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Interactivity

Goal

The goal of the game is to accomplish the tasks of each level to reach its exit area with all the marbles intact. The player will have to use all the marbles’ specific abilities to navigate each marble through platforming puzzles to reach the specified exit area. 

Interface

Main Menu
The title screen will have the main menu right at the beginning. The screen will have a large marble on the screen that will rotate as the player selects their option. The player will be able to select their item from the menu using the mouse. For faster scrolling the user will be able to us arrow keys. Also, the current menu item will scale up and be highlighted so the player knows what they’re currently selecting. All menus will have a back or exit feature listed within the menu options, but the player will simply be able to hit the escape key on the keyboard, or if the player is using the Xbox controller the B button or back button will work the same. Then menus will be laid out as follows. 

When the player selects start they will be prompted with a level select. The level select will have the non accessible levels grayed out and the playable areas lit bright. The resolution menu within the video options will be able to toggle between full screen and windowed mode. There will also be a notification of using the key bind alt + enter to toggle this option. The gamma correction will be set using a slider. The audio SFX and music volume menu options will also be set with a slider. The music selection option will be able to toggle on and off tracks that you don’t want playing within the game. Also, this menu option will be able to set music to be played from a folder that you will place mp3 files of your own. 

For the controls menu the player will be able to set their mouse and keyboard set up, as well as your controller action mapping. These menus will prompt the user for specific actions and map the key pressed to the button pressed. The marble skin’s option will be able to scroll through all of the unlocked skins for each marble as well as locked marbles on a separate screen that will not be on the same theme of having the options on a marble. Locked marbles will not show the skin but rather show it blacked out. All marble skins will show how they were unlocked or how to unlock them. 
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HUD
The player will need to tell which toggle button toggles to which marble. This will be located in the upper left hand corner of the screen. This will represented as a circular object with the three marbles located around it. The selected marble will be larger, and located in the bottom center of the graphic. The other two marbles will be located to that marbles top right and left of the graphic signifying which toggle button you want to use. The only other HUD item will be the time that has been spent playing that level. This will be located in the upper right hand corner of the screen.  
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Pause Menu

The pause menu will be activated when the player presses the start button on the controller or P/ escape on the keyboard. The pause menu will dock to the left side of the screen. It will look like a separate window with a solid gray boarder. The player will be able to press the escape key on the key board to return to the game or select the play option. If the player is using a joy pad they will be able to use the back button or the b button to return to play. If the player is within the options menu they will be able to navigate backwards using the same system just described. 
The player can pause the game and instantly select to start from checkpoint or the beginning of the level. The game options will be listed in the options menu from the pause menu. From this menu the player will be able to reset the controls as well as video and audio options. The control mapping will work the same as the main menu in that they will be prompted with an action, and they will have to press the button that they want associated with that action. The video options will consist of resolution and gamma correction. Resolution controls will be able to toggle full screen and windowed mode. The gamma correction slider will also be within this menu. The audio options will also be set with a slider. When a menu item is selected it will make the menu selection sound. When the player hovers over the selection with the mouse or selects it with the joy pad the text will become larger than others and become less transparent.
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	Action
	Joy Pad
	Mouse / Key Board

	Back in Menu’s
	Back / B
	Escape

	Camera
	Right Analog
	Mouse

	Menu Navigation
	D-Pad / Left Analog
	Mouse / Arrow Keys

	Movement
	Left Analog
	WASD

	Pause
	Back / Start
	Escape / P

	Special
	A / Left & Right Trigger
	Left Click

	Toggle Camera
	Right Analog Click / Y
	Right Click

	Toggle Marble Back
	Left Bumper
	Scroll Wheel Down

	Toggle Marble Forward
	Right Bumper
	Scroll Wheel Up



The control list is listed above. The mapping of the controls for the joy pad will map directly to any controller. The player is capable of toggling forward and back through the marbles using the scroll wheel or the bumpers on the joy pad. Movement will be done using the W, A, S, and D scheme or the left analog on the joy pad. Menu navigation will use the mouse selection or the arrow keys for the keyboard and mouse set up. If the player is using the joy pad they can use the directional pad or the left analog stick. The player will be able to pause by pressing the P or escape key. When the player is using the joy pad they can use the back button or start button to pause. The Camera will be move and rotated around the Marble by using the mouse or right analog stick. To toggle between first person perspective and third person perspective the right click or the right joy stick click will be used. To use the marbles special ability the player can left click or use the A button.

Interactive Rhythm

While playing through each level the player will have some platforming areas that will have to be navigated in order to reach the exit area. A typical level will take the average player 15 – 20 minutes to complete. With multiple puzzles and platforming challenges in each level the player will have to think about what he has to do next with each marble. The entire game will be comprised of a tutorial level, and three more levels that get progressively harder. The entire campaign story takes about 50 – 60 minutes to complete for the average player. Each level will have a standard time that will reflect the time it takes for the average player to complete the first time through. The game will also keep track of how long you take to complete it as well. This will add replay value so that the players can try and beat their own top time. The game’s tutorial level will bring the player into the game by showing them how each marble will react differently to some environmental hazards by sectioning them all off in different areas. After all of the marbles have completed their own tutorial area they will meet up to finish the tutorial level by collaborating on obstacles to accomplish the level. Each level will introduce new obstacles making the learning less steep. The player will also be able to make their own levels to try and navigate as well as challenge their friends. Non-interactive sections of the game will be fast and able to be skipped if the player so chooses. The menus will be easy and intuitive to navigate through so that you can get straight into the game. When the player starts a level they will tackle each obstacle with thought. 

How the Player Marks Progress

In the game menu the player will be able to know how many achievements they have got as well as how far they have progressed in the game. They will be able to select levels up to where they have been before with the remaining levels grayed out. With the skins for the marbles that can be unlocked the player will be able to see the ones that currently have. The ones that they have not unlocked will appear completely blacked out and on the side say what they have to do to unlock it. 


         As for gameplay the player will know that they’re doing something right and wrong with the sound that is given. They will be able to relate bad sounds to when they did something bad and good sounds when to when they did stuff right. Positive sounds will be more bright and happy as bad sounds will be deeper, darker, and sad. When the player reaches a checkpoint in a level they will hear Professor Joe’s voice say “check point.” There will be particle effects displayed when the player is floating across the water with the rubber marble. It will be shown like water spraying so that they know that they don’t have the best traction in this area.

     When the metal marble uses its boost ability it there will be a air particle effect around the marble to show the player that speed has increased as well as the boost sound effect being played. The same particle effect will come off the rubber marble as it activates its jump ability as well as its jump sound effect. When the player uses the paper marbles shrink ability the player will hear the shrink sound. 

     When the player eliminates a character they will see how it dies on screen. If a character is flammable they will have a fire particle effect attached to them as well as the marble melting or burning into nothing. When the rubber marble becomes impaled not only will you hear that sound effect you will see the marble skewed on the spike. If the paper marble melts in the water it will become flat and then melt. When the paper marble enters the electric conductor it will catch on fire. All of these death situations will be accompanied by the fact that you will not be able to control them anymore. This will show the player that they have rendered that marble useless.

Detailed Design Breakdown

Front End Flow Chart

When you start the game application the first thing that will be displayed is the WTS games logo. This will stay displayed for three seconds. Next, the Reclusive Designs logo will be displayed for three seconds also. The invite to the game itself will show the game story. It will be the same opening sequence that the user will be able to see when they start up a new game. It will introduce the player to the main characters of the game. From there the player will see the virtual world with a marble rolling up to the camera. Then the main title will appear above it and the main menu will appear. All of the menu options are displayed and described in the interface section. The player will think how to cross the obstacle and then be confronted with many platforming tasks with each marble. This process will repeat itself numerous times in each level. The player will then reach the goal and continue to the next level. 

Startup/Attract Mode
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Main Menu Selections
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Pause Menu Selections
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Game Flow Chart
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Level flow
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 When the player starts a game they will be prompted to select a level. The list will consist of levels that they have created. The levels that are able to be played will be brightly lit as the levels that have not been reached yet will be grayed out.

The player will see the top grade for that level as well as the top time. Once the player starts the level they will be able to play it as intended. They will be able to select between marbles to make it to the end of the level. If the player happens to kill/eliminate one of the marbles they will be able to continue playing if they so choose. If the player kills all three marbles they will automatically have to restart to the last checkpoint or beginning of the level if they have not yet reached a checkpoint. If the player chooses to restart at any time they will have the choice to start from the beginning with time at zero or from a checkpoint with the same time they are currently at. Once the player beats the level they will progress to the next level by being zapped out of the level and retransmitted into the next. They will be given an auto save at this point where they will be graded on their performance. Once the player beats the entire game they will be see the end game cinematic. This will lead into the credits that will be able to be exited out of. The game state will return to the title screen cinematic entrance. 

Glossary of Terms

	Backfire
	After firing the Cannon, if the paper marble is fired, then they will be destroyed.

	Blaze
	A sprout of flames will emanate from a small opening in the environment to either act as a hazardous obstacle for the player to persevere or prevent certain marbles from moving forward.

	Buoyancy
	Determines the predisposition of an object to stay afloat.

	Cannon Fire
	While using the Cannon, the player is capable of firing a marble a predefined distance.

	Depth
	In level 3 the water depth will be able to be manipulated by the use of buttons.

	Disintegrate
	Upon entering the water, the paper marble will begin to absorb water and shrivel up which will result in the marble falling apart.

	Electrocute
	If the paper marble attempts to try to serve as a conduit between the electric conductor and machine, it will be electrocuted and further burst into flames.

	Energize
	Without a conduit to power the attached machine, the conductor will remain unbeneficial.  After the conduit has been established and the attached machine is powered, the conductor will become ineffective and the machine will remain powered.

	Fan Blow
	Generates gusts of wind that are able to prevent certain marbles from traversing through a Fans air current depending on their weight.

	Fire
	The metal marble will be able to use cannons around the level to fire itself to a predetermined place.

	Float
	The rubber marble can float on water but will move slower.

	Float Speed
	The float speed for the rubber marble will be slower than its ground speed.

	Friction
	By calculating the forces applied between two surfaces we are able to determine the resilience or traction placed on a moving object.

	Glide
	The paper marble can glide when jumping from a high place.

	Height
	The rubber marble will be able to jump a predetermined height.

	Icy Surface
	Augments the amount of friction placed upon a marble.

	Ignite
	The paper marble will caught fire if it goes into any electric field.

	Impale
	When a rubber marble lands on top of a spike they will become punctured and result in bursting.

	Impulse
	Momentum Force – Allows for a quick or sudden force to be accurately applied to an object.

	Incinerate
	When attempting to traverse through fiery environmental hazards it will result in the cremation of the paper or rubber marble.

	Magnetic Force
	Determines whether or not a marble has magnetic properties.

	Magnetize
	Attracts marbles that have magnetic forces applied to them.

	Pit
	 The bottomless pit is the only object, or lack of an object, that has the ability to eliminate all of the marbles.  Once a marble falls into a bottomless pit they will be unable to retrieve them until the level is restarted.  Bottomless pits cannot be destroyed, only blocked through the use of a switch or object.



	Sink
	Depending on the weight and buoyancy of a marble, at certain ratios will begin to descend to the bottom of a body of water.

	Sink Speed
	The sink speed for the metal marble will be the same speed as the paper marbles falling/floating speed.

	Size
	The paper marble will be able to change its size to be able to reach places it once couldn’t.

	Speed
	The metal marble will be able to speed himself up being able to go over spikes and small gaps


Characters

Name/ID

 Josh Stanford – Rubber Marble

Brief Description

The rubber marble is of a medium weight and so is capable of floating on water, is only moderately affected by wind currents as well as having good traction on slippery surfaces.  It is vulnerable to fire and spikes.  Due to its rubbery nature, the rubber marble acts as an insulator to electricity and is not affected by it in the slightest.  Obviously, magnets have no effect on the marble.  

The rubber marble’s special ability is the ability to jump/bounce.  This can allow the rubber ball to get to many places.  However, as the velocity of the marble increases, the player’s ability to accurately predict its bounces and therefore control over it lessens.  Likewise, when being shot out of a cannon, the rubber marble is very likely to bounce out of control once hitting whatever it was aimed at.

Visual Design

Josh’s avatar will be partially translucent blue “super ball” with swirls of random color and sparkles within.

Behavior
	Fire
	Incinerates

	Ice
	Slides moderate

	Mid Air
	Falls moderately

	Water
	Floats on top


Attributes
	Cannon
	Launches at high rate

	Electric Conductors
	Stops electric

	Fans
	Moderately moves it

	Magnet
	No effect

	Pit falls
	Eliminates

	Spikes
	Will become impaled 


Name/ID

James Fryer – Metal Marble

Brief Description

The metal marble is the heaviest of the three marbles and is impervious to most damage with the exception of when falling from high places.  The metal marble is also capable of sinking in water but is unwieldy on slippery surfaces.  Being made of metal, the metal ball can also conduct electricity through itself as well as being effected by magnets.

The metal marble’s special ability is to spin itself into a quick dash of forward momentum.  This can be used to help get into high ramps of push through movable objects.

Visual Design

James’ avatar is a flawless metal marble with a mirror-like metallic shine.

Behavior
	Fire
	No effect

	Ice
	Slides most

	Mid Air
	Falls fastest

	Water
	Sinks


Attributes
	Cannon
	Launches 

	Electric Conductors
	Helps charge

	Fans
	Moderately moves it

	Magnet
	Sticks to it

	Pit falls
	Eliminates

	Spikes
	No effect


Name/ID

Jackie Lee – Paper Marble 

Brief Description

The paper marble is very light weight and therefore is easily influenced by wind currents.  Likewise, the paper ball also floats in the air when in free fall similar to a bubble.  Being made of paper however also caused the paper marble to be the most fragile.  The paper marble is burned by fire, disintegrates in water, can be impaled by spikes, is incinerated by electrical current and turns into confetti if fired out of a cannon.  However, the paper marble has the advantage of not being greatly influenced by slippery terrain.

The paper marble’s special ability is to crumple up into a tighter fit in order to get into smaller areas.  In this configuration, the marble will move more slowly, fall more quickly and is more easily affected by wind currents.

Visual Design

Jackie’s avatar is a tightly crumpled ball of college ruled paper.
Behavior
	Fire
	Incinerates

	Ice
	Slides subtle

	Mid Air
	Floats

	Water
	Disintegrates


Attributes
	Cannon
	Turns into confetti

	Electric Conductors
	Incinerates

	Fans
	Blows the marble uncontrollably away

	Magnet
	No effect

	Pit falls
	Eliminates

	Spikes
	Impaled


Environmental Hazards

Name/ID

Bottomless Pit

Brief Description

Bottomless pits are areas where if the player were to fall, they cannot recover and therefore will have to eventually restart the level.

Visual Design

Bottomless pits can be distinguished by the pitch black bottoms.

Behaviors


When a player falls into a bottomless pit, the camera will not follow in and the player will immediately be placed in control of the next marble in their list or will be shown the restart option menu if there are no marbles left to control.

Name/ID

Cannons

Brief Description

The cannon will be used in order to propel the player both small and large areas of distance in order to either accomplish a step in the puzzle or the goal itself.

Visual Design

Sitting on two small grey steel wheels fastened by a rusty steel axel; the base of the cannon, dressed in black, takes a stubby cylindrical front with a slow ascension into a spherical back with a fuse on top.  

Behaviors

· Cannon Fire

Attributes

· Impulse-momentum Force 

· Backfire :

	Paper
	Rubber
	Metal

	Yes
	No
	No


Name/ID

Electric Conductors

Brief Description

The electric conductor will be needed in order to complete the electrical current in the attached machine.  Only once the player uses the metal marble as a conduit between the conductor and the machine will the machine become powered. After the machine is powered, it can be used to complete the next step in the puzzle so that the goal can be achieved.

Visual Design

The electric conductor will be a bright colored cylindrical object with a wire around it. Electricity will flow out of the end of the object that is not against the wall.

Behaviors

· Energize

Attributes

· Electrocute:

	Paper
	Rubber
	Metal

	Yes
	No
	No


Name/ID

Fans

Brief Description

The fan is going to be used in two different situations, to block certain marbles as well as launch a certain marble into the air.  If either the paper or rubber marble attempt to travel across the air current they will be pushed aside into either a wall or the abyss.  However, if the metal marble moves into the air current, anything beyond it will be unaffected by the air current.  While only one marble is able to safely traverse across the currents way, being able to cross the air flow is not always the desired result.  While using the paper marble the player will be able to use the current in order to propel the paper marble to a higher floor or platform.

Visual Design



The fan will consist of three steel, gray blades. These blades will be contained within a box that is opened in the front. Over the front will be steel grating covering the fan. The box itself will be colorful and possibly have some type of cartoonish logo type design on it, perhaps a faux brand name.

Behaviors

· Fan Blow

Attributes

· Impulse-momentum Force

Name/ID

Fire

Brief Description

Fire will be used to burn or prevent certain marbles from achieving their goal.

Visual Design

The fire will look like normal fire. It will be orange and red at the base and yellow toward the top as it rises. There will most likely be no smoke to accompany this fire.

Behaviors

· Blaze

Attributes

· Incinerate:

	Paper
	Rubber
	Metal

	Yes
	Yes
	No


Name/ID

Ice

Brief Description

While the marbles attempts to trek across an icy environment, their tactile response will be decreased as well as their max speed increasing.

Visual Design

Ice will have a blue, semi-transparent appearance to it, similar to that of Marble Blast Ultra. It will also be sort of glossy and reflective so you can see the world in it.

Behaviors

· Icy Surface

Attributes

· Friction

	Paper
	Rubber
	Metal

	Full traction
	Half traction
	Quarter traction


Name/ID

Magnets

Brief Description

Magnets will assist the metal marble in navigating across various environmental hazards through the use of magnetic forces.

Visual Design

The magnets will actually be magnetic platforms, not like an actual horseshoe type magnet. This type of platform will have a distinct grayish look, possibly with a little bit of shine to it.

Behaviors

· Magnetize

Attributes

· Magnetize:

	Paper
	Rubber
	Metal

	0%
	0%
	100%


Name/ID

Spikes

Brief Description

Hanging from ceilings or placed below your feet, spikes will be used as a means of preventing either the paper or rubber marbles from reaching the goal with their sharp points.  

Visual Design

The spikes will have the shape of an ice cream cone. The round opening will be the base and the pointed end will be the top. They will be gray or black in color.

Behaviors

Some marbles can be harmed by spikes by being impaled and hence immobilized by them.

Attributes

· Impale:

	Paper
	Rubber
	Metal

	No
	Yes
	No


Name/ID

Water

Brief Description

How water will be used will depend on which marble or marbles have to deal with it.  By doing this we will be able to switch up the size of the bodies of water we incorporate into the levels.  In some levels, the water level can change either by a programmatic control (such as a rhythmic rising and lowering) or by a trigger event.

Visual Design

Water will be bright blue along the top and very light blue or completely clear below the surface. This will allow the metal marble to be easily recognized under water, rather than having the water is murky or dirty.

Behaviors

· Drown

· Buoyancy

· Sink

Attributes

· Float Speed

· Sink Speed

· Drown:

	Paper
	Rubber
	Metal

	Yes
	No
	No


Power-ups

Name/ID

Bonus Time

Brief Description

Bonus Time will temporarily halt the players’ timer for a short duration during Time Attack mode in order to let the player finish with a quicker time.

Visual Design

Bonus Time will take the shape of a stopwatch with the same diameter as the characters of the Lost Marbles.  To further expound on the shape of the stopwatch, it will take a cylindrical shape with bulging rounded edges, accented with a button on the top.  The face of the stopwatch will be recessed with each of the quarter hour intervals identified and no other numbers.  A long black minute and hour hand will extend out in any direction from the center of the stopwatch.  To finish off the remaining visual aspects, the stopwatch will be coated in a silver color.

Behaviors

Bonus Time has no effects on the world and only allows the timer during Time Attack mode to be stopped for a short duration.

Attributes

After picking up Bonus Time during Time Attack mode the timer will stop for a short duration.

Levels and Maps

Name/ID

The Basics

Goal

This first level will serve as the tutorial for the game. It will be broken up into three separate sections, one for each marble. The three sections will showcase some strengths and weaknesses of each marble. At the end of the level there will be three switches with a door in front of them. All of the marbles have to sit on these switches at the same time to open the door to complete the level and move onto the main game. All of these separate sections are optional, since it is a tutorial, and you can send all the marbles straight to the switches if you so desire. 

Level Travel

The main mode of transportation for the marbles in this level will be rolling. There will be moving platforms later on in the game, but not in the tutorial level. The paper marble will be able to roll the fastest because it is the lightest. The rubber marble will move slightly slower but it is also able to jump along the way. The metal marble will move very slowly but it will be able to use a speed boost special ability to help him along faster. The metal marble will have less control over his direction when he is using this ability, however. This will make it more likely that the metal marble will roll off the world and die. Each marble will start rolling slowly then accelerate. The paper marble will move at 100% of the max movement speed, the metal marble at 50%, and the metal marble at 25%.

Scale

	
	

	Basic Platform
	5 units wide, 5 units deep, 1 unit high

	Marbles
	1 unit wide, 1 unit high, 1 unit deep

	Spike
	0.1 unit wide, 0.1  unit deep, 2 units high

	Spike Pits
	Array of 5x5 spikes evenly distributed.

	Water
	varied


Ambient Environmental Aspects/Objects in the Level
	Object
	Description

	Background music
	Some type of laid back, slower adventure music.

	Marble moving sound
	Sounds like a real marble rolling across a table would.

	Marble falling sound
	As a marble falls you will hear a whoosh as the air flows around you.

	Water
	Blue on the surface, clear under the surface.

	Splash effect
	White and foamy, happens when a marble jumps in water.

	Dust effect
	A poof of light gray dust shoots out on both sides of a marble when it falls and hits the ground or when the solid marble uses its boost.

	Spikes
	Light gray or black in color, a tenth of the width of a marble and twice as high.


Time

Each of the three sections for the tutorial will probably take three to five minutes each to complete. The metal marble’s portion could take longer based on how complicated the underwater maze becomes. It will take the metal marble a minute to reach the water and two to four minutes to navigate the water maze and the lift. The paper marble’s portion is straight forward and shouldn’t take more than three minutes. The platforming part of the rubber marble’s portion could take the longest due to the fact that the player could die multiple times from hitting the spikes on the walls. Even with this fact, it shouldn’t really take more than five minutes total to complete.
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Level Walkthrough – Verbal Map

The level will start out with the camera flying through the level and then the metal marble will be selected. This walkthrough will be broken up into what all three marbles have to do to complete their sections, as the player can switch between any marble at any time and it will be completed at a different pace each time. 

Metal Marble

· Enter the level
· Go straight to the meeting area with the other marbles or start the tutorial
· Speed boost up the steep ramp
· Look at the sign at the top of the ramp that tells you not to go over the edge.
· Go down the path to the right
· Get to the end and go down the path to the left
· Get to the end and go left down the ramp
· Roll to the edge of the water
· Look at the sign next to the water that tells you this marble can sink to the bottom of the water.


· Jump into the water and sink to the bottom
· Find the hole that leads into the maze
· Go through maze and find the lift
·  Take lift to the top and roll off to the meeting area and sit on your switch
Rubber Marble

· Enter the level
· Go straight to the meeting area with the other marbles or start the tutorial
· Roll forward to the body of water
· Look at the sign that tells you this marble can float across the water
· Cross the water

· Go down the ramp on the other side of the water

· Jump back and forth between platforms in opposite walls until you reach the top

· Roll off to the meeting area and sit on your switch

Paper Marble

· Enter the level

· Go straight to the meeting area with the other marbles or start the tutorial

· Roll forward to the row of spikes

· Look at the sign that tells you this marble is light enough to pass over spikes without harm

· Roll over the spikes

· Go up the ramp and turn left

· Stop at the top of the ramp and turn left

· Look at the sign that tells you this marble will die if it makes contact with water and that you can glide over an area

· Use your gliding capabilities to glide over the body of water in front of you

· Roll up to a wall that is too low to pass normally

· Look at the sign that tells you this marble can make itself smaller

· Use this ability to pass under the wall

Roll off to the meeting area and sit on your switch

Name/ID

Shock Value

Goal

The main goal of the level is to successfully get all 3 marbles to the end of the level without dying. If any of the marbles die you will have to start from the last checkpoint. Another goal you may go for is time; the professor will time your performance and based on how fast you went you will get a different rank (A, B, C, D, and F). This will allow the player to keep coming back to the level to beat it faster and faster every time.

Level Travel

The players will travel though the level mostly just by moving around. The rubber marble will be able to jump around the level, and there will also be a lift that will transport the players.

Scale

	
	

	Basic Platform
	5 units wide, 1 unit high, 5 units deep

	Button
	2 units wide, 1 unit high, 2 units deep

	Conduit
	2 units wide, 2 units high, 2 units deep

	Fan
	4 units wide, 1 unit high, 4 units deep

	Lava
	Varies

	Lift
	5 units wide, 1 unit high, 5 units deep

	Marble
	1 unit wide, 1 unit high, 1 unit deep

	Ramps
	Varies

	Water
	Varies

	Wire
	2 units wide, 2 units high, 2 units deep


Ambient Environmental Aspects/Objects in the Level

	Name
	Description

	Button
	Buttons will be placed throughout the level to unlock new areas of the level for the other marbles.

	Electricity particles
	This will be used to denote where the electricity is flowing in the level.

	Electricity sound
	Wires will make a buzzing sound saying that the wire is live.

	Fan
	These will be used to propel the paper marble into the air so that I may reach areas that it couldn’t previously.

	Fire
	Fire is unique in that the metal marble is the only one that can get past it.

	Fire particles
	The fire particles will look dangerous denoting that most of the marbles will not survive in them.

	Level Music
	The music for this level will be very lighthearted and give the player a sense of exploration.

	Wind particles
	The fans will emit wind particles so the player will know which way the wind is blowing.

	Wind sound
	The wind will make a blowing sound when you are near a fan.

	Wire
	These will be used as an obstacle since the rubber marble will be the only one to be able to stop the flow of it.


Time

It will take roughly 10 to 15 minutes to arrive at the end of the level on the first play through, on a repeated play through we expect the player to beat the level within 5 to 10 minutes.

Map
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Level Walkthrough – Verbal Map

· Enter Level

· All three marbles will start at the same spot

· Cross the gap

· Use the rubber marble to jump across the large gap

· Hit the button at the other end of the gap to raise a platform

· Move the other 2 marbles to the other side using the platform that was raised

· Cross the electric line

· Use the rubber marble to block the flow of electricity coming from the wall.

· Move the other 2 marbles past the electric line

· Navigate the body of water

· Use the rubber marble to float over the water

· Use the metal marble to sink to the bottom of the water

· Navigate the metal marble out of an underwater maze to get to the other side

· Use the metal marble’s speed up ability to get up a ramp and out of the water

· Turn on the fan

· Once the metal marble is out of the water move the marble in between 2 wires

· The fan across the room should turn on

· Get to the second floor

· The rubber marble should easily be able to jump up to the second floor

· The paper marble will need to use the newly turned on fans to blow his way up

· Fire obstacle

· On the second floor as the rubber marble you will be presented with some platforming

·  Navigate the floating platforms with the rubber marble and make sure not to fall into the lava

· Use the paper marble’s special ability to squish underneath the obstacle

· Turning on the button

· Use the rubber marble to block the electric current

· Use the paper marble to squish under another wall

· When inside hit the button to activate the lift

· Get upstairs

· Use the metal marble and get him to the second floor using the newly activated lift

· Exit the level

· Once all the marbles are on the second floor just move them all to the exit to move onto another level.

Name/ID

       Ice Capades 

Goal

The main goal of the level is to successfully get all 3 marbles to the end of the level without dying. If any of the marbles die you will have to start from the last checkpoint. Another goal you may go for is time; the professor will time your performance and based on how fast you went you will get a different rank (A, B, C, D, and F). This will allow the player to keep coming back to the level to beat it faster and faster every time.

Level Travel

The players will travel though the level mostly just by moving around and the rubber marble will be able to jump around the level.

 Scale

	
	

	Basic Platform
	5 units wide, 1 unit high, 5 units deep

	Button
	2 units wide, 1 unit high, 2 units deep

	Cannon
	2 units wide, 2 units high, 3 units deep

	Fan
	4 units wide, 1 unit high, 4 units deep

	Magnetic Pad
	5 units wide, 1 unit high, 5 units deep

	Marble
	1 unit wide, 1 unit high, 1 unit deep


Ambient Environmental Aspects/Objects in the Level

	Object
	Description

	Background music
	More fast paced and upbeat music than previous levels to tell the player things are getting more difficult.

	Marble moving sound
	Sounds like a real marble rolling across a table would.

	Marble falling sound
	As a marble falls you will hear a whoosh as the air flows around you.

	Moving on ice sound
	Will be a slippery sound indicating moving will be next to impossible. 

	Fan
	Three bladed fan in a brightly colored, decorative box.

	Fan sound
	Highly intensive whirling sound

	Cannon
	Black and rusted, propped up on two wheels, entrance in the back

	Explosion Sound
	A loud bang that occurs when a cannon is fired.

	Fire
	Orange at the bottom turning into yellow at the top, intense and dangerous looking.

	Dust effect
	A poof of light gray dust shoots out on both sides of a marble when it falls and hits the ground or when the solid marble uses its boost.


Time

This level will be more intricate than the previous ones. It will require more teamwork between marbles and more thought on how to properly utilize each marble. The first time through could take anywhere between 15 and 20 minutes, based on the skill level of the player. A player who is repeating the level can probably finish it within 5 to 10 minutes though.

Map
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Level Walkthrough – Verbal Map

· Enter Level

· All 3 marbles will start at the same spot.

· Navigate the icy platforms with all 3 marbles

· Any platform can be used with any marble.

· In front of you is a field of magnets that are currently off and need to be turned on.

· Look up to see the opening to the 2nd floor

· Jump up with the rubber marble.

· Use the fan to your right to get the paper marble up.

· There is a switch next to you when you jump up

· Have the paper marble sit on it. Platforms will come out of the wall in front of you.

· These platforms will go back into the wall if no marble is on the switch.

· Jump to the top of these platforms with the rubber marble.

· Fire in a cross shape is rotating on the floor in front of you

· Time your movements and move to the other side of the floor.

· Be wary of the fans blowing wind on you.

· On the other side is a platform with a switch.

· Hit this switch with the rubber marble

· This switch activates the magnet field on the 1st floor.

· There is also a cannon next to the switch that is not currently active.

· Navigate the ice laden magnet field with the solid marble

· Hit the switch at the end of the field.

· This switch raises the wall on the 2nd floor, allowing the paper marble to pass under.

· Navigate the maze under the raised wall with the paper marble

· At the end of the maze there is a switch.

· Hit the switch to activate the cannon on the 1st floor.

· Exit the level

· Put the solid marble in the cannon and launch him to the 2nd floor and the exit.

· Exit the maze with the paper marble and go to the exit.

· Drop down from the platform the rubber marble has been on and go to the exit.

Name/ID

Depth Perception

Goal

The main goal of the level is to successfully get all 3 marbles to the end of the level without dying. If any of the marbles die you will have to start from the last checkpoint. Another goal you may go for is time; the professor will time your performance and based on how fast you went you will get a different rank (A, B, C, D, and F). This will allow the player to keep coming back to the level to beat it faster and faster every time.

Level Travel

The players will travel though the level mostly just by moving around. The rubber ball will be able to jump around the level. A big part of this level is the inclusion of being able to change the level depth. As well as freezing over the water. So water will play the biggest part in this level.

Scale

	
	

	Basic Platform
	5 units wide, 1 unit high, 5 units deep

	Button
	2 units wide, 1 unit high, 2 units deep

	Cannon
	2 units wide, 2 units high, 3 units deep

	Fan
	4 units wide, 1 unit high, 4 units deep

	Marble
	1 unit wide, 1 unit high, 1 unit deep

	Ramps
	Varies

	Water
	Varies

	Wire
	2 units wide, 2 units high, 3 units deep


Ambient Environmental Aspects/Objects in the Level

	Name
	Description

	Button
	Buttons will be placed throughout the level to unlock new areas of the level for the other marbles.

	Cannon
	The cannon will fire the metal ball where ever it is pointed.

	Electricity particles
	This will be used to denote where the electricity is flowing in the level.

	Electricity sound
	Wires will make a buzzing sound saying that the wire is live.

	Fan
	These will be used to propel the paper ball into the air so that I may reach areas that it couldn’t previously.

	Fire
	Fire is unique in that the metal ball is the only one that can get past it.

	Fire particles
	The fire particles will look dangerous denoting that most of the marbles will not survive in them.

	Ice
	This will be used so that not all marbles will have an easy time getting across it, in other words they each will control differently on the ice.

	Level music
	The music for this level will be fast paced to keep the player focused.

	Water
	Water will play a big role in the level; it will be able to be raised and lowered changing the way the level looks and plays.

	Wind particles
	The fans will emit wind particles so the player will know which way the wind is blowing.

	Wind sound
	The wind will make a blowing sound when you are near a fan.

	Wire
	These will be used as an obstacle since the rubber ball will be the only one to be able to stop the flow of it.


Time

It will take roughly 15 to 20 minutes to arrive at the end of the level on the first play through, on a repeated play through we expect the player to beat the level within 10 to 15 minutes.

Map
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Level Walkthrough – Verbal Map

· Enter Level

· All 3 marbles will start at the same spot

· Hit the ice switch

· Cross the ice

· Move the Metal marble across the ice to the platform on the left

· Hit the right switch

· This turns on the fans

· You must hold the switch down to keep the fans on

· Use the fans

· Now that the fans are on move the paper ball across the ice

· Use the fan to get up to the second floor

· Hit the button to change water depth

· Hitting the button on the 2nd floor moves the water up to that level

· Hitting the switch also turns your ice into water

· From this action the rubber ball should float up to the 2nd floor

· Jump onto the closest platform

· Swap to the Metal ball and hit the button to the left

· This will bring the water back down to the 1st floor

· Swap to the rubber ball and hit the switch

· This will cause the water on floor 1 to become ice

· Move to the cannon

· Now that the floor is ice you can move the metal ball to the cannon

· Fire it to the 2nd floor

· Hit the raise water button  on the 2nd floor

· Sit on the switch to the left to turn off the fire wall

· You will now be able to move the rubber ball across the room

· Block the electricity with the rubber ball

· Move the paper ball under the wall (behind the electricity)

· Hit the button in that small room

· This opens up the basement which will be shown with a camera cut

· Jump down the hole with the heavy ball

· Lower the water depth back to the 1st floor

· Jump down with the rubber ball

· Cross the water and hit the Ice button

· Jump down with the paper ball

· Move back to the beginning of the level

· Once all marbles are back at the beginning of the level you will notice what the upstairs switch did, there will be a hole leading to the basement.

· Hit the ice button to turn it into water

· Use the metal marble to sink into the basement

· Hit the drain button

· Now all marbles will be able to jump into the basement

· Exit the level

· Once all the marbles are in the basement near the door, the level will end.

Interactive Systems

Character Systems

· Paper Marble

· Light Weight

· Pliable

· Rubber Marble

· Buoyant

· Jumping

· Metal Marble

· Heavy Weight

· Chargeable Speed Boost

Scoring System 

Depending on how swiftly the player can cooperatively maneuver the marbles through the levels puzzles and reach the goal, they will receive a rank that reflects their excellence.  In order to determine what exactly would be considered a high or low grade, we will setup an allotted time frame to complete each puzzle and travel to the finish and scale upwards.  The chart below displays the scaled amount of time it takes in order to receive each rank.

	Grade
	A
	B
	C
	D
	F

	Time
	10%-19%
	20%-29%
	30%-39%
	40%-49%
	>50%


Power-ups System

The only power-up to be used in Lost Marbles is accessible through Time Attack mode.  In order to activate the power-up the player must move over it with any marble and it will instantaneously be used until the duration has depleted.

Game Logic, Algorithms, and Rules

Interaction Component Matrix

	.
	Metal Marble
	Rubber Marble
	Paper Marble

	Cannon
	Launches at comfortable speed
	Launches at high rate
	Turns into confetti

	Electric Conductors
	No effect
	Can block current
	incinerates

	Fans
	Can Block Wind, No effect 

	Moderately moves it
	Blows the marble uncontrollably away

	Fire
	No effect
	Incinerates
	Incinerates

	Ice
	Slides most
	Slides moderate
	Slides subtle

	Magnet
	Creates suction, capable of climbing walls with magnets
	No effect
	No effect

	Mid Air
	Falls fastest
	Falls moderately
	Floats

	Pit falls
	Eliminates
	Eliminates
	Eliminates

	Spikes
	Capable of rolling over
	Will become impaled 
	Capable of rolling over

	Water
	Sinks
	Floats on top
	Disintegrates


Key Game Algorithms

Two key algorithms are going to be needed in order to create the style of gameplay we want to achieve, friction and impulse-momentum.  We intend to use friction to determine the speed of marbles on various tactile environments based upon their weight.  Further, in order to determine how the paper marble will react towards fans or the metal marble in regards to the cannon we will need impulse-momentum.  Through impulse-momentum we will be able to quickly, or impulsively, apply forces to the marbles.

FAQ

Q: What is the genre of Lost Marbles?

A: Realistic Puzzle/Plat-former – While the player will be controlling their avatars in a true plat-former fashion, the goals of many obstacles will be to unravel puzzles to gain access to the exit of the level.  While not intended to be photorealistic, the game will not be done in an over the top fashion in order to not distract from the more “realistic” behavior of objects in the game.

Q: What does each marble’s special ability do?

A:  Metal Marble- When you activate the special this marble will become stationary and then charge like sonic the hedgehogs spin. Then when you reach top speed you will burst in your forward direction. 

 Rubber Marble- When you use the special ability for this marble it will jump. This marble will have directional influence while in the air.

Paper Marble- When you use the special ability for this marble the size of the marble will decrease to minute size. This will allow the small marble to access smaller areas but will have a lesser float attribute and become slower moving.

Q: When using directional influence, how will each marble be affected?

A: The metal marble being the heaviest will make it the hardest to manipulate in the air. Directional influence will be present for the metal marble but not as much as the paper and rubber. The paper marble will be able to float in the air making it very easy to navigate as the rubber will be a mediocre between the two.

Q: What use will first person have? 

A: First person camera will help the user view the world. Using the first person camera will help the player find out what to do next. As in Mario 64 the player could view the world in this way. The difference is that the player will also be able to roll around like this if they choose.

Q: Are there any enemies present in the game?

A: The only enemy in the game is you. The objects in the world serve as the main enemy that you will encounter. Navigating through the obstacles in the world will serve as a hard task in itself. Enemies and combat is not present in Lost Marbles.

Q: Can more than one player play?

A: Lost Marbles does not have a multiplayer mode. The player can compete against their friends in time attack mode with via switching off the controller after each try. This makes for a competitive challenge trying to get the best time. 

Reference of Key Elements

Scoring

Scoring will be handled through the use of time.  Each level will have a par completion time and dependent upon how swiftly the level is completed, the player will received a rank based on that time.

Winning/Losing

Throughout the game, the overall objective is to escape from Professor Joe’s virtual physics world, Lost Marbles.  While lost, the player must cooperatively use three marbles in order to complete puzzles that are required to accomplish each individual level.  If the player fails to complete a level they will either have the choice of retrying or quitting the level.

Transitions

Saving and loading will not be present in Lost Marbles.  Instead, when the player chooses to start a new game they will have the option of selecting which level they will begin at.  Only levels that have been completed are selectable.

Rewards

Rewards can be received through the completion of levels and accomplishing achievements throughout the game.  After completing a level, depending on how quickly the level as beaten, the player will receive a rank depending on how well they did.  In order to complete certain achievements, a high rank must be gotten in that level.  Further, we will reward the player with custom skins, time attack mode, level editor and more through the accomplishment of achievements.

	Name   
	How to obtain

	You Are Winner 
	Complete the game

	Knowledge Is Power
	Complete all three separate marble tutorials

	Straight A's 
	Obtain an A rating on all levels

	Keep Rollin'  
	Roll a total of 3 miles between all marbles

	Jumping Jehoshaphat  
	Jump 100 times with the rubber marble

	FAIL 
	Fail a level 10 times

	A New Look
	Choose a new marble skin

	Thanks For Playing
	Totaled an hour of game time      

	I Should Be Making This Game 
	In Time Attack, beat a developer's high score on any level

	Perfection
	Complete the game without dying


                                           



                                                                                                                 

Art and Production Design

3D Art & Animation Deliverables

	Name
	Description
	Filename

	Button
	This should just be a large red button like similar from the one from Portal.
	RD_Button.mb

	Cannon
	This should be simple black cannon similar to any one you would see in a "Loony Toons" cartoon there sound be a hole on the bottom of the cannon.
	RD_Cannon.mb

	Cannon Door
	This should be a door for the bottom of the cannon when the ball enters the canon it will close. 
	RD_Cannon_Door.mb

	Electric Conductor
	This will be 2 wires coming out of the ground but not totally touching, there will also be a light bulb connected to one of the wires.
	RD_Electric_Conductor.mb

	Fan Blade
	This should look like a normal 3 blade fan.
	RD_Fan_Blade.mb

	Fan Housing
	This should be some kind of casing for a 3 blade fan.
	RD_Fan_Housing.mb

	Spikes
	These will be chunks of small spikes similar to spikes from a sonic game.
	RD_Spikes.mb



	Wire
	This should just the end of a cut wire with all of the separate wires coming out.
	RD_Wire.mb




2D Art (HUD/Menu/Particle/Textures) Deliverables

	Name
	Description
	Filename

	Death Particle
	When the player dies this particle will be shown on the marble.
	RD_Death_Particle.tga



	Dust Particle
	When the marbles hit the ground they will disperse a dust particle from underneath them.
	RD_Dust_Particle.tga



	Electricity Particle
	Whenever the player sees a wire they will be presented with electricity particles.
	RD_Electricity_Particle.tga



	Fire Particle
	This will be a simple fire texture so we will be able to have realistic looking fire.
	RD_Fire_Particle.tga

	Fireworks Particle
	When the player completes the level there will be fireworks particles going off.
	RD_Fireworks_Particle.tga



	Floor Texture1
	This will be a tile texture similar to a bathroom or kitchen floor.
	RD_Floor_Texture1.tga

	Floor Texture2
	This will be a texture similar to a cement floor.
	RD_Floor_Texture2.tga



	Floor Texture3
	This will be another tile texture this time it will be more kiddy maybe like a red or yellow tile.
	RD_Floor_Texture3.tga



	Ice Texture
	This will be a simple ice texture it will be shiny it will look slippery.
	RD_Ice_Texture.tga

	Lava Texture
	This will be used so that we can have lava on the floor it will just be a basic red glowing lava texture.
	RD_Lava_Texture.tga



	Marble Swapper
	We will need a disk with all of the marbles so that the player will always know what marble is selected and what button to hit to swap to a different one. 
	RD_Marble_Swapper.png

	Menu Font
	A very thick font that fits with the overall simplistic style of the game
	RD_Menu_Font.bmp

	Metal Texture
	The heavy ball will have a shiny ball bearing like texture.
	RD_Metal_Texture.tga

	Paper Texture
	The light ball will use a paper texture similar to white college ruled paper.
	RD_Paper_Texture.tga



	Skybox Texture
	This will be used in every level it needs to be a surreal looking skybox.
	RD_Skybox_Texture.tga



	Splash Particle
	Whenever the heavy ball falls into water there will be a splash texture.
	RD_Splash_Particle.tga

	SuperBall Texture1
	The medium ball will use a blue psychedelic shiny texture similar to a super ball.
	RD_SuperBall_Texture1.tga



	SuperBall Texture2
	The medium ball will use a green star like shiny texture similar to a super ball.
	RD_SuperBall_Texture2.tga



	Timer
	We will need a timer to keep track of player speed it we want it to look similar to an alarm clock with the same font. 
	RD_Timer.bmp

	Water Texture
	This will be used for the surface of our water.
	RD_Water_Texture.tga



	Wind Particle
	Whenever a fan is blowing it will emit a wind particle showing where the wind is blowing.
	RD_Wind_Particle.tga




Sound Effects Deliverables

	Name
	Description
	Filename

	Button Click
	This will be the sound made when the button is hit.
	RD_Button_Click.mp3



	Cancel Selection
	Used in the menu when something is canceled it will sound like a high pitch beep.
	RD_Cancel_Selection.mp3



	Cannon Door
	The sound of the cannon door closing.
	RD_Cannon_Door.mp3



	Cannon Fire
	The explosion that a cannon.
	RD_Cannon_Fire.mp3



	Cannon Load
	The sound of a cannon loading.
	RD_Cannon_Load.mp3



	Change Selection
	Used in the menu when changing menu selections.
	RD_Change_Selection.mp3

	Checkpoint
	Professor Joe will say “You just hit a checkpoint” whenever you cross one.
	RD_Checkpoint.mp3



	Confirm Selection
	Used in the menu when something is selected it will sound like a low pitch beep.
	RD_Confirm_Selection.mp3



	Death
	When one of the marbles dies, a buzzer will sound.
	RD_Death.mp3



	Electricity
	The sound of buzzing wire.
	RD_Electicity.mp3



	Fan
	The sound of a fan blowing wind.
	RD_Fan.mp3

	Fan On
	The sound of a fan turning on.
	RD_FanOn.mp3

	Fire
	The sound of a campfire burning.
	RD_Fire.mp3



	Gliding
	This will be the sound of a paper ball gliding in the air.
	RD_Gliding.mp3

	Jumping
	This will be the sound of a rubber ball bouncing.
	RD_Jumping.mp3



	Lava
	The sound of a pit of lava bubbling.
	RD_Lava.mp3



	Metal Landing
	This will be the sound of a metal ball landing on tile.
	RD_Metal_Landing.mp3



	Metal Landing Ice
	This will be the sound of a metal ball landing on ice.
	RD_Metal_Landing_Ice.mp3



	Metal Roll
	This will be the sound of a metal ball rolling on a tile floor.
	RD_Metal_Roll.mp3



	Metal Roll Ice
	This will be the sound of a metal ball rolling on an ice floor.
	RD_Metal_Roll_Ice.mp3



	Paper Landing
	This will be the sound of a paper ball landing.
	RD_Paper_Landing.mp3



	Paper Landing Ice
	This will be the sound of a paper ball landing on ice.
	RD_Paper_Landing_Ice.mp3



	Paper Roll
	This will be the sound of a paper ball rolling on a tile floor.
	RD_Paper_Roll.mp3



	Paper Roll Ice
	This will be the sound of a paper ball rolling on an ice floor.
	RD_Paper_Roll_Ice.mp3



	Rubber Landing
	This will be the sound of a rubber ball landing on tile.
	RD_Rubber_Landing.mp3



	Rubber Landing Ice
	This will be the sound of a rubber ball landing on ice.
	RD_Rubber_Landing_Ice.mp3



	Rubber Roll
	This will be the sound of a rubber ball rolling on a tile floor.
	RD_Rubber_Roll.mp3



	Rubber Roll Ice
	This will be the sound of a rubber ball rolling on an ice floor.
	RD_Rubber_Roll_Ice.mp3



	Speedup
	The sound of a metal ball rolling fast.
	RD_Speedup.mp3



	Squish
	This will be the sound made when the paper ball squishes itself into a smaller ball.
	RD_Squish.mp3



	Unlock Conformation
	A sound that will play when something else in the level is unlocked, similar to Zelda
	RD_Unlock_Conformation.mp3



	Victory
	A victory sound similar to final fantasy fanfare.
	RD_Victory.mp3



	Water
	The sound of water sloshing around
	RD_Water.mp3



	Water Splash
	The sound of water splashing
	RD_Water_Splash.mp3




Music Deliverables

	Name
	Description
	Filename

	Main Menu
	This will be a very light hearted pop song similar to a children’s cartoon intro.
	RD_Main_Menu.mp3



	Tutorial
	This will be an uppity song similar to Wii sports.
	RD_Turtorial.mp3



	Level1
	This will be another lighthearted song this time more techno similar to the Nintendo Wii shop channel music.
	RD_Level1.mp3



	Level2
	This will be a slower song something along the lines of elevator music.
	RD_Level2.mp3



	Level3
	This level will have more upbeat music to try to speed the player up and keep them on their toes.
	RD_Level3.mp3




Cut-scenes/Pre-rendered Scene Deliverables

Introduction

Setting
 All characters are standing in Professor Joe’s classroom on a sunny mid-afternoon (after school).  Professor Joe’s lab is similar to a science classroom with lab station and such lay about.  Since this is in the near future, some futuristic looking analysis contraptions are laying about almost carelessly.

Dialogue

Josh: Hey, Pro Joe!  You said you wanted me to come up here after class?  I hope that you just wanted to congratulate me on a great game last weekend!

Jackie: (to Josh) Well, I’m sure he didn’t invite me to come up here for the same reasons!

James: Hmm.  Judging by the fact that you’ve invited the three of us to see you at the same time, I got a feeling you’ve got something up your sleeve, PJ.  You’re not one to double book too often.

Professor Joe: That’s very observant of you James!  Yes, I’ve invited you all to let you know that you are my first perfect students in a long time.  Every test, every quiz, your participation in class, all have exceeded my expectations, you should all be proud of yourselves.

Josh: Woo Hoo!  Who’s to say that jocks are all sports?

Jackie: It wasn’t just us; you really helped us along the way by always keeping a happy learning environment.

James: Jackie’s right, maybe we’re good students, but you’ve been a wonderful teacher.

P. Joe: Well, thank you very much my bright young students, but I’m not here to ask for thanks, I wanted to reward you with a chance to experience…

Josh: LOST MARBLES!!!

P. Joe: How did you know about my invention?  I’ve only showed it to the best of students and the last to see it have graduated before you ever came to this school!

Josh: Just my eagle eyes, I saw it on the screen behind you!  Is that it?

P. Joe: Ah, well then yes, that’s the name for my invention.  I took the technology behind my Physics Immersion Simulation System and decided to create a little game out of it to reward my brightest students before they graduate and head out into the world.  This time however is more precious to me because this is the first time that I’ve had the pleasure of showing it to three students at the same time.

James: So what exactly are we going to be doing with the system?

P. Joe: Well, I’ve always loved to reward my finest students with a chance to experience a custom world that I created for them as an obstacle course, but now that there are three equally bright students to reward at the same time, I’ve devised a special series of courses to see how you do.  You see, each of you will take control of a different marble within a virtual world and…

Jackie: …and we’ll have to cooperate in order to get through the course together?  Oops, I’m sorry Professor; I didn’t mean to interrupt you.

P. Joe: Not at all Jackie, that’s a very accurate assumption on your part!  Would you folks like to get started?  Just plug into your workstations and follow my lead!

STUDENTS TOGETHER: Let’s do it!


































































































































