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STORY GUIDELINES
The kids DO NOT go out at night.  As the in-game cycle of day-to-night progresses, they have to get home by the time it gets dark.  They are just kids, after all.

The parents are always at work.  Since the majority of gameplay takes place during the day, Joel and Maddy’s parents are busy during the daylight hours, and thus, not a real story concern.


Our hero and villain aliens possess the ability to inhabit inanimate objects and bring them to life with different supernatural abilities depending on the object.  They cannot possess living, sentient beings.


There are many different kinds of aliens in our story.  However, only our hero and villain aliens are of the same species.  As such, you will never meet another alien with powers and abilities quite like theirs.

PROLOGUE

A Noble Beginning


Fifteen years ago, Unified Fundamental Organized Technologies (UFO Tech) made its home in Weirville, NJ.  Seeking the best and brightest of computer programmers from around the world, UFO Tech brought them all to a gated community for the purpose of creating the world’s most powerful communications technology.  They were going to connect every single person to everyone else.  From every corner of the globe the recruits came and were all given a place within the Weirville community.  They started families and it became their home.  

A Lot Changes In 15 Years


What began as a prefabricated, company town has grown into a real, living community.  All of the adults work for UFO Tech.  Most are programmers, but the company keeps people on their payroll to work in the stores and teach in the schools.  The town’s police force is made up of the company’s agents.  They can often be seen patrolling the town day or night.  While it seems to most people to be an ideal arrangement, stories have arisen here and there about strange events around the town.  Every community has its secrets, but it seems that UFO Tech’s little town has more than it’s fair share.  Most people just dismiss them as nonsense.  But there are those few who believe.

Pay No Attention To That Man Behind The Curtain


The CEO of UFO Tech, George Spectre, has always had one goal: to create the most powerful communication’s technology in the world.  Information is power and he wants to control the flow of it.  For twenty years he has been building his satellite network and specialized computers for just this task.  However, he just needs a few more… otherworldly components before he can put his plan into action.  If only he could put a little chip in everyone’s head.  Actually, that is just what he did with everyone who works for him.  No one even suspects how much of this town he really controls.


Lately, more and more rumors have been circulating about Weirville’s paranormal visitors.  Known only to Spectre, the central tower of the UFO Tech compound has been quietly acting as a beacon, attracting these visitors.  Of course, the entire town was laid out to broadcast the signal so that it reached as far out into space as possible.  Since the entire town acts as a broadcast dish, you never can really tell where a visitor might land.
CHARACTERS

PLAYER CHARACTERS

Joel – Age: 10


All his life, Joel has been interested in the paranormal.   He reads and watches everything he can get his hands on relating to conspiracy theories, alien abductions, and the like.   When he was three, his parents gave him Baz, a plush alien toy that he has carried with him ever since.  

            Once Joel comes into contact with the aliens, his wildest dreams finally come true.   Everything he has spent his life wondering about appears exist in his hometown.   He discovers he lives in spook central and that his new best friend needs his help to save the planet.

Maddy – Age: 10


Maddy has always known her town was a strange place.   Every time she would mention seeing something in the woods or seeing lights in the sky, her parents would tell her she was just imagining things.   As the years went by, Maddy knew what she was seeing was real.   All of the kids in school thought she was crazy... except one.   Joel was the only kid who believed her, and the two became fast friends.  


Once Maddy comes into contact with the aliens, she finally has the means at her disposal to show her parents and everyone else that she was telling the truth.   To that end, she will do whatever she can to help stop the coming conflict so that everyone will know the truth about their town.

THE ALIENS


After stumbling onto a plot that could end in the destruction of an entire world,

the aliens jumped in their ship to try and prevent it.  Unbeknownst to them, a stowaway has hopped on board to sabotage their mission.  Just as their ship entered the Earth’s atmosphere, the saboteur struck, causing the ship to crash.
Joel’s Alien – Age:??


Joel’s alien inhabits his plush alien doll his parents bought him as a present on their family trip to Roswell, NM.  The alien has access to a wide range of telepathic abilities.  Aside from it’s mental connection to Joel, the alien can use telekinesis to manipulate the environment around it.  This ability is quite weak at first, but as the alien progresses through the story, it begins to return to its former strength.  


Possible powers include:

· Telekinesis – can lift and throw objects

· Protective Barrier – can put a protective shield around itself and Joel for a short while.

· Transmogrify – can temporarily transform living beings into other creatures (ex. from a human to a sheep)

· Stasis Field – can project a field around a person or object and temporarily freeze them in place

· Energy Manipulation – can direct and control sources of fire, electricity, light (but can’t create energy)

Maddy’s Alien – Age:??


Maddy’s alien inhabits her treasured stuffed bear.  The alien is tough and very physical.  This alien also has a mental connection with Maddy, but its powers are all physical in nature.


Possible powers include:

· Strength – can lift and throw objects using it’s immense strength

· Barrier – can grow in size and allow Maddy to use it for cover

· Climbing – can use retractable claws to climb walls 

· Toughness – can withstand more damage than Joel’s

· Earthquake – can stomp the ground and temporarily stun enemies

NON-PLAYER CHARACTERS (Story Leads)

George Spectre, CEO – Age: 50-ish


From the time he was a boy, George Spectre always dreamed of an era where the entire world could be connected and everyone could communicate with everyone else.  He spent his life developing the patents for computer technology that would allow him to do just that.  With the substantial fortune he made from those early technological innovations, he founded Unified Fundamental Organized Technologies (UFO Tech) and built the small community of Weirville.


Usually an open and approachable gentleman, something changed in him around three years ago.  He became withdrawn and consumed by his work.  At the same time, the rumored sightings of lights in the sky and visitors in the woods increased.  Coincidence?  Only time will tell. 

Kevin – Age: 12


Kevin has had it in for Joel and Maddy for as long as anyone cares to remember.  He and his pack of cronies take every chance they get to torment and ridicule the kids.  For the most part, Kevin is too afraid to get into a physical confrontation with either of them.  However, that doesn’t stop him from calling Joel a “geek” or making fun of Maddy for seeing things.  


His prize possession is his brand new Gameatron Glove, a portable gaming device that he wears on his hand.  It’s very expensive, sold-out everywhere, and he takes every chance he gets to remind people of that.

Mysterious Third Alien – Age:??


The third survivor of the crash was not nearly as badly hurt as the other two.  Escaping from the crash site, the alien made it’s way into town and found the nearest host to take control of.  What exactly this alien’s agenda is, aside from stopping our protagonists, is not clear.    
George – Age: ?? 


More or less the leader of the town’s underground alien community.  George is a kind and outgoing alien who wants nothing more than to one day live peacefully above ground within the community.  Till that day arrives, though, he makes it his business to keep everything running smoothly in their little underground shantytown.  He would never go looking for a fight, but may have some inside information on UFO Tech that Joel and Maddy may find useful.


George was one of the first visitors drawn to Weirville by Spectre’s beacon.  When he arrived, his ship was confiscated and he was given a choice: try to make a home in this community that will fear him for a lack of understanding or, take refuge in the underground tunnels where food and supplies will be made readily available.  It wasn’t a very hard choice. 

Mrs. Spectre a.k.a. “The Cat Lady”– Age: 70-ish

Mrs. Spectre is a lonely old widow who lives in the richer part of town.  She lives with her fifty cats and rarely leaves the house.  On those few occasions when a neighbor has seen her outside, she usually is mumbling something about her “no good son” who never visits her.  

Kyle – Age: Late 20s – Early 30s


Owner and proprietor of Weirville’s most out-of-place shopping destination, Kyle’s Mesozoic Emporium, Kyle makes a modest living from his dinosaur shop.  While no one is exactly sure why Spectre allowed Kyle to set-up his shop, rumors persist that Spectre was once going to finance a chain of Mesozoic Emporiums as an early business venture.  Perhaps the store remains as a relic of days gone by.


Whatever the case, the store is a popular destination for the children of Weirville who cannot seem to get enough of Kyle’s dino-merchandise.

NON-PLAYER CHARACTERS (Supporting Cast)

UFO Tech Agents

Weirville doesn’t have a conventional police force.  Instead, the UFO Tech security team keeps the peace.  The black-suit and sunglass-clad agents constantly patrol the town.  While on the surface their mission appears to be to keep the citizens of Weirville safe, their constant patrol patterns are really to make sure that when an alien landing occurs, they are on the scene as soon as possible.


There are different ranks within the agent’s security force.  Most agents are your standard issue man in black.  There are also riot agents, outfitted with body armor and crowd control weapons.  

Inhabitants of the Underground


From all corners of the galaxy they came.  Spectre’s beacon attracted dozens of visitors, and each one found their ship and any other technology impounded upon arrival.  However, each was given the “opportunity” to take refuge below the town.  While some were understandably angry, most did not attempt to fight back.  The galaxy is, after all, a mostly peaceful place and has been for eons.  Over time, the inhabitants came to simply want to live above ground within the Weirville community as equals with its human citizens.  In their efforts to “humanize,” most have taken simple names such as Mark, John, Jill, etc. and dress in human clothing whenever possible.


For the most part, your average alien does not have extra normal abilities available to it like our hero/villain aliens.  A few can do simple tricks or communicate telepathically but none of them have any powerfully destructive capabilities.  

THE TOWN

JOEL’S HOUSE


One of the many modest homes in the residential area.  The player will be able to come here to save their game progress when playing as Joel.  Also, as day become night, the player will need to head home or else they will get in serious trouble with their parents.


Potentially, at night the player could then access different mini-games while spending time in Joel’s room.  For example, Joel could have a video game console that he uses to play simple, fun flash games that he could find/buy throughout the course of the game. 

MADDY’S HOUSE


Maddy lives around the block from Joel.  Her house serves the same function as Joel’s house when the player is using Maddy.

PLAYGROUND


Located within walking distance of Joel and Maddy’s block, this is where our story begins.  It is a modest little playground containing a jungle gym, swings, carousel, benches, a basketball court, and water fountains.

RESIDENTIAL AREA


This is the largest part of the town.  Here is where all of the various programmers, engineers, and other employees of UFO Tech call home.  To keep the area from looking too monotonous, there were three or four different models of home built.  Each house is a state of the art smart house and is connected to the town’s high-speed network.  

UPSCALE RESIDENTAL AREA


Considerably smaller than the other residential area, this is where many of UFO Tech’s initial employees call home.  Their stock in the company soared when it went public and so everyone who was in at the start of the company became wealthy.  This is also where Mrs. Spectre and the Mad Scientist call home.

SCHOOL


The school is very large, as it has to accommodate all of the children in town.  It was built to handle K-12th grade, but so far they haven’t needed any grade above 7th.  All of the children have lockers.  The schoolyard boasts a massive baseball field, tennis courts, and playground.


The player will also be able to use the school as a save location.

STRIP MALL


The strip mall serves as the commercial nexus of the town.  Here is where you will find the supermarket, toy store, video store, Kyle’s Mesozoic Emporium, and a few other shops.

JUNKYARD 


Located on the outskirts of town, the junkyard is where all the town’s waste is moved.  It also happens to be where UFO Tech dumps obsolete technology and failed experiments.  Because of the sensitive nature of some of these items, the Junkyard is under constant patrol by McManus and his guard dogs.

THE UNDERGROUND


When the town was built, a massive network of adjoining tunnels was constructed to allow UFO Tech to move recovered space craft from their landing sites to the company HQ without being seen by the townsfolk.  


This area has become where many of the displaced alien visitors have made their home.  They have constructed a shantytown in some of the larger tunnels and live for the day when they can live above ground with everyone else.  While they dislike UFO Tech, they have had their technology stolen and so most are unable to do anything to fight back.  There seems to be a loose policy where if the under grounders don’t start trouble, Spectre is content to let them live down there.


Still, there has been the occasional time when a stray extra-terrestrial has ventured to the surface for a peek.
THE GAME

ACT ONE – In which we meet the heroes and villains and take a tour of the suburbs.  Also, we begin to suspect that a larger, possibly worldwide threat looms.
Our Story Begins


Joel and Maddy are spending their afternoon hanging out in the park after school.  Out of the sky comes a screaming wreck of a space ship.  Cautiously, the kids approach the wreckage.  Out come two severely injured aliens.  With no other option to save their lives, the aliens take possession of the children’s toys and bond with their life forces.  Now, Maddy’s bear and Joel’s plush alien contain the minds of the dying visitors.  


A third unseen alien slips from the wreckage and away from the playground.


Joel and Maddy leave the playground before the company agents can secure the site.  And so the kids have taken their first step into a much larger world.

OPENING CINEMATIC

EXT. SPACE

FADE IN:

Earth.  A SPACE SHIP rockets towards the planet.  Just before it enters the atmosphere, an explosion rips through one side of the hull.  The SHIP goes into a spin as it begins to burn up on re-entry.

EXT. TOWN – PLAYGROUND – DAY

MADDY looks through the viewfinder of her digital camera at a tree.  She takes her time to line the shot up just as she wants when…

JOEL puts his stuffed alien, BAZ, in the way of her camera.

JOEL



Hello.

MADDY



Joel!  Can’t you find something else to do?  Or someone



else to annoy?

JOEL



C’mon, Maddy.  You know there’s never anything to do



around here.  Besides, I think Kevin was looking for me 



so I’m trying to stay as far away from the school as 



possible.

MADDY



Can you at least go play with you’re doll somewhere 



else?

JOEL



Doll?  What about your teddy bear?

JOEL points to MADDY’S book bag with a bear sitting next to it.

MADDY



That’s different.  That’s an heirloom.

JOEL



You don’t even know what that means.

MADDY



Do too.

JOEL



Do not.

MADDY



Do too.

JOEL



Spell it.

MADDY looks up towards the sky.

MADDY



Joel.  Turn around.

JOEL



What?  Is it Kevin?

JOEL turns around to see the SPACE SHIP falling towards them.  JOEL and MADDY start running as the SHIP crashes into a swing set.  The KIDS look back at the crater where the ship now lays.  A door in the hull opens and two SPHERES OF LIGHT come flying out and towards them.  Before the KIDS can react, the SPHERES dive into MADDY’S BEAR and BAZ.  The toys begin to glow and float up towards their repective owners.

Meanwhile, on the other side of the crash, a SHADOWY figure slips from the wreckage and quietly runs away.

INT. UFO TECH HQ – BOARD ROOM – DAY

SPECTER looks out over the town.  An AGENT stands nearby.

SPECTRE



Dispatch a team.  I want the crash site secured.  Standard



containment protocols.

The AGENT nods an affirmation and leaves.
TUTORIAL

EXT. TOWN – PLAYGROUND – DAY


The player finds him/herself in the playground moments after the crash.  With the alien’s abilities now available, the once familiar playground takes on a whole new light.  Joel and his alien can use telekinesis to toss basketballs into hoops.  Maddy and her alien can uproot trees from the park and throw them incredible distances.  Both aliens can help their human partners reach out of the way places.  Joel’s alien can levitate him and float him up to the top of the jungle gym.  Maddy’s alien can toss her with pinpoint accuracy up into a tree to reach a Frisbee lodged in the branches.  


After the player has experimented with the entire tutorial, a cut scene explains that the aliens might be able to repair their ship if they had the right part.  If the player doesn’t want to finish the tutorial, they may simply walk out of the playground to advance the story.

STORY MISSIONS

JUNKYARD 

EXT. TOWN/JUNKYARD – DAY

After leaving the playground, the aliens inform Joel and Maddy that the junkyard they saw as they flew over the town before the crash might have the right components to fix their ship.  Running across town, the player sees that the junkyard is actually heavily guarded and they’ll have to use their newfound friend’s abilities to get it.  

Manager McManus and his guard dogs constantly patrol the junkyard.  The dogs patrol the outer most areas of garbage, while McManus personally oversees the inner areas of debris where you will find remnants from failed UFO Tech experiments.  The player will have to avoid guard dogs and falling debris as they make their way to the center of the junkyard.  There, they will have to get their hands on a piece of UFO Tech machinery and then get back out of the junkyard.  If they are caught, McManus kicks them out and the player will have to start all over again.  This mission will provide a good, all-around work out for the basic powers demonstrated in the playground tutorial.

Once the player gets their hands on the piece of machinery and high tail it back to the playground, they find that the space ship has been removed and the playground has been restored to it’s former glory.  

INTRODUCTION TO JOEL’S/MADDY’S HOME


With no leads as to the whereabouts of the space ship, the player decides to head home.  The player can optionally explore the town as much as they want, but before more the story missions can begin, they will need to head back to their house.  


Once home, the player goes to their room where they will be able to save, review previous story cinematics, and play video games.  Every time the player goes home to save, the clock moves forward to the next morning.  Once the player makes the initial stop at their house, the game missions will open up into their predominantly non-linear sequence.

INTODUCTION TO SCHOOL/KEVIN AND HIS CRONIES

INT. SCHOOL – DAY


Upon setting foot inside the school for the first time, the player is immediately spotted by Kevin, the bully, and his pair of toadies.  The player then has to make a hasty escape in order to avoid a fight.  The player takes off running through the halls, ducking under open lockers, jumping over kids bending down to tie their shoes, etc.  It’s an obstacle course and each obstacle passed puts more and more distance between the player and a black eye.  If the player makes is far enough, the bell rings in time to save them.  If not, then they wind up with a black eye for the rest of the day.

KYLE’S MESOZOIC EMPORIUM - INTRODUCTION

EXT. STRIPMALL – KYLE’S MESOZOIC EMPORIUM


As the player reaches the stripmall, they see Kyle handing out flyers clad in his dinosaur suit.  Unseen, the evil alien peers from above the store, seeing the player approaching.  It looks down at Kyle and sees an opportunity.  


As the player gets closer, Kyle suddenly turns to face him/her.  He begins to scream that he is not in control of the suit.  The alien hops out of the player’s backpack to defend its new friend.

KYLE’S MESOZOIC EMPORIUM – DINO FIGHT

EXT. STRIPMALL – KYLE’S MESOZOIC EMPORIUM


Kyle continues to scream for help as his suit seems to come alive and take on the characteristics of a real dinosaur.  It roars and stamps the ground with its powerful legs.  The player has to somehow contain the dinosaur and stay alive.


Kyle has several attacks:

· Charge: The dinosaur will lower it’s head and run at the player, attempting to smash into them with it’s head

· Bite: If the player gets too close, the dinosaur will attempt to snap at the player with it’s jaws

· Tail snap: The dinosaur will find nearby objects like trash cans, mail boxes, lamp posts, etc. and will use it’s tail to send them flying at the player

The player must subdue the dinosaur by tossing the objects thrown at them back

at the dinosaur.  After several successful hits, the evil alien relinquishes its hold over Kyle’s suit and slinks away, temporarily defeated.  Kyle thanks you and offers you a small job putting up flyers for his store around town.  (See side missions for more info.)


ACT TWO – The game is now afoot and Joel and Maddy must stay one step ahead of Spectre’s efforts to capture the aliens.  We also meet some new friends and learn more about this strange little town.

STORY MISSIONS

PAPRAZZI AND SUPERMARKET ESCAPE

EXT. TOWN/SUPERMARKET/TOY STORE – DAY


The UFO Tech agents have begun scouring the town in search of the player’s aliens.  Randomly, while the player is using their alien in a non-mission oriented capacity near the strip mall, a UFO Tech agent will snap a picture of the player with their digital camera.  The player then has to get the camera back but without causing a public spectacle.  Thankfully, the agent has a very needy boss who keeps constantly calling him to run small errands on the way back to headquarters.  So while the agent is fetching coffee, the player has a chance to grab the camera and run off before the agent can chase them down.  The agent will get three phone calls and will provide the player three chances to take advantage of his ineptitude.  


Once the player gets the camera they have to then outrun the agent.  The alien suggests you head towards the grocery store in an attempt to loose the agent.  Once inside the store, you can begin tossing objects from the shelves to divert the agent.  Once the player makes their way to a ladder on the other end of the store, they can escape into the air vents.  Once inside the vents, they will have to move very quietly in order to keep the agent from discovering where they are.  When the player reaches the end of the vents, they come out into the toy store located next to the supermarket.  

If the player does not manage to get the camera, the agent presence around down will double and it will become harder for the player to just randomly use the alien’s powers.  Good thing it was a pretty bad picture, otherwise you would have agents swarming your house.

KEVIN – ROUND TWO

EXT. TOWN - DAY


Running through town, the player runs into Kevin and his cronies once more.  This time, his right hand is sheathed in his brand new Gameatron Glove.  Kevin lords his new toy over his cronies and attempts to do the same to the player.  Naturally, the player just doesn’t care, which infuriates Kevin.  


Meanwhile, the evil alien watches from nearby and sees another opportunity.  It sneaks up and leaps into Kevin’s glove.  As Kevin gets madder and madder, trashcans and other nearby debris begin to rise around him.  Kevin brings his glove up to his face and begins to jam on the controls.  


The player has to defend them self from the initial onslaught.  Kevin closes in the area in which the fight is taking place by blocking the exits with trash.  With no choice but to stay and fight, the player has to fight back.  However, Kevin is using his newfound powers to keep the player from interacting with the environment.  Kevin locks every garbage can, mailbox, and lamppost down.  The only way to fight back is to toss the objects back at Kevin as he tosses them at the player.  


After doing enough damage to Kevin, the evil alien abandons Kevin and his is subsequently left powerless.  Frightened by the player’s display of abilities, he runs away in fear.

INTRODUCTION TO THE UNDERGROUND


As the player explores the town, they may notice a small gray alien lurking near some corners and hiding near the player.  If the player tries to follow it, it will lead them on a small chase until the player reaches a manhole.  The player can then open it up using their alien’s abilities and head down to explore.


Once underground, the player sees the alien taking off around the corner and follows.  Then they turn the corner and come upon the underground shantytown that the refugee aliens have set up.  Frozen in shock, George walks up to the player and introduces himself as the unofficial mayor of this little community.  George explains that they are a group of aliens who have been displaced by the efforts of UFO Tech who stole their ships.  At this point, if the player hasn’t put it together, it should be more than obvious that UFO Tech stole the space ship from the playground back at the beginning of the game.  
ENTER: THE MAD SCIENTIST

EXT. TOWN/MAD SCIENTIST’S LAB – DAY


Running around the town, the player sees various signs for HELP WANTED posted on telephone poles.   Responding to an ad that says, "Assistant Needed for Groundbreaking Scientific Achievement," the player heads into the ritzier part of town to the Mad Scientist's mansion.   Upon meeting the Mad Scientist, he sends you out to fetch a pair of AAA batteries.   He laments that everyone has the AA's but when he needs them most, he can't find a pair of the smaller batteries.   You are then sent back out into the town to procure the items.   You have the option of stealing them or taking on another job to earn the cash to pay for them.



If you decide to steal them, you will have to sneak into the grocery store and sneak back out without being caught by the clerks.   If you do manage to get away with the batteries then you're home free.   If you get caught, then you're banned from the store for a while.   If you happen to choose to buy the batteries, then you'll have to use your money or earn the money you'll need.  


Once you've gotten your hands on the batteries, then you need to bring them back to the Mad Scientist.   When you hand them over, he puts the batteries into a small remote control, turns and aims it at a large capsule in the middle of his laboratory.   He hits the button, the capsule opens, and out steps the Super Soldier.   Built on a commission from the government, the Mad Scientist constructed the Super Soldier to be the ultimate answer on the field of battle to the paranormal "threat."   However, being that it was build by a mad scientist, it goes completely berserk and escapes from the lab.   Now it's up to the player to stop the Super Soldier before he hurts anyone.


At first, the Super Soldier is able to run fast enough to stay ahead of you.   However, as it runs it grabs nearby cars and people and tosses them at you to slow you down.   You'll have to dodge the cars while saving the people.   Once you reach the center of town, the Super Soldier stops and turns to fight the player head on.   He leaps and lunges in an attempt to ensnare you.   He doesn't know his own strength though (he is only a few minutes old), and starts to knock down the lampposts around the street.   The exposed lines from the lampposts crackle with electricity.  Now, you can use cars, mailboxes and other objects from the street to send the Super Soldier into exposed lines.   Once you've managed to do this three times, the Super Soldier is knocked unconscious.   The Mad Scientist comes to collect his experiment, muttering something about "a few bugs to work out."  

Alternate Storyline: Once the player reaches a certain point in the main narrative, the Super Soldier breaks free and starts on his rampage.   The player then proceeds with the mission as stated above.

KEVIN – ROUND THREE

EXT. SCHOOL – DAY


Coming up on the schoolyard, the player sees several kids running away from the playground in fear.  Kevin and his cronies have recruited a small army of other children to assist them in holding down the playground with a massive supply of water balloons.  They have arranged themselves in different squads placed around Kevin and his two cronies perched atop the slide with a massive basket of balloons.   


Kevin spies the player and orders everyone to open fire on them.  The player then needs to move from cover to cover (benches, playground equipment, etc), tossing water balloons back at the enemy children using their alien.  As the player moves from squad to squad, they get ever closer to Kevin.  The squads get harder and harder to fight through until you finally reach Kevin.  


Kevin and his cronies all start throwing balloons at the player.  The player must toss a balloon at Kevin and then both his cronies in order to temporarily stun them.  Then they have to use their alien’s powers to shake them from the slide.  


Once again angry that the player has gotten the best of him, Kevin runs off to annoy another day.
CO-OP ADVENTURE


George informs the player that Spectre uses the town as a transmitter to attract aliens to Earth.  UFO Tech HQ is the focal point of the transmission, but it is powered by three different power conduits around the town.  A shut down at any one of the conduits would be enough to disable the signal.  Deciding that Spectre has already done enough harm to the extraterrestrials, Joel and Maddy decide to take out a conduit.


This will require the talents of both children.  Maddy’s bear can lift the power conduit but can’t walk too far before the weight of it knocks it over.  Joel’s alien can use it’s powers to steady the power conduit, thus enabling the kids to move it.  They need to get the conduit to the river where they can dispose of it properly.  


Between the children and the river, however, is a mass of agents.  Periodically, the players will have to put the conduit down to fight ever increasing swarms of agents.  Once the children reach the river and toss the conduit in, their secret is out.  The children are forced underground by the sheer volume of agents patrolling the streets of town.

REVISTING THE UNDERGROUND


The player has to make it from where they entered the sewers to the shantytown.  As the player makes a run for it, agents drop in from the streets above.  As the player makes it to the shanty town, George informs the kids that Spectre has every agent out on the streets looking for them.  Beyond that, he has activated the chips installed in the brains of every UFO Tech employee and is using them in the search, too.  


George thinks he can knock out the signal to the chip if there’s a suitable distraction that gives him time to work.  

ACT THREE – All hell breaks loose.  Hopefully our heroes can make it out with the town, and themselves, in one piece.

THE FINAL BATTLE - BEGINNING

EXT. TOWN – HOUSING DEVELOPMENT – NIGHT


With no other options left, Spectre activates the control chips in the heads of all his employees.  Suddenly, every adult Joel and Maddy know are looking for them.  The entire town is now full of people looking for the kids.  Joel and Maddy now have to sneak their way across town to the UFO Tech headquarters to face Spectre.  When the player reaches the schoolyard an experimental UFO Tech hovercraft surprises them.

THE FINAL BATTLE – HOVERCRAFT MID-BOSS 1

EXT. TOWN – SCHOOLYARD – NIGHT


The hovercraft is an experiment in combining alien technology with conventional Earth-based military craft.  The hovercraft has four main attacks:

· It will transform into a spiked ball and fly randomly, attempting to impale the player

· It will shoot lasers attempting to fry the player

· It will launch missiles that home in on the player

· Most powerful attack: It will shoot a giant laser from its base. The blast will kick up debris, which the player can utilize against his/her foe.

After over coming the hovercraft, the player must continue to sneak their way across town.   After the schoolyard, the UFO Tech agents join the townsfolk that are searching for the kids.  Once the player makes it past the search parties, they reach the front steps of the UFO Tech headquarters.

THE FINAL BATTLE – UFO TECH HQ

EXT./INT. TOWN – UFO TECH HQ – NIGHT


Upon entering the building, the player is greeted by UFO Tech’s advanced agents who are wearing protective body armor and carry stun guns.  Now the player must figure out a way through the agents in order to reach the CEO.  The player can either attempt a frontal assault, going toe-to-toe with the agents in combat or attempt to sneak past the agents using an indirect route to the top floor and carefully avoiding detection.  The building has many paths to the top floor:

· Elevator (very obvious)

· Stairwells (less obvious)

· Air ducts (very stealthy)

THE FINAL BATTLE – TOP FLOOR

INT.  UFO TECH HQ – TOP FLOOR – NIGHT


Once the player reaches the top floor, nothing stands between them and the CEO.  Just as the player opens the door, out of a nearby closet tumble a teddy bear and a stuffed alien similar to Joel’s.  The third alien then floats out of the closet.  It jumps into the teddy bear and the fight is on.

THE FINAL BATTLE – ALIEN FIGHT MID BOSS 2

INT. UFO TECH HQ – TOP FLOOR - NIGHT


The teddy bear has all the powers that Maddy’s bear has.  It’s super strong, it can make itself grow larger, and it can use its claws for offense.  The fight causes the building to shake and become unstable.  Pieces of ceiling and wall crumble and become weapons for the player.  When the player manages to score a few hits on the evil alien, it leaps from the teddy bear and into the stuffed alien and then has all the powers of Joel’s alien.  The battle continues back and forth until the player manages to subdue the evil alien, at which point it limps into the CEO’s office.

THE FINAL BATTLE – NOT SO FAST

INT. UFO TECH HQ – CEO’S OFFICE – NIGHT


Spectre sits behind his desk, waiting for the player to arrive.  The evil alien limps up next to him.  Spectre warns the player that any further fisticuffs would result in the building coming down around them, which would be really bad since all of the townsfolk followed the player to the building.  The player turns to run back out the office doors, but it greeted by a small army of agents.  The player has no choice but to submit to the CEO’s will.

THE FINAL BATTLE – THE TRUE VILLAIN REVEALED

INT. UFO TECH HQ – LABORATORY – NIGHT


Now inside the lab, the player sees the space ship that brought the aliens to Earth is now plugged into the middle of a massive communications center.  All Spectre needs is for the aliens to power up the ship so that they can use it’s onboard computer systems to run the machine.  Like any good villain, now would be the opportune time to tell everyone about his plan and so he does (he’s been keeping it a secret for so long he just has to tell someone).  


Spectre isn’t in control of his action.  When he originally built the beacon to contact alien life forms, the first alien to touch down was the evil alien’s partner.  It leaped into Spectre’s signet ring and took control of him, using his vast resources to begin a plan of global domination.  Why would he want to take over the Earth, though?  Simple: real estate.  The Earth is centrally located at what will be hub of several interstellar transit routes.  When the time comes for the Galactic Transit Authority to negotiate a price for the space that the Earth occupies, this alien wants to be the only one on the receiving end.  If they can’t agree on a price, then the GTA would simply find another route and leave the Earth alone.  Once the alien negotiates a price, the Earth will be relocated to make room.  He also called dibs on Mars and Venus.


Spectre makes the player send their alien into the ship in order to start it.  At that moment, George contacts the player on their walkie-talkie and tells them that he has shut down the chips and that the townsfolk are heading back to town.  The player then has their alien start the space ship and take off.  As the UFO Tech HQ begins to crumble around everyone, the evil aliens make a dash for their own ship.  The aliens leave Spectre alone to die in the building.  The player grabs onto Spectre and has the alien pull the both of them up into the space ship.  

THE FINAL BATTLE – THE FINAL BATTLE

EXT. TOWN – NIGHT


Out of the wreckage of the UFO Tech HQ, with agents running for their lives, rise two space ships.  At first, the evil alien’s ship seems to want to run away, but it quickly turns around to engage in a dogfight with the player’s ship. 


At first, the evil aliens seem only interested in fighting the player, but soon they turn their anger on the townsfolk and begin firing wildly onto the streets.  The player has to take them down before they cause too much harm.  


Once they are finally subdued, their ship crash-lands in the playground where our entire story started.  The aliens are very weakened from the crash, and so are easily places in a stasis field by the player’s alien.  Spectre has come to and is appalled at what has happened to his town and his company.  His is forever in the player’s debt.  The bad guys are locked up and the world is saved. 

SIDE MISSIONS

PAPER ROUTE


As an easy way for the player to earn some extra money for items they can run a paper route.  They will have a set time limit and route to follow.  Seems that the kid’s boss is a real jerk and sets impossible standards for his paper deliverers.  Luckily, the player has an alien at their disposal to help get things done faster.  


These missions would help the player get to know the different areas of town as they follow the various paper routes.

KYLE’S MESOZOIC EMPORIUM FLYERS


After saving Kyle from the evil alien, he offers you a job placing flyers around the town advertising his store.  Once you’ve placed the 25 flyers in their designated places around town, Kyle will reward you with some money.

THE CAT LADY


Running around town between various missions, the player may notice a "meow" every now and then from a nearby tree or rooftop.   It seems that Mrs. Spectre, the local cat lady, has lost all of her cats and is offering a reward for each one found.   As you find them, you'll be able to return to Mrs. Spectre’s home and get your reward at your leisure.  This will be a simple way for the player to earn cash needed for certain missions and purchasing items.  


The cats are spread around the town in various hard to reach locations.   Certain cats will be easier to reach (just up in a tree) than others (on a roof that you can only get to by getting on an adjacent roof, leaping into a nearby tree, and then landing on the target roof). The cats should be spread across the town, from one end of map to the other.   They should be divided up according to difficulty.   If there are 50 cats, there are 25 easy, 15 medium, and 10 hard locations
MADDY EXPOSES THE TRUTH


Since Maddy wants to show everyone that the weird things that happen around town really do happen and are not just things she makes up, she could possibly run around showing a certain number of people evidence of aliens, monsters, etc.  It could be a photograph, a piece of alien technology, just something that she can show people to awaken them to the truth.  This side quest to the main narrative would really help elaborate on Maddy’s character and her motivation.

JOEL GOES EXPLORING


Joel wants to see all the weird and strange things there are to see in this new world he never knew existed.  He could search out certain people, places, and things that aren’t normally visible on the map but that his alien allows him to see.  He could run around the map attempting to find as many secrets as possible.  As he finds more things and broadens his scope of the world, the alien’s (and thus Joel’s) abilities could expand.  This side quest would also help to expand on Joel’s character and his motivation.

EPILOGUE

POSSIBLE ENDINGS

HAPPY ENDING 1


Spectre invites the underground aliens to come and make their home in his town, since their ships were all damaged in the collapse of the UFO Tech HQ.  It was always his intention to attempt a peaceful union with the otherworldly visitors.  Now, aliens and human live side by side in harmony.  Weirville becomes an official intergalactic tourist spot.  Joel and Maddy become integral members of Spectre’s Extra Terrestrial Outreach Program.   

MULTIPLAYER

“Body” Snatchers – Playing as an alien from the same race as our hero/villain aliens, the player possesses the ability to leap into different objects around the map and gain different offensive/defensive powers depending on the object.  Not only would certain objects have different powers associated with them, but they would also have different damage resistances.  When the player’s object is destroyed, they are forced to seek out another object to inhabit since they are powerless in their regular form.  


This form of gameplay could be used in any number of traditional multiplayer games such as deathmatch, capture the flag, king of the hill, etc.  Knowing which object to jump into for a given situation would make the game much more strategy based than your typical FPS multiplayer game.

