Star Trek: RPG
Request for Proposal

ZeniMax Media Inc.

March 21, 2007

Confidential

Subject to Change

Territories  

Worldwide

Release Date  

Nov 2009. Proposed schedule following.

Platforms  

PS3 (lead), Xbox 360, PC 

Goal  
The definitive Star Trek gaming experience. A character driven adventure that encompasses all the key elements of the Star Trek Universe.  

Budget
TBD  - See feature set for discussion points / budget itemization during proposal process. Budget is not to exceed X.
Basic Product Specification  
The grand Star Trek adventure/rpg game. Players get to explore the final frontier, engaging aliens in both diplomacy and combat. Players become the captain of their own ship and lead their crew into the unknown. 

Playing the game should feel like watching an entire season of the television series and contain all of the elements that people associate with Star Trek.   
Two existing games that should be used for reference are Star Trek: Judgment Rites and Star Wars: Knights of the Old Republic. 

· Strong Presentation

· Strong Story

· Strong Adventure 
· Light RPG 

· Light Action
· Large Scale 

· Exploration
· Diplomacy

· Combat

· (PC) Windows Vista ready

· (PC) Games for Windows compliant

Feature Set

· Strong Presentation

· Character models

· Facial animation

· Ship models 

· Environments both ground and space

· Use of audio assets

· Strong Story

· Memorable characters

· Solid story telling techniques
· Science fiction elements
· Morality 
· Professional writing

· Strong Adventure 
· Exploration, beam down to planets

· Light puzzle solving

· Diplomacy 

· Light RPG

· Character progression

· Simple stats 
· Light Action

· Space combat

· Ground combat

· Large Scale
· A large galaxy to explore

· Alien worlds to discover

· A sense of vastness, wonder and danger
· Giant starships

Developer Requirements
· Developer must be fully authorized and licensed by respective platform holders to develop on PS3 and Xbox 360.
· Game must be built to applicable competitive technical and mechanical standards, per platform.
· Strong character animation and storytelling ability. 
· All milestones, features and implementation/execution are subject to approval by Bethesda and Paramount/CBS.

License Requirements
· Builds for regular review with Licensor – all character/likeness and story design changes will need prior approval.

· Content must receive from the ESRB no greater than a T rating and equivalent ratings elsewhere within the territory.
· Cannot engage subcontractors without prior written approval by licensor.

Key Milestones

· April 20, 2007


Proposal Due Date

· April 30, 2007


Desired LOI/Contract Execution Date

· June 1, 2007
SCEA/SCEE/Microsoft/CBS Approval package  

· Game Design Document

· Technical Design Document

· Complete SCEA/SCEE Stage One documentation – per requirements. 

· Completed Xbox 360 concept submission form

· July 4, 2007
Deadline for SCEA/SCEE/MSFT/CBS concept approval (product codes or stage approvals)  

· October 5, 2007


Technical Demo
· One character in one ground environment running in real time and able to rotate the camera view. 
· One ship in space running in real time and able to rotate the camera view
· December 5, 2007


First Playable 

· A complete vertical slice that demonstrates key game play mechanics and technology for both the Space Exploration and Ground Adventure modes. Art and audio may be temporary.

· May 1, 2009

Pre Alpha
· SCEA/SCEE Stage 2 Submission

· A playable build of the game representing around 50% of the development. This should include three or more levels that demonstrate key game play mechanics for all modes. Art and audio may be temporary, but should a representative of final content.

· June 5, 2009


Alpha
· A playable build of the game representing 100% of the content, game play mechanics and modes of play. Art and audio should be 80% complete or better and representative of planned final quality.

· Aug 3, 2009

Beta
· SCEA/SCEE Pre-tech and Microsoft Pre-cert 

· A playable build of the game representing 100% of the content, game play mechanics and modes of play. The game should be playable from start to finish. Art and audio should be representative of final quality.

· Sept 4, 2009

Gold Master
· Final Submission to SCEA/SCEE and Microsoft.
· Oct 16, 2009

Release to Manufacture (RTM)
· Approval from SCEA / SCEE and Microsoft.

Proposal Requirements

If interested, please respond no later than April 20, 2007. 

The following information should be included in the proposal:

· Executive Summary containing a brief description of your design approach
· Company and proposed team profiles
· A description of your development process
· Asset delivery methods
· Quality control
· Proposed cost and payment details – with respective staffing plan and milestone delivery dates.

· Breakdown by personnel by position, and time on project (example provided)
· Man month totals

· Any outsourced work/contractors, software licenses or hardware needs to be purchased by publisher.

Contact Info
Please direct proposals or questions to:

Todd Vaughn

VP of Development

Bethesda Softworks

1370 Piccard Drive, Suite 120

Rockville MD 20850

301-354-4262

Email (preferred): tvaughn@bethsoft.com






