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EXECUTIVE SUMMARY  

 

Story Overview 
One liner 

 Celestial Clash is a fantasy flight arcade shooter with elements of Star Fox 64 
dog fighting and Diddy Kong Racing’s uncanny weapon power-ups where players are pitted in a 
head to head competition. 

Brief Summary 
 
The elemental gods have become restless with power.  The inhabitants of planet earth have 

ultimately ignored the wondrous powers of the elements.   No matter how many hurricanes, wild fires, 
blizzards, or earthquakes thrown at humans none seem to care and continue on with their petty mortal lives.  
Well the gods have had enough and decided to enter into battle amongst one another to show off their true 
ultimate powers and reveal to the world who is the almighty elemental god. Using the earth as their battle 
arena, players are given the choice of choosing between the god of fire’s fire dragon, the god of water’s 
aqua dragon, the god of wind’s air genie, and finally the god of earth rides into battle on his very own 
flying island fortress.  Players then take to the sky in a Star Fox 64 style dog fight, making use of obstacles, 
power ups and super powers to once and for all prove who is the best. 

 

Major Game Mechanics 
Flight 
The player will have the ability to maneuver their flight vehicle freely throughout the level’s arena.  Similar 
to Star Fox 64 players will have a variety of offensive and defensive aerial maneuvers; from barrel rolls to 
loop-to-loops.  This allows players to engage in an arcade shootout amongst a fellow human component.   

 

Power-Ups 
The game will include a variety of power-ups that will help or hinder the players during their aerial battles.  
Such power-ups include: homing missiles, speed boosts, fog of war, a swarm of locusts, and many more. 
 

Special Weapons 
Each god has supplied their flying fighter’s special abilities that should provide them an edge over their 
opponents if used at the correct time.  Such specials include: flame throwers, whirlwinds, ice storms, sand 
storms. 
 

CEC (Close Engagement Combat) 
The CEC is a core fun mechanic that is similar to God of War’s button mashing mini games.  When two 
players collide the CEC system will send the players spiraling down to the ground allowing for a fast paced 
battle sequence giving each player a chance to cause more damage to each other. 
 

CCC (Celestial Chicken Clash) 
The CCC system builds off of the CEC system as the players near the surface of the ground or ocean.  The 
CCC system will kick in and the player who pulls out of the dive first will receive a random negative bonus 
from a reduction in health, reduced speed, and etc…  The player that pulls out last will not receive any 
bonus but will have an easier opportunity in defeating his foe.  If neither player pulls up then each player is 
destroyed and loses a life or the battle is a Draw. 
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The Game World 
Graphics 
The game look and feel will be realistic. The gameplay on the other hand is geared for arcade play, but the 
overall tone of the game is serious to hardcore. 
 

 
 

HUD 
The HUD as displayed by the concept art above will display Radar, Attack, and Power which will be drawn 
in 2D.  A targeting sight will be drawn in 3D space to assist the player.  During multiplayer battles with a 
split screen, the HUD will be displayed in both viewports. 

Visual Effects 
Lighting storms, fog, and various other special effects will play an important aesthetic role in bringing the 
game world to life. 

 

Music & Sound 
These two elements will provide the mood and ambiance for the player throughout the game. 
Music will change when players are in CCC to help augment the experience.  
Otherwise every time a music song displays it’ll display the song name and artist in the players right hand 
corner near the power bar.  
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Feature Set 
Overview 
Each of the items listed are major features that we plan on implementing into this game.  They are 
slightly grouped together in order of importance and area, such as design, programming, art and 
sound. 

 
Flying 
Mechanic 

Health System Power Ups Fire Special 
Attack Art 

Power-Ups Art Fire Special 
FX 

Aiming 
System 

HUD System Map 1 Ice/Water 
Special Attack 
Art 

Animated Fire 
Dragon 

Ice/Water 
Special FX 

Projectiles Music System Map 2 Radar HUD Art Animated Aqua 
Dragon 

Death 
Scream 

Multiplayer 
Split Screen 

Collisions Fireball 
Attack 

Health HUD Art Fireball FX Player Hit 
FX 

Joystick + 
Controller 
Input 

Special Attack 
System 

Ice/Water 
Attack 

Weapons/Attack 
HUD Art 

Ice/Water FX Music 

 
 

Map Concept 
 

 

 
 



Copyright (C) 2008 Team EDS – All rights reserved 
 
 

Confidential Page  
 

6 

Development Schedule 
 
 

Milestone 1 – Prototyping 
 
Week 1 (Jan 23) Week 2 (Jan 30) Week 3 (Feb 6) 
-Test room and test render 
-Test model created 
-Framework completed 
-AI framework started 
-Targa-Loading 
-User Input (Jostick) 
-Base Character Model Started 
 

-Test model rigged 
-Pipeline streamlined  
-Collisions started 
-User Input (Joystick cont.) 
-Character model started 
-Split Screen Started 
-Base Character Model finished 
-Base Character Model animation 
started 
-Projectiles Implemented 
-Start CCC 

-Test model moves in test room 
-Collisions working 
-Character model finished 
-Character model textured 
-Combat sounds started 
-Split Screen Finished 
-Second Player Inputs started 
-Base Character animated 
-Secondary Character started 
-User Input (keyboard) 
 

 
 
Milestone 2 – Core Mechanics 
 
Week 4 (Feb 13**) Week 5 (Feb 20) 
-Second Player Input finished 
-Secondary Character finished 
-Secondary Character animation 
started 
 
 

-Combat code working 
-Aiming code made 
-Character rig completed 
-Enemy model completed 
-Combat sounds complete 
-Stages 1 & 3 modeled 
-Secondary Character animated 
-Additional Characters Started 
-Net Code Investigation Starts 
-Finish CCC 

 
 

Milestone 3 – Demo 
 
Week 6 (Feb 27) Week 7 (March 5) Week 8 (March 12) 
-Stage 3 scripting 
-Text sound tweaks 
-Special Weapons Code Started 
-Game Play testing Starts 

-Stage 1 Scripting 
-Character Animations Cont. 
-Room 2 Modeled 
-Background Music 
-Special Weapons for Char 1 & 2 

-Character Animations Fin 
-Background Music Finished 
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Publisher Schedule 
Overview 

 
This schedule is just a trimmed down version of our work schedule and is written to give you a 

quick idea of what the team should have done by when, for more detailed information, check out the work 
schedule above. 

 
M1 – Prototype Assets: Visual images of level 1, design of two dragons, designs of weapons and 

effects. 
 
M2 – Systems and Core Mechanics: Player able to fly around level 1 & 2, weapons and effects 

implemented, environmental features viewable, power-ups and special weapons complete, HUD complete 
 
M3 – Demo: Multiplayer split screen, working damage system, power-ups working, music/sounds 

implemented, all environmental features playable, and working collision properties. 
 

Budget 
ITEM COST TOTAL 
PROGRAMMING  

Lead Programmer 40hrs./wk * 20wk = 800hrs. 
@ $31.60/hr. 

$25,280 

Assistant Programmer 40hrs./wk * 20wk = 800hrs. 
@ $31.60/hr. 

$25,280 

ART & DESIGN  

Lead Artist 40hrs./wk * 20wk = 800hrs. 
@ $31.60/hr. 

$25,280 

SOUND 40hrs./wk * 20wk = 800hrs. 
@ $31.60/hr. 

$25,280 

MANAGEMENT 40hrs./wk * 20wk = 800hrs. 
@ $31.60/hr. 

$25,280 

TOTAL PERSONNEL COSTS  $126,400 
PC’s   
5 PC Workstations $4,000 x 5 $20,000 

1 PC Render station  $3,000 

1 Server  $1,000 

SOFTWARE   
Maya 8.5 $3,000 x 3 $9,000 

Adobe Design Premium $1,500 x 3 $4,500 

MS Visual Studio 2005 $700 x 5 $3,500 

OFFICE EXPENSES   

Office Equipment  $5,000 

Rent $1,500 x 20 $30,000 

TOTAL PRODUCTION COSTS   $202,400 
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Story Appendix 
 
1.1 Overview 

 
The fire god stands and roars, “My dragon was born of fire and to fire he will 

return, but not before his flames engulf those who challenge him!” 
The god of water seeps to her feet and shouts, “Whether through ice or liquid, my 
monster will drown the opposition or freeze its very being!” 
Not to be outdone, the wind god whirls up a fierce wind and growls, “One would 
think you two are all that exist. Once the destructive power of my griffin, who has 
complete mastery of the wind is seen, all will know which element is truly most 
powerful!” 
 
The earth god grants a bird massive power and it rips out a tree from the land. He 
says, “My earth golem will fly into battle with a little help from and earthly creature. 
The stage is set for an epic battle between the elements. Fire, Water, Wind, and Earth 
are represented. It is up to you to decide who will be the winner! 

 
The elemental gods are feeling rather jumpy these days. With only the earth and 

its inhabitants to show the effect of their powers, they have grown bored. Wild fires, 
tornados, avalanches, hurricanes, and earthquakes are only a few of the things they 
are responsible for on earth. Lately, though, a spirit of competition has grown within 
the elemental gods. 
In an arena made up of nature, elemental representatives are being pitted against each 
other to decide, once and for all, who is the strongest of all the elements.  
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Budget Appendix 
 

The chart below displays the projected milestone costs and completion dates for both the 
individual and combined team members. 

 
MILESTONE  WEEKS HRS. 

A 
WEEK  

TOTAL 
HOURS 

HOURLY 
RATE 

INDIVIDUAL 
MEMBER 

5 TEAM 
MEMBERS 

1 (Feb 6) 3 Weeks 40hrs. 120hrs. $31.60 $3,792 $18,960 
2 (Feb 20) 2 Weeks 40hrs. 80hrs. $31.60 $2,528 $12,640 

3 (Mar 12) 3 Weeks 40hrs. 120hrs. $31.60 $3,792 $18,960 

4 (Apr 9) 3 Weeks 40hrs. 120hrs. $31.60 $3,792 $18,960 
5 (Apr 30) 3 Weeks 40hrs. 120hrs. $31.60 $3,792 $18,960 

6 ( May 28) 4 Weeks 40hrs. 160hrs. $31.60 $5,056 $25,280 

TOTAL 
COSTS 

    $22,752 $113,760 
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NOTES 


