The Fusion Game
A brief analysis

Preface
This document reports the progress of a project first outlined in a discussion thread on:
http://focusfusion.org/index.php/forums/viewthread/520/
The document itself will be updated as the projects advances to its completion. Its standard location is:
http://www.paolomanna.com/public/FusionAnalysis.rtf

Overview
A first document outlining the general game overview is available at.
http://www.paolomanna.com/public/Fusion.pdf
The purpose of the game is the approximate simulation of different technologies to exploit nuclear energy, with a preference for fusion. Simulations ARE NOT scientifically accurate, but will try to be within the scope of the game itself.

Name
A poll has been set up at:
http://www.paolomanna.com/
with the names suggested in the forum: the game will take the one that will receive the higher number of votes.

Target
The main objective of the game is to raise awareness of the technologies that are being developed to harness nuclear energy without the drawbacks of the past. This is by no means a simple task, however it's important that the game stays within the limits of the knowledge of the general public.

Simulations
For the first release, a limited number of simulations (4-5) is expected, chosen among the ones with the most promising outlook. For each technology, there'll be a card (outlined below) that will be translated to the in-game behaviour. Furthermore, a specific information & history card is needed for the "educational" part, and specific graphics that mimics the actual working of the simulation and will be driven by the game engine.

Scoring
The score of each player will be related to the output power produced by the simulation in relation to the amount of money spent to build and run the device. This will push the player to get an energy production as cheap and efficient as possible. An online leaderboard is required, that will collect high scores and, perhaps, push in-game rewards to the winners.
The player can also advance his/her level according to a the power produced, allowing the progress of the plant if so desired.

Technology Card
Each reactor will have a card to fill that defines its behaviour: a sample is available at:
http://www.paolomanna.com/public/Fusion.xls
The card reports the general data of the technology, the input parameters that the player can change to influence the power production (the number of 3 makes the game not so difficult but challenging nonetheless), a parameter called the "Instability Factor" that represents the risk that something could go wrong in either way (i.e. a runaway meltdown or a failed ignition) that the player will try to counteract, and the parameters related to fuel consumption.
Further on, there are the parameters related to the fuel itself: player has a fuel reserve (that will depend from the installed components), and must plan the fuel flow, as it can't get new fuel before it's ready, and can't order new before the old has been treated.
The heart of the simulation will be the output power formula, that will operate on a number of parameters, either visible to the user (the ones he can change directly) or "hidden" and influenced by the plant structure itself.
Last, there are the components of the plant, available per-level: they can influence one parameter of the formula (either visible or not): the player can choose to install one or the other in order to achieve better efficiency, more output power, more stability, etc.
The game structure ensures that the balance is the winning strategy, overlooking one aspect will penalize the others and, ultimately, the global score.
Compiling a fair balanced card is far from being trivial: there'll be a phase of trials that should ensure that the technologies are represented with all their strengths and weaknesses.

Team members
Coding:		Paolo Manna (a.k.a. Epimenide) - iPhone / iPad
			??? - other platforms (Flash ?)
Physics:		???
Research:	???
Graphics:		???


Intellectual Property Rights
Everything that has been discussed on the forum is a copyright of Focusfusion.org: however, should the project proceed, most of it will happen outside that forum. Thus, the problem of who owns the copyright on the work (and parts of it) arises: the areas that should be protected are:
Name (with trademark)
Code
Graphics & Content

Funding and Revenue
Initially, at least, it's very possible that volunteer work could cover the development: should the project be completed, to help it succeed on the market there are areas that involve some funding, particularly trademark and some form of advertising. Advertising (as in-game ads) can also help starting the cycle that will help the game in growing (with new releases) and spreading as much as possible. Should the volunteer work fail to achieve a quality high enough for the market expectations, a revenue sharing model could also be pursued.
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