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Design History


This is the first design stage for CUBE vs SPHERE.

The basic premise is the construct of multiple bored computer games programming students, with additional input from other sources, notably ModDB.com forum members.
Version 1.00
This is version 1.00, there’s nothing to state in regards to changes. All changes made in future will be listed under the version number.
Game Overview
Philosophy

Aims behind CUBE vs SPHERE

CUBE vs SPHERE aims to be an addictive, highly simplistic fast paced multiplayer 3d shooter. There are few other aims; save to minimise model work deliberately working with primitives, but utilise a great deal of particle and shader effects.
Common Questions

What is CUBE vs SPHERE?

A waste of most peoples precious time.
Why create CUBE vs SPHERE?


On the basis that it can be done, and to demonstrate that games don’t have to be overly complicated to be great.
Where does CUBE vs SPHERE take place?


CUBE vs SPHERE should take place in a variety of rendered environments, many of which are yet to be decided. Most of these should be fairly simple in nature, rather than of high graphical beauty. A good example of this is the checkerboard that is featured in a great many renders.
What am I in all of this?


Players are either a cube or a sphere, plain and simple. Players organise themselves into teams of type, and compete in a variety of different game types. Cubes are slower moving, but fire faster and with larger projectiles than Spheres. Teams are “Non-n00b Qubes” and “Sferes of Ph34rs”.
What is the main focus?


Simply teamplay based games, nothing more, nothing less.
What’s different?

We’re looking for a very simple game, with insta-gib style gameplay. It’s not all too different from other shooters in most respects.
Feature Set

The Game World

Overview


Cubes and Spheres meet to do battle on a variety of curiously geometric battlefields. Focus is on team play in three different game modes; a simple team deathmatch “T34m Pwn4ge 535510n”, capture the flag “C4p teh c0n3z0r” and destroy the enemy objective “fr4g teh t3ap0t”. All menu systems and other user interface pieces are written in equally cryptic ‘l33t sp34k’.

There’s not much more to be said for the overview of the Game World.
Rendering System

Overview


The rendering system will be identical to that of the typical FPS genre based on Quake 3’s own capabilities. The difference is in the low-geometric detail of the models and maps used, but in higher texture detail and particle effect abuse.
2D/3D Rendering


For the most part, CUBE vs SPHERE uses three dimensional models in a specialised mapped environment and uses collision detection systems to function, much alike most modern FPS games.
Camera

Overview

The game perspective is always that of the player.
Game Characters

Overview


There are Cubes and Spheres. Cubes are slower and have a better rate of fire, as well as bigger projectiles, whereas Spheres are nimbler, larger and slower on rate of fire.
Enemies


If you’re a Cube, the Spheres; and vice versa also applies…
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