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1. Overview


a. Appearance



The game takes place on the University of Michigan--Dearborn campus. While game 


assets are not to be photo realistic, campus buildings and landmarks must be reflect their 

real-world equivalents. 


b. Story Abstract



As a University of Michigan—Dearborn student you have worked hard in your studies. 


But when an evil Biology Professor, Dr. X, subjects the campus to a zombie contagion, 


it is up to you to be the school's “difference maker” by eradicating the infestation. The 


road to becoming the campus savior will not be easy. You will have to scavenge the 


campus looking for the zombie antidote while avoiding the waves of zombie assaults, 


but if anyone can save the campus it is you.


c. Gameplay



The game is a zombie first person shooter. Players will traverse the University looking 


for a pieces to the zombie antidote in a linear fashion. Each level takes you from point 


'A' to 'B.' Along the route you will encounter zombies at different checkpoints. Once you 

make it to point 'B' (your objective) you will go to the next level, characterized by 


receiving a new objective.


d. Development Platform



For this project we will be using Torque 3D 1.2. We will be developing exclusively 


towards the Windows platform.

2. Game Mechanics

a.  User Interface Description

The user interface will consist of a HUD display, inventory screen, and mission (objective) screen. Please refer to “Section 3: User Interface Design” for details.

b. Use Cases




Basic game mechanics are diagrammatically described below.




Game Use Case
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Level progress diagram.

[image: image2.png]



c. Storytelling




The game's storytelling will be done in a text based fashion. The games 




introduction will feature a splash-screen explaining the players situation and the 



world's history through scrolling text. The game's ending will have an identical 



setup. In addition to the start/end states of the game. The player will receive story 


tidbits as they complete objectives.

d.  Level Summary




 In each level there will be one central objective for the player to complete. For 



example, the player may have to navigate their way to the CASL Annex to locate 


chemicals to use later on in the game. During the current level, the player will 



have multiple contacts with zombies as they reach their goal. Zombies are killed 



in a traditional fashion—shooting them, hitting them with blunt objects, etc. 



Once the objective has been completed, the player will be provided a new 



objective (entering the next level). This process will continue until the player 



encounters and defeats Dr. X.

3. User Interface Design


a: Key Screen Images:



Our user interface during gameplay will use a HUD to display relevant game 



information to the player. It will present the player with game information including 


their health, ammunition, the current objective and the direction to follow to find it, 


collected objective items, and a cross-hair for aiming.
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User Interface Example:


b: Game Controls:



W-A-S-D keyboard keys: Move player character up, left, down, and right 



respectively.



Mouse Movement: Aiming and looking around the game world will be bound to 



mouse movement.



Mouse, Left Click: Fire weapon.



Mouse, Right Click: Reload weapon



ESC: Access game menu.


c: State Transition Diagram:
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d: Design Rules


The Game environment should be easy to navigate, and objectives should be clearly 
identified as the player is asked to complete them.



The HUD should be simple and easy to understand.



The difficulty increase gradually as the player progresses

4. Artificial Intelligence


a. Opponent AI:



Enemy AI will be relatively simple. Enemies will spawn from assigned points



in the game world. When they are within a certain distance from the player, enemies will 

use basic path finding to try to reach the player character. When enemies touch the 


player, they will do a set amount of damage over time for as long as they are in contact 


with the player.


b. Non-Player Characters:



Non-Player characters will have no real AI at all. They will be placed at pre determined 


locations in the world, and when the player character engages an 



NPC by coming in contact with them, They will provide information or new objectives 


for the player.


c: Reactive Items



There will only be a few items in the game world that the player can interact with. 


Ammunition and Health items will increase the players current ammo and health, and 


disappear from the world on contact. Objective items(parts of the virus cure) will 


disappear from the world on contact, and be listed on the player HUD.  

5. Story Overview

a) Plot Summary

You are a student attending the University of Michigan – Dearborn. Years and years of 
schooling are about to pay off as you begin your final semester of classes. But little did 
you know all that money was about to go down the tube as your trade will now revolve 
around zombie killing.

After traversing the campus you recognize the zombie threat and are given an 
assignment by a mysterious Mr. Black who claims he is there with the government to 
stop the zombie virus from spreading. It is your job to find a cure before it’s too late. 

b) Story Board

· See attached files

c) Character Bible

· The Student – The protagonist of the story, this character was nearly done with college but now has to slay the zombies that have infested it.

· Mr. Black – A mysterious government figure that tasks the protagonist with finding the research notes and potential cure for the campus.

· Dr. X – The antagonist of the story, very little is known about professor x, not even their name. It is up to the player to unravel the mystery of this character.

· Professor Y – A colleague of Prof. X who didn’t take his claims serious enough, and allowed the incident to occur. Helps the protagonist to part of the cure.

· Dr. Maxim – One of the few who figured out only too late what was going on. Helps the protagonist to resources and part of the cure.

6. Game Progression

a) Flowchart

a. See attached files

b) Level and Scene Design

a. Level 1

Your story begins in the library, where you slipped away to get a little nap before your 
next class. Upon waking up and looking at your watch, you realize that you’ve slept 
through lunch and you’re about to miss the start of your next class. But something 
doesn’t seem right, the entire library is empty. As you make your way outside you there 
is no ambient noise at all, like every bird, animal, and insect has fled the campus.

Since your next class is next to the UC in the CASL building you figure you’ve got the 
time to run and grab a bag of chips. As you make your way to the UC you begin to hear 
a moaning and groaning sound, and as you walk closer the sound gets louder and louder. 
Until finally you see them, gathered all around the UC, Zombies!

Almost instinctively you recognize the threat and make a break for your car which is 
parked nearby. But alas, you’re too late, a few have spotted you and have begun to limp 
and hobble their way to you. As you sprint over the campus desperately trying to reach 
your car you realize that there is a wall of black vehicles surrounding the school. Three 
gunshots go off as you run to the border. You freeze, taking account of if you’ve been 
shot. Not feeling any sharp pains you turn around and see that the three zombies that 
were chasing you have been taken out.


“Boy, quickly, come here!” a voice shouts as you rush to the black convoy. “My name is 
Mr. Black, I work with the government” he explains. “We received an anonymous tip 
that there were zombies on this campus. If only we would have acted sooner, the entire 
campus wouldn’t be compromised” You try to make your way across the convoy but 
you’re stopped by Mr. Black. “I’m sorry son, but we can’t let you out. We don’t know 
how the disease has spread, you could be infected. But there is something you can do for 
us since you’re already on that side of the line. We got a tip that one of the biology 
professors has been doing research on reanimating dead cells, it looks like they may of 
succeeded, and somehow the entire student body has contracted the virus. The boys in 
the back theorize that this biology professor has infected all the food in the UC with the 
latest sample of his disease. We need you to get into the SB and find this professors 
notes, see if you cant find a cure or a way to stop this infection before it gets into the 
ground water, if that happens we could be looking at an infection of the entire 
metropolitan area.” Mr. Black hands you a gun, some ammo and some body armor. “It’s 
not much, but it’s all we can spare, best of luck to you son. We’ll be waiting here if you 
find anything”

b. Level 2 – The Science Building


You begin your trek across campus. As you make your way past the UC you can see that 
the zombies have spread out and must be scattered all across the campus by now. Since 
the SBCW is the closest, and is attached to the SB you make that your target. You 
encounter your first batch of zombies on your way into the building. Once you have 
dispatched with those you move in to the building. 


Unsure of which professor is the culprit you make your way to the offices of the biology 
professors. Killing zombies as they appear, you reach the first professors room and find 
nothing. Continuing on to the next room you find nothing again. In the last room, on the 
professors table you find his research notes.


The notes detail the zombie infestation process and make it clear that this was Prof. X’s 
intention all along, however his where abouts remain unknown. The notes detail a cure, 
and the ingredients needed to make it. The first can be found in the CIS building, the 
next can be found in the ELB and the final ingredient is a sample of the zombie virus, 
which can only be found in the zombie rich building that was the UC.

c. Level 3 – The CIS building


You make your way out of the SB and into the path that leads between the SB and the 
CIS building. However it seems as though the path is blocked by the collapsed 
overhang, leaving you with only one option, taking the long way to the CIS building. As 
you make your way back around the SB and eventually outside you encounter some 
more zombies. Once they have been dispatched you make your way to the CIS building.


Within the CIS building you run into Professor Maxim who gives you part of the cure. 
He notifies you that he has been onto Prof. X’s plan and when he went to confront him 
he was stopped by hordes of zombies, he was too late. Eager to help you along with your 
mission, Maxim gives you part of the cure and access to some new weapons and ammo.

d. Level 4 – The ELB building


Once you’ve loaded up on guns and ammo you make your way one building over into 
the ELB. Once inside the ELB you become witness to a group of students who are being 
chased by a group of zombies. After taking care of the zombies, the students let you 
know about a professor. Y that knows something about Professor X’s plan, and may 
have part of the cure you’re looking for. You navigate your way through the ELB until 
you reach Professor Y’s office. He has barred himself in, and as you begin to dismantle 
his protective barrier, he comes to the door.


“Whose out there?!” screams the traumatized instructor. You tell the professor that 
you’re on a mission to create a cure, and ask him if he has anything that can help you. “I 
knew of Professor X’s plan, but I never thought the fool would go through with it. Here, 
I snatched this from his lab before the zombies broke out; I think it should help you with 
that cure you’re working on.” And sure enough, this it is the second part of the cure.


You begin the final stretch of your journey as you walk out of the ELB and into the 
zombie infested sidewalks of the campus.

e. Level 5 – The University Center


As you proceed further and further into zombie controlled territory you run into wave 
after wave of zombies, some of which appear to be government agents that had the 
misfortune to be bit at some point.


Once inside the doors of the UC, you see him, Professor X, standing in the middle of the 
UC waiting for you, and looking rather peculiar. “I see there’s only one who’s had the 
guts to try and stop me! But your journey ends here, for I have perfected the formula and 
made myself invincible! My cells will never die and there is no way you can stop me!” 
You demand answers from the professor, but he retorts “Foolish boy, who wouldn’t want 
this power. There is a side effect of this virus that you are still not aware of, for I can 
control all the minds of my zombie student body, and soon I will control the entire 
world!”


Acting quickly you grab a syringe you found in the professors lab, and plunge it into the 
professors thy, giving you the final part of the cure. Blending the blood with the other 
two ingredients you have made the antidote. Realizing that Professor X is somehow 
connected to all of the other zombies, administering the cure to him should neutralize 
the entire virus.


After getting behind the professor you take the antidote and jab it into professor X’s 
back. “Nooooooo” he roars as the antidote begins to do its job. “You fool; do you think 
those men in black want the virus destroyed? They were paying me to make it! And now 
that I am no longer in control, there’s nothing stopping them from taking my research 
and making this happen all over again.”


Connecting the dots you realize that you were never intended to cure the campus, but 
instead deliver the professors research materials into the hands of an even bigger 
monster. Not willing to put the world through a living hell, you take the professors 
research and burn it. “Noo, my life’s work!” screams the professor, as he breathes his 
dying breath, the antidote having destroyed all the infected cells in his body. At that 
moment Mr. Black and his men bust through the windows and apprehend the professor.


“Boy, good job, we rushed in here as soon as all the zombies began to drop dead. Where 
are the professors Notes?” Mr. Black inquired. You lie, trying to avoid death, telling Mr. 
Black that Prof. X destroyed his notes before you could finish the job. Mr. Black replies 
“Oh, I see, well good work son, you did good.” Mr. Black shakes your hand and walks 
away, but you can faintly here him talking on his radio “Mr. White, it looks like its back 
to square one, but we’ve still got our backup in Ann Arbor. At that point your heart 
begins to race, as you know, you’re the only one that can stop them.

