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1. Game Overview

In a time of magic, there was a young boy named Harry Potter that was in his 4th year at a wizarding school named Hogwarts located somewhere hidden in Scotland.  
Harry was not a normal wizard, but a rather extraordinary one, and he tended to find himself in situations that were usually way over his head. Our game takes place on once such occasion, when towards the end of his 4th year at Hogwarts Harry finds himself in the finals for the tri-wizard tournament, with hopes of winning!

Now its all up to you, the final task is to get through a labyrinth maze to the other side where the trophy cup awaits you, you do this by navigating around the map until you find the trophy.  You can also pickup and use spells against other players to help the odds of you winning.
1.1 Game play

· The player will use the mouse and keyboard to move the player along the maze.
· The player can pickup spells such as Freeze and Blast, and use them against other finalists.

· Each Player only gets 3 lives, and loses a life every time another player blasts him.
· The Maze is ever changing so players are kept challenged.
· Game is intended for people of all ages. The game does contain some gore violence. 
1.2 Development Platform
The game will be developed using the Torque Game Engine with some updated engine code in Windows XP/Vista/7. Additionally, the following tools were used:

1. Torque Game Engine Advanced to import additional models and terrains. 

2. Notepad ++
3. Gimp
4. Audacity 

1.3 
Assets required to run the game
Basic game

1. Pentium Processor
2. 512 MB RAM
3. 64 MB OpenGL or DirectX Compatible 3D Graphics Accelerator Card
4. DirectX compatible Soundcard

5. Keyboard and Mouse

2. Game Play mechanics
2.1 User Interface Description 

The user interface is fairly simple.  You will have a first person and third person view of the game. The option will be available to the player.   The number of lives remaining is located on the upper right of the screen. A radar is also available on the upper right left of the screen. The bottom right of the screen will have a stamina counter, and the bottom left will show which spell has been picked up and ready for deployment.
2.2 Storytelling 

Harry Potter will be introduces at the beginning of the game. The game will then brief the player In on regards to the current situation and then proceeds to explain controls to the game, and basic game play.
2.3 Winning
The winner is the player or character that reaches the trophy first.
3. User Interface Design 
3.1 Main GUI Interface

The Main interface will allow the user to start game, change options, Tutorial section which details the game and quit. 

3.2 Control Summary 
Keyboard and mouse are used to start the game. 
Player Controller defaults are:
 Mouse to look around and aim. 

Right mouse click to change spells. 

Left mouse click to change cast

W: Accelerate
S: Decrease Speed

A: Strafe left
D: Strafe right

3.3 Design Rules 
1. Level Design should be fun, challenging and have good graphics
2. Test the maps for possible geometric errors. Too many games are released with glitches that could be avoided 
3. The game difficulty should  increase as player progresses

4. Keep interface simple as simple as possible. 
5. The main menu of the interface will be an extremely simplistic menu-style, which will provide the user a quick, easy access of the possible game modes/options.  
4. Artificial Intelligence
4.1 Opponent AI 
The opponents are the other finalists, they are also navigating the maze to find the trophy and win.  They can also cast spells, same as you so be careful!
4.2 Non-Player Characters
The only non player character in the game will be dobby who appears to harry in the beginning to introduce the game to harry.
4.3 Reactive Items 

In the middle of the maze, the players will be able to find glowing balls that once walked through gives them a single spell that they can use against another player.
5. Story Overview 
5.1 Plot Summary
In a time of magic, there was a young boy named Harry Potter that was in his 4th year at a wizarding school named Hogwarts located somewhere hidden in Scotland.  

Harry was not a normal wizard, but a rather extraordinary one, and he tended to find himself in situations that were usually way over his head. Our game takes place on once such occasion, when towards the end of his 4th year at Hogwarts Harry finds himself in the finals for the tri-wizard tournament, with hopes of winning!

Now its all up to you, the final task is to get through a labyrinth maze to the other side where the trophy cup awaits you.

5.2 Character Bible
Harry Potter – Player

Victor Krum – Opponent

Cedric Diggory – Opponent

Fleur Delocor – Opppnent
6. Game Progression 
6.1 Flow Chart

 SHAPE  \* MERGEFORMAT 



6.2 Level and Scene Details
There is only one level, and one scene with a ever changing maze map. The game does come with a difficulty  selector.
6.3 State Diagram
 SHAPE  \* MERGEFORMAT 



6.4 Use Case Diagram

[image: image3.bmp]
6 Lessons Learned 
Nothing much yet, but hoping to add to this sections soon.
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