRODUCTION AND OVERVIEW

The entire point of this game is to provide a deeper connection with a player and their artificially intelligent plush toy. The plush toy will look like a 2 month old Siberian husky puppy and will have the ability to “learn” and interact with their “owner”. Depending on how the owner treats their plush toy, it could grow to be friendly, shy, mean, rough, playful or even lazy. To ensure that the owner feels that their plush toy is really in the PC game that this document is explaining, the plush toy’s personality will be transferable to the PC game through a USB port and a firewire cable. When the owner is done playing, they can transfer back their plush toy and whatever the plush toy “learned” will be transferred back to its animate form. This means the plush toy can grow his or her personality in the game. 

 As stated earlier, the whole point of this game is to further the interaction that the owner has with their plush toy. Since the personality of plush toy would be transferred, the owner would feel as if they really are interacting with their plush toy in different worlds. 


The general structure of the game is adventuring and exploring. Since the age range for the plush toy and the game is from around 5-10 years old, the game has very little violence and uses friendly looking creatures. There will be a main base, which will be called “home” in the game, which the owner will start off at whenever they decide to play the game. At “home” the owner can play with their plush toy with various items that they have won or purchased throughout the game. The owner can also choose to go to world that they have already “beaten” and play with their plush toy their instead. Different areas offer different kinds of terrain and therefore different ways of interacting with the plush toy.   

There will also be puzzle aspects throughout the game to allow the user to work on their puzzling skills and perhaps even learns something in the process. Since the game is tailored to youth, the game will also include some basic math, English and reading, though it will be hidden in a form that the owner does not realize openly that he or she is actually studying. 


The setting of the game is based on planet Earth, but the different worlds that the owner can travel to with the plush toy are the other planets in our solar system. This would include Mercury, Venus, Earth, Mars, Jupiter, Saturn, Uranus, Neptune, and even though Pluto is no longer considered a planet, it can be visited once all of the other planets have been “beaten” (meaning there is nothing left to be newly accomplished). The different planets will each have their own unique terrain and challenges. The player will not control their plush in the game, but will instead control an avatar that they created themselves and work along side their plush toy to overcome challenges. 
GAME MECHANICS

The game is very simple overall, since it has to be simple enough for a youth to understand and be able to play by them self. The game will start as soon as the owner plugs their plush toy into the PC. As soon as the plush toy’s personality has been loaded into the PC, the “home” of the owner will appear. The plush toy will be running around and doing different things depending on his or her personality. The owner will see a room with shelves displaying items or possible spaces for items gained throughout the game. The owner can click no one of these items and interact with their plush toy or with the surrounding with it. For example, the owner will start out with a ball and a watering can. The watering can either be used to water the flowers near the window or to taunt the plush toy. Taunting will make the plush toy a little meaner, but playing with the plush toy with the ball will make them friendlier. 

The interface will be using the keyboard and the mouse. The mouse will be the cursor that will allow the owner to point and click on different items to use, places to go to etc. The keyboard will use the arrow keys to move the player’s avatar around. The up arrow will be used to jump; the down arrow will be used to duck and if the down arrow is held while pressing the left or the right arrow, the avatar will crawl in the direction being pressed. The left and right arrow keys will have the avatar run in the direction being pressed. The player will used the mouse to click on the map, which will be provided for each planet, and will allow the player to go back to the planet’s “home” whenever they desire. The mouse will also allow the player to talk with other creatures on the planet by moving the cursor over the creatures and pressing the left mouse button.   


The mouse and the cursor are the main way that the owner will interact with their plush toy anywhere in the game. During a level on a planet, the owner will need the help of their plush toy very often to get through all the challenges. The owner can ask the plush toy to do something, such as be a stepping stool, chase away and enemy, or even ride, by hovering the cursor over the plush toy and selecting an option that will appear around the plush toy. The owner can gain new abilities for the plush toy as he or she completes planets. 

· Home Interface: Strictly using the mouse.
1. The owner will interact with the items in the room and with a map to decide the next location with the mouse. The owner can also select their plush toy and play with him or her if the owner so desires. 
· Planet Interface: The arrow keys will be used to move an avatar around.

1. “Up Arrow”: Jump
2. “Down Arrow”: Duck, with a crawling mode if the down arrow is held while the left or right key is pressed

3. “Left Arrow”: Moves the avatar to the left

4. “Right Arrow”: Moves the avatar to the right
5. Destroying enemies is done by jumping on top of them, using the plush toy as a helper or by using items that the owner has received through his or her adventures. 

· Play Interface: This is a mode that can be unlocked on each planet once it has been “beaten”.

1. Depending on the game, the player will either use the Planet Interface to interact or will simple use the Home Interface. 

· Cutscenes

1.   Cutscenes will involve speech bubbles appearing and the player pressing the right arrow key to move along in the dialog. The player may have to answer questions or make choices as well. 
ARTIFICAL INTELLIGENCE
   1. Movement: 


The AI units will have their own movement capabilities. Since the game is 2D, meaning it is a platform game that only moves left and right, the enemy units will also only be able to move left, right, up or down. The enemy’s main purpose is to stop the owner and his or her plush toy from reaching the end of the level. Therefore, the owner can only take 3 hits before an enemy unit literally throws them back to the home on the planet. 


The enemy units will simply move left or right and sometimes trigger simple motions, such as yawning, until the owner is close enough for the enemy to see. Some enemies will have the ability to fly, and this will add the motion of up and down. Once the owner is close enough, the enemy units will then start to run towards the player in order to hit them. All the enemy units will not use a weapon; simply touching the avatar will cause the owner to lose one point of health, which is represented by a star for each piece of health. Once the owner has been hit, they will have a moment of invincibility that will last for about 3 seconds. 
2. Behavior in General:



The AI will act the same in general. The goal of the enemy AI units is to stop the owner and his or her plush toy from reaching the end of the planet and restoring order. This means that they will simply move according to where the owner is on the screen and attempt to hit the owner causing damage. The enemy units will have a set path in which they can move around and can only go out of it if they are chasing the owner and the plush toy. They will only give chase for a set length though and will eventually give up once they reach the set length of chase. 
3. Interaction 



The owner will be able to speak with characters or creatures that have a symbol appear above their heads when the owner gets close enough to them. They will usually have something that makes them stand out, such as a different color scheme or a different look entirely from the creatures around it. The symbol that appears above their heads will be a star symbol, close to the health symbol but a different color. This means that the owner can speak with the character by clicking on it with their mouse. From there they may have to make choices or even solve puzzles in order to obtain information or an item that would aid them on their quest. 
GAME ELEMENTS
Characters: I will mention seven characters here.
1. Main character: The owner



This is the avatar that the owner has made for their character in the game. The owner will be allowed to change the way this character looks and will make all of the choices that this character has to make. This character is essentially the player of the game personified into a digital avatar.

2. The plush toy:



The plush toy is the digital form of the AI plush toy that the owner transfers over into this PC game. The plush toy will look exactly like the plush toy in real life and will act according to his or her personality that he or she has gained from interaction with the owner. The plush toy acts like a real Siberian husky puppy and moves along with the owner through all of the levels, helping and sometimes even saving the owner from getting hurt or falling off an edge. 
3. Okami:



This is the wolf god that guides the owner and the plush toy through their adventures on the different planets. He acts as a tutorial on Earth before the owner sets out to the first planet: Mercury. Okami will appear whenever before the owner starts on a planet, explaining the situation and after the planet has been saved to offer a reward. The player can always talk to Okami by going to the menu and asking for help. 
4. Werewolf:



This is an enemy unit that appears on Saturn, due to the many moons orbiting that planet. The werewolf runs fast compared to most other units and take three hits to the end to defeat. He is relatively unintelligent and therefore sometimes stops attacking and looks confused, giving the owner time to attack or to run away.

5. Fadger:



This is a flying enemy that appears on Venus and is able to breathe fire. They look like a mix of a dragon and a vulture. The Fadger does not leave the skies, but can swoop at the player. They are hard to defeat at first, but once the owner receives the plunger bow item, they become very easy to defeat.  

6. Molden:



These are mole like creatures that live on the planet Mars. They are friendly to the owner and offer support to them as they travel the planet Mars. They explain to the owner that they have had to live underground to hide themselves from the ever watching scientists on Earth. They would prefer to live in peace and have stayed underground for many years, but they have come out of hiding in order to save their planet and to help their hero: the owner. 

7. Hydious



These are gaseous enemies that live on the planet Uranus. They can appear out of no where since they are created for the gas surface of the planet. They try to hinder movement for the owner by creating walls and sometimes swooping at the player. Since this is the second to last level, the enemies are a little tough, but it is nothing that the owner and his or her plush toy can’t get through together. 

Items: I will mention seven items here

1. Plunger bow:



This item is a bow that shoots plungers to hit flying enemies. The item is obtained on Venus, the first planet to introduce flying units. The owner gets the item at during the middle of the level by opening up a chest that is located there. The arrows for the bow never run out and the player can get the bow out of their inventory whenever he or she needs to use it. 

2. Ball



This item is obtained at the very start of the game. It is used to play with the plush toy in order to increase the bond the owner and the plush toy have. It can also be used on planets to attack enemies or to distract dog like enemies. 
3. Watering can



This item is obtains at the very start of the game and can be used to taunt the plush toy or to water the flowers that are on the window sill. It can be used on planets to water flowers and obtain health or other useful items. 
4. Pick axe



This item is given to the owner by the Moldens so that he or she can dig in certain areas of the level and find health or other useful items. It can be used in patches of ground that has a softer shade than the surrounding ground. 
5. Friendship bracelet 



This item is obtained when the owner invited a friend to play with them in their game over the internet. The bracelet is shared between the two owners. One half it key by each owner and when they want to play together, they must both use the item in a home base on a planet and then they will travel to the decided owner’s world. 

6. Flower wreath



Once the owner has grown the hardest flower in the game on their window sill, he or she will be able to make a wreath that can be placed on a home base’s door on any planet. The wreath allows the player to take two hits for every health point instead of one. The owner can grow as many wreaths like this as he or she wants. Once the owner beats the game, new wreath can be grow to produce different effects. 
7. Rain Coat


This item is found on the planet Neptune, where it is always raining. Rain slows the owner down, but with the rain coat the owner can move at the regular speed as on a planet where it does not rain. 
STORY OVERVIEW

The story is very simple and easy to understand for people of all ages. The planets in the solar system have been taken over by an evil alien race that plans on using each planet as a means for resources. This means that each planet would lose the resources it needs to stay alive and to support the life that is already living their. The evil alien race doesn’t care about any of the creatures living on the planets and sends in enemy units to attack the poor creatures already living there. 

The owner is awoken from sleeping by Okami and told about the danger that is to come. The owner is told that Earth has not been attacked yet due to the large civilization it holds, but if the alien race is able to control the other planets, eventually Earth will be invaded. This starts the owner and the plush toy to set out to the other planets via Okami’s magic powers to save the solar system. 


The owner and the plush toy will start with the planets closest to the Sun and work their way out into the outer planets. Earth will be visited in the proper order, with the alien race trying to take over. The owner and the plush toy must save Earth after they save Venus. 
GAME PROGRESSION

The game progresses in a very straight forward manner. As the owner completes a planet, he or she is transferred back to the main base on Earth where he or she can rest and then decide to go no to the next planet. There are eight levels and a special ninth level that is unlocked when the player completes the first eight. 


Once the owner has completed the entire game, including the special ninth level, he or she can go back to the planets and play through them again, since not all of the enemies have been defeated. The owner can also go back to the home base on each planet to play with their plush toy in a different area. 
SYSTEM MENUS
Item Menu:


The item menus will appear when the player presses either the “I” button or clicking on the word item in the upper right hand corner of the screen. The item menus will be divided off into categories: Health, Play, Attack, and Defend. Items will be dispersed through the categories as they best fit. 
Pause Menu:



This will simply fade the screen into black and white, stop the game and give the player the option of going back to the main base, quitting, or resuming the game.

Help Menu:



The player can access it by pressing “H” or by clicking the world help in the upper left hand corner of the screen with the mouse. Okami will appear as the game is paused and “ask” the owner what they need help with. The owner will choose from the options what they need help with. 

