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1. Game Mechanics 
A. Overview

Bruiseball is a multiplayer game where teamwork is emphasized.  On the surface it is a standard first-person shooter and “capture the flag” user environment.  The ball will spawn in the center of the field.  The objective of each team is to acquire the ball and run it to their respective end zones for points.  As elements of challenge, opposing players can shoot and attempt to kill the player with the ball as well as the other opposing team members. There will be many guns at the player’s disposal with which to dispatch a player such as a dynamite, machine gun or grenade launcher.  Ammo packs will be littered throughout the field.  Hilly terrain and other obstacles make traversing the field difficult. The game will be terminated after a team gains 5 points and will cycle to the next map.  

B.  Camera Position

The player will be able to toggle between a third and first person camera view of their character.  See the section C 2; Key Images, to see the camera views.

C.  User Interface Design

1.   User Interface Description 

· The title screen will be simple “game-themed” artwork with three buttons.  One will begin a game.  One will allow the user to host or join a game on a LAN.  The other will exit the game.

· The in-game mechanics will use the standard first-person shooter & “capture the flag” user environment.  The player can jump, move forward, backward, left or right, and can fire a variety of weapons which can be toggled with the number key or mouse scroll button.

2.  Key Screen Images 
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This image is the title screen.

This screenshot is the orc character in 3rd person view with the ball on screen.  Health bar is in red in the lower left.  Scores for each team are located in the upper right and left corner.  Gun choices are in the yellow boxes lower left.  The lower right chat box denotes game happenings; who joined the game, scoring.
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This is image shows the character in 1st person view.  The goal post for this particular level, “Bruiseball Stadium”, is also showed. 
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D.  Replaying and Saving
This game will be similar to a live action football game so no replaying or saving will be allowed.

E.  Control Summary


1.  Basic Summary  

Title Screen:

· A clickable button for beginning a game

· A clickable button for joining a LAN game

· A clickable button for exiting the game

In-game:

· m:  to join blue team or red team

· w:  move player forward

· s:  move player backward

· a:  move player left

· d:  move player right

· space bar:  jump

· tab:  switch from first-person to third person view.

· left mouse click:  fire weapon

· 1:  weapon 1

· 2:  weapon 2

· 3:  weapon 3

· 4:  weapon 4

· mouse scroll button: cycles through all four weapons

· esc:  a menu is brought up that offers to quit game

The user can step over health packs to regenerate health and ammo packs to refill ammunition.  The same applies to acquiring the ball.

2.  State transition diagram
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F. Game Play Details  

1.  General in-game actions:

· The player can step over health packs to regenerate health and ammo packs to refill ammunition.  

· Acquisition of the ball can occur simply by walking “through” it and the character will appear to transform into the ball.  

· If a player reaches the goal area with the ball in his possession, a score counter at the top of the screen will increment, red score on the left blue on the right, and the ball will respawn at the center of the field.

· If a player is killed with the ball in his possession, the ball is dropped immediately to where the player was standing, a death animation occurs, and the player will respawn at a different location seconds later.

· The game will terminate when a team reaches 5 points and then the next map will be selected.

· A health bar and ammo bar is available for each player.  When health reaches zero, the player dies, the “death” animation takes place, and the player is respawned.  If ammo reaches zero, a weapon can no longer be fired.

2.  Use Cases
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a. While in “Main”:

· Start a 1 player game (pointless)

· Join or host a LAN server

· Quit the game

b. Once the user is “in Game”:

· Join red team or join blue team

· Move player around the level, jump, and fire weapon
· Exit the game
Please review section 1, E, 1; Basic Control Summary to review the above actions in detail. 

G.  Cut Scenes

This game will not include cut scenes.

H. Storytelling

The game has three levels.  Each level has no story difference.  The player may consider each game an exhibition game of Bruiseball.  

I.  Level Summary

Please view appendix A, B and C for additional level information.

2. Artificial Intelligence / Multiplayer Overview

Since this is a multiplayer game with very little AI, we will discuss many of the artificial intelligence items in terms of the multiplayer feature in our game.

A. Opponent AI

Being a multiplayer only game, opponents are all other human players. See section 3 for more details about the multiplayer feature of this game.

B. Player Detection

Each player has a name above their head.  This is the only way to tell which team a user is on.  The player must prevent other users from obtaining the ball and scoring to win.

C. Motion

Characters are controlled by human players. See section 1.E.1 for details about controls.

D. Path Finding

Players that don’t have the ball should move towards the ball location, which is visible from almost anywhere in the field. A player should move towards the goal located at the end of the field if he has the ball.

E. Actions

· From the title screen join a server and find or host a game

· Use the m key to select red team or blue team

· Use the mouse scroll key or the keys 1, 2, 3, 4 to select a weapon

· The user must it’s team to score points by obtaining the ball and bringing it to the goal area

· Once a team scores five points the next level will be selected

· Select a team and start the game again

F. Special Actions

Each player on a team can come up with their own special actions!  A team can strategize or coordinate in a game to overcome the other team and score the most points to win!  Use obstacles to hide and snipe other users.  Switch weapons for different situations.  Take different routes to the goal area to avoid detection.  The possibilities are endless.

G. Combat and Health

Ammo and health packs will litter each field.  To avoid losing control of the ball or dying the player must use reactive items to re-supply and keep a character at full strength.  See section 3 A for reactive item screenshots.

H. Non-player Characters

All characters in this game represent individual players. There will not be any non-player characters.

I. Puzzles and Traps

Obstacles are setup to prevent the player from proceeding through the field. The opposite team will try to setup traps by positioning their players in strategic locations to prevent you from reaching their goal or from blocking them to advance to your goal.

Game Elements

A.  Reactive Items 
      There are three main types of reactive items:

· Health packs:  Player collects them to regain health.
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· Ammo packs:  Player collects them to refill ammo of various weapons.
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· The ball:  Player runs over it and transforms into the ball.
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B.  Character Bible

The characters in this game are nameless, faceless prison inmates.  There are either those on the blue team or those on the red team.  Each character is an orc and the name of the user will appear above it to help identify which team it is on.  All the player needs to know is that if his team doesn't win, he'll be riding the lightening by dawn.

Story Overview


A.  Storyboard  
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  Orc player moves towards the ball
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Orc player with the ball moves towards correct goal.  When points reach 5 for 1 team the game advances to a new level.
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Player must avoid being shot in the process of scoring!

B. Background Plot and Summary

Football:  America's roughest, toughest past time.  A hundred yards of blood, sweat and pain to bring a ball down to the end of a grassy field.  It's dirty, it's gritty, it’s violent and a perfect perversion of mankind.  Mankind, however, evolved.  Eventually, friendly games of “bring the dead animal skin to the end zone” just weren't enough.  Tougher challenges were needed as the athletes exceeded the expectations of human fitness.  Also, man's thirst for violence was insatiable.  The year is now 2258.  Football has evolved into a game of “kill or be killed” where convicts play for their lives and simultaneously bring entertainment to millions of masses.  This is heart-pounding.  This is bloodshed.  This is Bruiseball.

Game Progression


A.  Setting

The game looks similar to arena football.  There are three different levels for change in setting.  There is a grassy, hilly setting, a desert setting, and a snow setting.  Each level has different obstacles and landscapes to make playing Bruiseball more fun and difficult!  Health packs and ammo packages will litter each level for the player to resupply.

B. Introduction

Bruiseball is a football-style game in the tradition of Quake 3:  Gridiron and Unreal Tournament 2004:  Bombing Run.  It is similar to capture the flag in many respects.  The difference is there one ball that each team will try to acquire and run to their respective goal areas for points.  The opposing team can shoot the player with the ball and try to kill him before he reaches the goal.  Health packs will be available to regenerate health but in the event that the player with the ball dies, the ball is dropped and able to be picked up by another player.  The game will run to one team reaches five points and will then advance to a new setting.

C. Flowchart
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D.  Level and Scene Details


Each of the three levels will have appropriately related terrain and obstacles.  It is important to make visibility difficult and give many places to hide to allow for fun game play with the weapons available.  For a more detailed summary of each level please see Appendix A, B, and C.   

Lessons Learned



See Appendix D.
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Appendix A

Level Concept – <Bruiseball Stadium>

1 Notes

12/04/07 – Created document (RP)

2 Location

2.1 Geographic Location

Earth, Aztec-looking architecture.  Warm climate.

2.2 Time of Day

Middle of the day

2.3 Current Weather

Bright, some clouds

2.4  Architecture or Terrain Style

Stone walls, ground consists of grassy/sandy/muddy areas.

2.5 Visual Reference

Think a typical tropical island.

3 Player

a. Player Start Location

Red players start at the north end, blue players start at the south end.

b. Player Inventory

Player only has their starting gun.

c. Briefing/Starting Information

You’re playing a game in Bruiseball Stadium, the stadium typically reserved for tournament matches.  It features a field that mimics football stadiums of old (except you’ll be able to hide from bullets here).

d. Reasons For Being There

You’re a convict playing the world’s bloodiest sport.

4 Objectives

This section contains vital information about that the player needs to know to win the mission or finish the level successfully.

1. Main/Primary Objectives

Be the first team to score 5 points.

2. Secondary Objectives

Stop the other team from scoring.

3. Bonus Objectives

None.

4. Hidden Objectives

None.

5 Challenge Highlights

a. Combat Encounters

You will encounter members of the other team that will try to kill you.  Shoot fast and accurately to drop them in their tracks.

b. Stealth Encounters

You can use some of the structures on the field to catch an opponent by surprise.  Each end of the stadium allows the player to get up on the first wall to run across to the other side.  They may have the high ground, but they have zero cover while being up here.

c. Puzzles

None.

d. Conversations

What do you think two teams about to kill each other would say?

e. Boss Battles

No bosses here.

6 Wow Factor 

What are the memorable moments (not represented in the section above) that will stick with the player?

a. Stadium Area

The player will notice the detailed stone structures around the field, and the trees surrounding the stadium.  The stadium almost looks serene, which is a stark contrast to what is actually happening inside.

7 Map Description

7.1 Stadium:

The stadium is the most open Bruiseball field, forcing players to rely on teamwork, and skill to move the ball down the field.  While there are some structures here to provide cover, they will not allow you to move down the field unscathed.  The hill in the middle of the field will prevent players from shooting others directly on the other side, along with the stone structures that are placed around the field to allow the runner to block attackers.

The map is relatively small, so this is geared towards smaller arena matches, like 3 vs. 3 or 4 vs. 4 tops.

Sketches and Additional Reference
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Appendix B

Level Concept – <Calamity>

1 Notes

12/12/07 – Created document (RP)

2 Location

2.6 Geographic Location

Scorched desert, location of many battles.

2.7 Time of Day

Dusk

2.8 Current Weather

Sunny.

2.9  Architecture or Terrain Style

Army bases created out of stone.

2.10 Visual Reference

Empty army bases in a desert.

3 Player

e. Player Start Location

Red players start at the south end, blue players start at the north end.

f. Player Inventory

Player only has their starting guns.

g. Briefing/Starting Information

You’re playing in the scorched Merkrey Desert, luckily it’s almost night, and so the temperatures are tolerable.

h. Reasons For Being There

You’re a convict playing the world’s bloodiest sport.

4 Objectives

This section contains the vital information about that the player needs to do to win the mission or finish the level successfully.

5. Main/Primary Objectives

Be the first team to score 5 points.

6. Secondary Objectives

Stop the other team from scoring.

7. Bonus Objectives

None.

8. Hidden Objectives

None.

5 Challenge Highlights

f. Combat Encounters

There are two paths to your goal, the lower area, and the upper area.  The lower area has more points to defend from, while the upper area will allow enemies to walk right into your goal if you don’t stop them.  The ramps are designed to stop players if they do not jump over the small blocks, this can cause some players to get ambushed by the other team.

g. Stealth Encounters

This map is relatively open; there are some places for cover near the goals, but only on the lower floor.  

h. Puzzles

None.

i. Conversations

What do you think two teams about to kill each other would say?

j. Boss Battles

No bosses here.

6 Wow Factor 

What are the memorable moments (not represented in the section above) that will stick with the player?

b. Stadium Area

The base is surrounded by scorched sand dunes, and other deserted bases.  The surroundings are mostly bleak, with the sun off in the distance about to set on this war-torn territory.
7 Map Description

7.2 Stadium:

This is a medium sized stadium which can support 6-8 players per team.  Generally teams should play heavy offense here since there aren’t a lot of places to stop incoming ball carriers.

Appendix C

Level Concept – <Elkris Valley>

1 Notes

12/12/07 – Created document (RP)

2 Location

2.11 Geographic Location

Frozen arctic valley.  Located between some mountain ranges.

2.12 Time of Day

Nearing dusk

2.13 Current Weather

Cloudy, on the verge of snowing.

2.14  Architecture or Terrain Style

Stone walls, some bridges, mostly mountainous.

2.15 Visual Reference

Think a valley between the peaks of snowy mountains.

3 Player

i. Player Start Location

Red players start at the south end, blue players start at the north end.

j. Player Inventory

Player only has their starting guns.

k. Briefing/Starting Information

You’re playing in the icy cold Elkris mountain range.  The goals may be huge, but both teams have a ton of defensive positions.

l. Reasons For Being There

You’re a convict playing the world’s bloodiest sport.

4 Objectives

This section contains the vital information about that the player needs to do to win the mission or finish the level successfully.

9. Main/Primary Objectives

Be the first team to score 5 points.

10. Secondary Objectives

Stop the other team from scoring.

11. Bonus Objectives

None.

12. Hidden Objectives

None.

5 Challenge Highlights

k. Combat Encounters

This map should be played defensively.  The sniper cabins, hills surrounding the ball, and even the bridges can give you many chances to take out the enemy team.  Due to the number of players, teamwork and effective use of the cover will have to be executed flawlessly to score goals.

l. Stealth Encounters

There are plenty of places to use for cover, the hills surrounding the ball, the walls below the bridge, the small cabins surrounding your team’s goal.  All of these positions can be used to snipe enemies.

m. Puzzles

None.

n. Conversations

What do you think two teams about to kill each other would say?

o. Boss Battles

No bosses here.

6 Wow Factor 

What are the memorable moments (not represented in the section above) that will stick with the player?

c. Stadium Area

The stadium is massive, surrounded by mountain ranges, and a dark tower.

7 Map Description

7.3 Stadium:

This stadium is meant to be played defensively by large teams.  It can support upwards of 10 vs 10.  The goals are pretty much wide open, the player can jump over any of the walls or walk straight in.  On either side of the goal is an unlighted cabin which provides excellent cover for shooting enemies without any fear of getting hit.  There is a hill surrounding the ball which allows the defending team to easily pick off anyone trying to get the ball.  If the ball carrier successfully gets out of the middle, they have the choice of going to either bridge and running between walls to provide some cover.  The bridges themselves can be used for defense as they provide an excellent view of the field.

Sketches and Additional Reference
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Appendix D

Post Mortem Evaluation

Name: Matthew Sable



Instructor: MAXIM

Project: Bruiseball



Course: CIS 487/587

What went right?

There was a lot of meaningful team discussion involving game concept & task delegation.  Also, many of the features I felt were fundamentally important to game play were successfully implemented.  We stayed on schedule quite well.

What went wrong?

This project forced me into several realms of computing I had little or no prior experience with.  First of all, I have never been inclined to draw, whether it is on paper or in 3D graphics programs; thus, objects for the game had to, for the most part, come from elsewhere and already are made.  That was often difficult.  Next, the large amount of independent “.cs” files required for the game made narrowing down and implementing functionality difficult.  I often found myself saying, “I know what I'd like to do and possibly how to do it.  Now, where do I put it?”  Also, the CTF Starter Kit we used for implementation was much buggier than originally expected.  As a result, much of my time was spent debugging something I knew very little about and I assumed would otherwise work.

Lessons learned/process improvement suggestions:  

I learned a tremendous deal about what goes into making an FPS, both graphically and in programming.  I also learned much about client/server interactions that take place during multiplayer games.  One personal improvement that may be made is better version control and file transport between team members to avoid confusion and unnecessary overhead.  As far as improvements for future students using Torque, the main concern is the creation of “.dts” files or dynamic shapes that the player interacts with.  Yes, I agree there is plenty of documentation and examples of code for Torque games, but I felt that help for effective implementation of dynamic shapes was lacking.

Post Mortem Evaluation

Name: Jeffrey Maxwell



Instructor: MAXIM

Project: Bruiseball




Course: CIS 487/587

What went right?

Torque was fairly easy to work with.  The game came together and started working early on.  The focus was to create a unique football capture the flag environment.  I believe we achieved that.

What went wrong?

Some of the easier applications we wanted to implement were causing problems.  We got the majority of what we wanted done I just wished we had the few extra game functions that would have made it great.

Lessons learned/process improvement suggestions:

Definitely starting off with a good starter kit (FPS or CTF) helped make this game possible.  I would advise any future groups to start at a similar point.  For improvements I might set aside a class day or two where the professor is in the room and so is the class.  That might help promote teamwork plus the last days with the power point presentations not on torque or direct x could possibly be removed.

CIS 487







fall 2007

Nabil AlRamli

Lessons Learned

What Went Right?

We had a great success finding a game concept and a framework that we can build our game on top of. It all worked out perfectly.

What Went Wrong?

· The art stuff was kind of hard to work with

· It was hard for me to get access to the latest working code, since the project size is huge. That has made it hard to collaborate in the development of the project. Please see my suggestion below

· Torque script is harder than I expected. Please see my suggestion below

Suggestions for improvement

· Torque is not easy, especially Torque script. It would have been better if we spent more time discussing Torque script (at a slower pace!) and less time dealing with the Torque editors

· In general, CIS classes are overloaded papers / presentations, and this class is no exception. I think it would have been better if we didn’t have to present our projects twice or to review each other’s games. That would have freed up more time to work on the project itself instead of writing papers. In my view, a game presentation should be just “demo your game” 

· Because of the sizes of teams and projects that we are assigned in CIS classes, it is very hard for people to collaborate on projects. It would be useful if the CIS department provided the students with a serious department-wide version control system

Post Mortem Evaluation

Name: Bob Pasco




Instructor: MAXIM

Project: Bruiseball




Course: CIS 487

What went right?

The game came together really well.  Working with Torque was alright for the most part.  Our team got along well, and worked good together.

What went wrong?

Torque making me mad with level design.  There were some issues that I had when I first started working with it, like accidentally grabbing two objects at once and messing up parts of the level.  

Model importing wasn’t as easy as we had hoped.

Nothing bad enough to hurt the project, though.

Lessons learned/process improvement suggestions:

The Direct X stuff was fun, and wasn’t bad to learn, but working with Torque was much better.  It’d be nice if there was a way to fit 2 Torque games into the class, possibly a small simple one for people to get used to the editor, and then a larger scale one afterwards.

Post Mortem Evaluation

Name: Said Ketchman



Instructor:   Dr. Maxim

Project: Bruiseball




Course:  CIS 487

What went right?

Since the torque engine has so many features built-in, it made it easy to set the initial game up.  We were using one of the starter kits and this helped a lot because the base code and level concepts were already there.  We were able to design levels with initial issues but in the end using the engine made it easier for placement of objects and terrain.  We also were able to actually see our game working in the early stages thanks to the starter kits.  Our team in general did a good job with communication and making sure we were making some type of progress.

What went wrong?

There is a lot to do in torque and being the end of the semester everything felt very jammed.  We did have extra time for this game and this helped us to get it finished but with many rough edges.  We didn’t have any major problems though, just some multiplayer bugs and made creation.  Aside from that the only other thing was dividing up work within the team.  Everyone did a great job but it was difficult at first to see what needed to be done because we were not sure on how difficult it would be in implement the game.

Lessons learned/process improvement suggestions:

I think what is most important is learning to use the tool – torque.  We spent a good amount of energy on documentation, which is important, but when taking Software Engineer I or II concurrently, it ends up being a lot of documentation to take care of for a semester.  This documentation, in my opinion, takes away from actually learning the engine and is more of a formality.

I learned that it is also harder to work in bigger groups. With the 2 people projects, it was easier to divide work and keep communication.  With the new project, we had 5 members and it sometimes was hard to keep the work divided up or keep the communication constant.  Our team did a good job but it is just more difficult with more members.

I’d suggest group meetings in class.  Also some type of milestones to follow as a class that don’t have to be graded but will help with progress.  I’d also recommend that the class build off of the same or similar starter kits just so we can go over how to modify them in class.  We spent a lot of time looking through code to try and find how to do something and then in the end not figuring it out.
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