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3.  Design History
Changes that have been made:
1.  Dead Security Guard/Gun is now in between the PEC and EC, and the science building no longer has a 2nd floor.
2.  Richard is now a girl since we couldn't find a free suitable model for Richard.
3.  Different zombie models are being used (since they are already Unreal compatible) from the Zombies of Nightmare gamepack.
4.  The OSM game type will be used to take advantage of the objective manager and checkpoint system (as well as the monster classes).
5.  Changed objectives so that it is not required for Leon and Richard to live, only for Chris to find Richard (and receive car keys from her).
6.  Richard is now in a classroom on the 1st floor of CASL; the building will not have more than the 1st floor. 
7.  The game is no longer a two player-optional game; it is only one player.  The game also will be in first person the entire time.  The UI will no longer feature a directional arrow, objective list, or campus map.  A campus map will be posted on a wall in the game.
8.  The car is available to drive at the end of the game as a bonus feature.
9.  There will be no cut-scenes or voice acting; all story will be driven by in game messages.
4.  Section I - Game Overview
4.1 Game Concept
There’s a zombie outbreak on campus!  After getting out of your late class, you find that the campus is infested with zombies!  You and your other friend from class must find your third friend on campus that you carpooled with, because he has the keys to the car!  Fighting your way across campus with the gun you found on a Campus Security Guard, you must survive against the hordes of zombies and escape the Campus of the Undead!

4.2 Genre
First-Person Shooter, Survival Horror, Team-Play (with computers)

4.3 Target Audience
Mature-rated gamers, high school and college students, first-person shooter gamers, zombie fans

4.4 Game Flow Summary
The game flows by completing objectives.  The interface will display message as a hint as to where the next objective is located.  Once the player reaches that destination, the next objective hint will be sent as a message.  Although these objectives are key to completing the game, the main objective is to find Richard (the friend with the keys) and retrieve the keys to the car.  Should the player never find her, he will never be able to drive the car to leave campus.

4.5 Look and Feel
Appearance - Creepy vibe-nighttime, low light conditions, University of Michigan-Dearborn campus-like environment, some indoor and outdoor play
Feel - Like a first person shooter mixed with a survival horror and co-op game.  The player will want to conserve ammo and sneak around zombies rather than kill as many as possible.  Pop-outs and ambushes will "psyche-out" the player.

4.6 Project Scope
         4.6.1 Number of Locations
         There will be one level: the UMD campus.  However, the player will start out in the Science building basement, find a way outside, find their way into the CASL building, and
       eventually find their way to the Fieldhouse parking lot.

       4.6.2 Number of NPC's
         There will be the third friend (Richard, the key holder) in which the player's main goal is to rescue and escort to the car.  The second friend (Leon) will also be AI controlled.  The number of zombies will be different each play since they are generated
       in-game.

       4.6.3 Number of Weapons
         The player will begin with no weapons, and find the fire hatchet on the first floor of the Science building.  This will be a melee weapon that the player can use as many times
       as they please.  The other weapon will be a pistol that the player finds on a campus security corpse.  The pistol will have limited ammo, but will be much more effective against
       the zombies than the hatchet.  The AI player will begin with a gun.

5.  Section II - Game Play and Mechanics

5.1 Gameplay 

5.1.1 Game Progression
Campus of the Undead is an adventure-based game based on the UMD Campus.  Game progression is linear, where there is more or less a defined path for the user to follow.  The game has only one level, which encompasses the entire game.  The game has checkpoints, however, and is broken down further into sequential objectives that the player should follow.
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5.1.2 Mission/challenge Structure
The challenge of the game is staying alive while defending your friends.  Again, with sequential objectives along the way.

5.1.3 Objectives
The objectives of the game are gone into detail under section 7.3.

5.2 Mechanics

5.2.1 Physics
The physics in Campus of the Undead uses the same physics as the Unreal Engine.  No major changes need to be made.

5.2.2 Movement
Movement will take place in a 3D environment, still within the bounds of the Unreal Engine.  Walking/Running will be accomplished using the WASD keys, and the player will jump using the Space bar.  No teleportation will be available, as is in some other Unreal levels.  The player will be forced to walk through the entire level.

5.2.3 Objects 

5.2.3.1 Picking Up Objects
To pick up objects, the player simply needs to run into them.  These objects include a pistol, a hatchet, and health packs.

5.2.3.2 Moving Objects
The only moving objects other than the players and enemies are the doors, which can be opened on command using the built in controls in the Unreal Engine.

5.2.4 Actions 

5.2.4.1 Picking Up, Carrying and Dropping
Picking up, carrying, and dropping will all be done using the same controls as Unreal.  There will not be a large number of items to pick up; but the gun, ammo, etc., can be picked up just by running into the item in the map.  Carrying will take place automatically; the primary weapon will be held by the player and an alternate weapon will be held in the player's inventory.  Dropping is possible in the Unreal engine, and will use whatever the default keystroke is.

5.2.4.2 Talking
Dialog will take place between the player and the friends.  No direct action to talk will be required by the player.  This will occur at checkpoints or when objectives are met.  The text will appear similar to other text resembling talking in the Unreal Engine.

5.2.5 Combat
Combat occurs between the player's party and the zombies quite frequently; as this is the "it" to the game.  One of the player's friends does have a gun, the second friend will be unarmed.  The actual player will be able to obtain both a gun and a hatchet to defend himself with.  Zombies will attack melee-style, either by themselves or in swarms of zombies.  Specific encounters are gone into detail in section 7.

Zombies will require multiple shots to be defeated.  The player will be given a decent amount of life to be able to withstand an adequate amount of zombie attack to make the game winnable.  Many of the attacks will be stealth-like ambushes, since a lot of the level will be dark.  The player will want to stay in well-lit areas to limit this possibility.
5.3 Screen Flow 

5.3.1 Screen Flow Chart
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5.3.2 Screen Descriptions

5.3.2.1 Main Menu Screen
The Main Menu screen is the screen that initially loads when you begin the game.  This is where the player chooses between playing the game, changing the game settings, or quitting.

5.3.2.2 Game Settings Screen
This screen gives the player the ability to modify the Unreal game settings, which includes the sound options and hotkey setup.

5.3.2.3 Pause Menu
The pause menu is the screen that appears when the player hits "Esc" while playing the game to pause the action.  From here, the player can resume playing when ready, go to the game settings, return to the main menu, or exit Unreal entirely.

5.3 Game Options
The only game options available will be those built into the Unreal Game Engine.  These controls mostly allow the player to adjust which key on the keyboard does what, sound settings, graphics settings, etc.  These settings will consequently not have any direct effect on game play and mechanics.

5.4 Replaying and Saving
Replaying and saving will not be directly possible.  Occasional "return points" will be made throughout the level when checkpoints are reached and objectives are obtained, but these are only used for if the player dies.  If the player dies, he will go back to the last checkpoint he reached and try again.  If the player quits Unreal, these return points will be lost and the player will need to replay from the beginning of the game.

5.5 Cheats and Easter Eggs
Built in Unreal cheats will be disabled.  There will be a bonus play at the end of the game in which the player can drive Richard’s car and run over zombies.  Also, a secret weapon is hidden at the end of the game as well.

6.  Section III - Story, Setting, and Character

          6.1 Story and Narrative
                    6.1.1 Back Story
                    You and your friend are just regular students attending the University of Michigan-Dearborn.  You're in your last class of the day in the basement of the Science building.  It's
                been a long day and you're ready to go home.

                6.1.2 Plot Elements
                    The plot elements are basically the characters of the game.  The main character and his sidekick (AI controlled) will be the elements undergoing all the plot changes.  When the third friend is found, she will also become a plot element, since the three of them must all make it back to the car alive.  The zombies are the antagonists of the plot.  Although they are not explained, nor do they have any dialogue, they still force the player to continue playing or be eaten.

                6.1.3 Game Progression
                    As stated in section 5.1.1, the game follows a linear progression.  The main character

must first find the hatchet in the Science building in order to fight the zombies outside the doors.  Once outside, the player must find the campus security corpse to pick up the pistol.  Then, the player must find their way around campus to the CASL building.  Once inside, the player must find their friend hiding in a class room.  After the third friend joins the party, the player must leave the CASL building and find their car in the Fieldhouse parking lot.


                6.1.4 Cut Scenes
                    NOTE: There no cut scenes in the game.  The following are the originally

                               planned  but not implemented cut scenes.
                              6.1.4.1 Cut Scene #1 - In the classroom
                                        6.1.4.1.1 Actors
The actors are the main character, Chris, the 2nd character, Leon, and a

Teacher character.
                                6.1.4.1.2 Description
                                        This scene opens the game.  The scene portrays the main character falling
asleep in class and being woken up by his friend after the class is over and

everyone has left the room.
                                6.1.4.1.3 Storyboard
                                        Chris is watching the teacher lecture.  Chris falls asleep.  Chris is awoken by

Leon.

                                        6.1.4.1.4 Script
                                        Fade in.  Camera is watching the teacher.  The teacher is talking to the

class.  The camera vision goes blurry and looks down.  Fade to black.  Fade

into seeing Leon's face.  Leon says "wake up dude, class is over."  Fade to

black.

                               6.1.4.2 Cut Scene #2 - In the hall
                                        6.1.4.2.1 Actors
                                        The actors are an arbitrary student, the fire hatchet, and a group of

zombies.
                                6.1.4.2.2 Description
                                        This scene occurs when the player reaches the first floor of the Science

building.  This scene points out that the player must grab the fire hatchet

before going outside since zombies are out there and shows that they eat

people.
                                6.1.4.2.3 Storyboard
                                        The camera shows zombies out the door eating the arbitrary student.  Then

the camera zooms down the hall to the fire hatchet.
                                        6.1.4.2.4 Script
                                        Fade in.  Camera pans to the door with zombies outside.  Scary surprise

music plays.  A student gets attacked by all of them.  The camera then

turns and zooms down the hall to the fire hatchet.  Fade to black.

                               6.1.4.3 Cut Scene #3 - Ambush in the woods
                                        6.1.4.3.1 Actors
                                        The actors are Chris, Leon, and a group of zombies.
                                6.1.4.3.2 Description
                                        This scene occurs when the player enters the woods.  It is meant to show a

zombie ambush and to scare the player.  It initiates a part of the game

where the player must fight a large group of zombies in low visibility

conditions.
                                6.1.4.3.3 Storyboard
                                        Chris and Leon enter the woods.  They hear a twig snap.  Zombies surround

them from the trees.
                                        6.1.4.3.4 Script
                                        Fade in.  Camera centers on Chris and Leon entering the woods.  Switch

camera angle of them walking and play twig snap sound effect.  Switch to

camera angle of zombies stalking toward them from the trees ahead.  Fade

to black.

                               6.1.4.4 Cut Scene #4 - In the CASL building
                                        6.1.4.4.1 Actors
                                        The actors are Chris and Leon.
                                6.1.4.4.2 Description
                                        This scene occurs when the player enters the CASL building.  It is meant to

direct the player to the third friend.  The scene depicts Chris and Leon

entering the building, and then does a quick mini-tour of the area.
                                6.1.4.4.3 Storyboard
                                        Chris and Leon enter through the doors.  The camera pans around and

slowly zooms in on the floor Richard is on.
                                        6.1.4.4.4 Script
                                        Fade in.  Camera centers on Chris and Leon entering through the doors of

the CASL building.  The camera pans across the main atrium, and then

switches to an angle of the main staircase.  After panning across the
staircase, the camera pans to the fourth floor.  Fade to black.


                               6.1.4.5 Cut Scene #5 - Rescuing Richard
                                        6.1.4.5.1 Actors
                                        The actors are Chris, Leon, and Richard.
                                6.1.4.5.2 Description
                                        This scene occurs when the player enters the room that Richard is hiding

in.  It is implies that Richard has join the party.
                                6.1.4.5.3 Storyboard
                                        Richard is in the room and the door opens.  Chris enters through the door

and Leon stands guard outside.  Chris tells Richard "let's go!"  They leave

the room.
                                        6.1.4.5.4 Script
                                        Fade in.  Camera centers on Richard standing in the room.  The camera

pans to the door where Chris enters.  Leon can be seen standing guard

outside the room.  Chris says to Richard "let's go!"  Fade to black.

                               6.1.4.6 Cut Scene #6 - Escaping the campus
                                        6.1.4.6.1 Actors
                                        The actors are Chris, Leon, Richard, the car, and zombies.
                                6.1.4.6.2 Description
                                        This scene occurs when the player reaches the car with all characters alive. 

This is the game winning cut scene.
                                6.1.4.6.3 Storyboard
                                        Chris, Leon, and Richard reach the car.  Zombies are right behind them.  The

car starts and they drive away.  The credits roll.
                                        6.1.4.6.4 Script
                                        Fade in.  Camera centers on the three main characters running towards the

car.  The camera angle switches the path the characters were previously

running, and a horde of zombies are stalking along the path.  The camera

switches back to the car, the characters are no longer on screen.  The car

starts and drives away.  Roll credits.

         6.2 Game World
                    6.2.1 General look and feel of world
                    As stated earlier, the general look and feel is a dark and "hellish" campus at night.  There will be few lights, some flickering, therefore causing the campus to be very dark.  Bodies will be scattered throughout campus, and abandoned debris will block paths.  The world will give off a creepy and frightening feel.

                6.2.2 Area #1 - Science Building
                             6.2.2.1 General Description
                             The Science building has two floors: the basement and ground floor.  The basement floor has the initial position of the player, which is the classroom.  The basement floor consists of a long hallway with classroom doors, but only the beginning classroom's door will open. The rest are locked.  The classroom and hallway are very poorly lit, and the few lights that are there flicker on and off.  The same goes for the 1st floor; a single unblocked stairway leads to the 1st floor which also has locked classroom doors and poor lighting conditions except for a few flickering lights.  The first floor has two sets of glass outer doors that lead outside.  Only one set will open, since the other set is locked.  At the far end of the hall the fire hatchet hangs on the wall.
                      
                       6.2.2.2 Physical Characteristics
                             Dark, enclosed.

                       6.2.2.3 Connections to other areas
                             The unlocked glass doors lead to the campus area.

                6.2.3 Area #2 - Campus
                             6.2.3.1 General Description
                             The campus is designed after the University of Michigan-Dearborn campus.  Near the Science building, there are a few other surrounding buildings, which will all be locked and inaccessible.  The campus will be dark and also poorly-lit.  Inaccessible areas will be blocked by debris.  The area around the Science building will lead through some sidewalk areas, near a parking lot, through an enclosed area between two buildings, through and open field area, and then be forced into some woods.  The woods will consist only of trees and zombies.  After the woods, there's another sidewalk path that leads around the front of another building (the UC) near the parking lot.  This leads into the last area, the CASL building.  After the CASL building, a sidewalk leads behind another building (the Fieldhouse) and into the parking lot behind.  All of these areas are poorly-lit and any side-paths are blocked off by debris.

                             6.2.3.2 Physical Characteristics
                             Poorly-lit, open (except for the area between two buildings).

                       6.2.3.3 Connections to other areas
                             The campus connects the Science building and the CASL building.

                6.2.4 Area #3 - CASL building
                             6.2.4.1 General Description
                             The CASL building is poorly-lit just like every area in this game.  The path is lead into the main atrium, and all other areas are blocked off.  The building only has the first floor with a few hallways and a main atrium.  Richard is hiding in a classroom by the front door.

                             6.2.4.2 Physical Characteristics
                             Poorly-lit, enclosed.

                       6.2.4.3 Connections to other areas
                             The accessible doors lead into the campus area.

         6.3 Characters
                6.3.1 Character #1 - Chris
                             6.3.1.1 Back Story
                             Chris is a student at UMD.  He's a team leader and a hardworking student.  He's at

his last class of a long day when the zombie break-out occurs.
                             6.3.1.2 Personality
                             Chris is player controlled, but he is brave, courageous, and a leader.  Zombies still

scare him, though.
                             6.3.1.3 Look
                                        6.3.1.3.1 Physical characteristics
                                        He is unseen in-game since it's first-person.  However, Chris is a 21-year old

male, 5'11" with red hair.  He is very athletic and physically fit.
                                        6.3.1.3.1 Animations
                                        He is unseen in-game since it's first-person, so he has no animations.
                             6.3.1.4 Special abilities
                             None.
                             6.3.1.5 Relevance to story
                             Chris is the main (playable) character and is the leader among his three friends.
                             6.3.1.6 Relationship to other characters
                             Chris is best friends with Leon and Richard.  He works with Leon to rescue Richard

and escape the campus.  He carpools with Leon and Richard, Richard being

the driver.

                6.3.2 Character #2 - Leon
                             6.3.2.1 Back Story
                             Leon is a student at UMD.  He's Chris' main best friend and is loyal to the end.  He is

in Chris' class when the outbreak occurs.

                             6.3.2.2 Personality
                            He is loyal and will follow Chris to the end, but a little goofy at times.
                             6.3.2.3 Look
                                        6.3.2.3.1 Physical characteristics
                                        Leon is around the same height as Chris and wears jeans and a T-shirt.  He

has  black hair, is Asian, and is atheletic.
                                        6.3.2.3.1 Animations
                                        Leon's animations are:  standing still, walking, running, jumping, firing a

pistol, swinging a fire hatchet, dying, and waving
                             6.3.2.4 Special abilities
                             None.
                             6.3.2.5 Relevance to story
                             Leon helps Chris rescue their friend Richard in order to get the car keys and escape

the campus.  He cannot die or Chris will be in big trouble with Leon's

parents.
                             6.3.2.6 Relationship to other characters
                             Leon is best friends with Leon and Richard.  He works with Leon to rescue Richard

and escape the campus.  He carpools with Chris and Richard, Richard being

the driver.

                6.3.3 Character #3 - Richard
                             6.3.3.1 Back Story
                             Richard is a student at UMD.  She's friends with Chris and Leon and carpools with

them to school.  She is in the CASL building during the outbreak.
                             6.3.3.2 Personality
                             Richard is usually the jokester of the group of friends, but today she is frightened of

the zombies.  She cowers easily at them.
                             6.3.3.3 Look
                                        6.3.3.3.1 Physical characteristics
                                        Richard is about 5'7" and has blonde hair.  She is in good shape, but is not

very strong or fast due to her nerves from the outbreak.
                                        6.3.3.3.1 Animations
                                        Richard's animations are:  standing still/cowering, walking, running,

jumping, dying, and waving
                             6.3.3.4 Special abilities
                             None.
                             6.3.3.5 Relevance to story
                             Richard is the carpool driver, and Chris and Leon need to find her in order to get the

keys to the car and escape the campus.  If she dies, Chris and Leon will be

in big trouble with Richard's parents.
                             6.3.3.6 Relationship to other characters
                             Richard is friends with Chris and Leon.  She carpools with them to school, and is the

driver today.


                6.3.4 Character #4 - Zombies
                             6.3.4.1 Back Story
                             The zombies are former University students and employees.  Now they are undead

monsters (for reasons unknown) out to eat/kill anything living on campus.
                             6.3.4.2 Personality
                             They are hungry, violent, and grumpy.  They will attempt to kill or eat anything

alive that they can see.
                             6.3.4.3 Look
                                        6.3.4.3.1 Physical characteristics
                                        The zombies are already decayed and appear to be sunken-skinned people

with pale or rotting flesh.  Their clothes are bloodied and tattered.
                                        6.3.4.3.1 Animations
                                        Zombie animations are:  standing still, walking, running, jumping, dying,
and attacking (are swiping/biting)
                             6.3.4.4 Special abilities
                             They possess the ability to not feel pain.  A zombie can take several attacks before

actually being incapacitated.  They also have the ability to eat other

humans, and desire to do so.  Those they do not kill are infected and

become a zombie themself.
                             6.3.4.5 Relevance to story
                             The zombies are the cause of all the mayhem and death on campus.  They are the

reason it's called the campus of the undead.
                             6.3.4.6 Relationship to other characters
                             Although the zombies used to be fellow colleagues and professors at the same

university, they are now mindless monsters and have no relation to the 

main characters.  They do want to eat them though.
        
7.  Section IV - Levels

    Campus of the Undead will only have one actual level, but will be broken into certain objectives.

7.1. Synopsis
The level will take place on a map laid out similarly to the University of Michigan - Dearborn campus.  It will be night time, with limited vision while outside.  The level will be filled with zombies that will attack the player and the friends.  The player begins in the basement of the Science Building, and works his way across campus with a friend to reach another friend in the CASL building, and then to the car to escape the campus.  Objectives will be presented throughout the level, as described below. 


7.2. Introductory Material

There will be a short message  at the beginning to give the user a perspective of where he or she is and to show the player of the room of zombies just above them.  There will also be a short dialog between the player's character and the friend giving some background story.  The characters are not omniscient, and will learn of the zombie infection along the way.

The beginning objective(s) will be presented at this time (i.e., finding the hatchet upstairs)

7.3.  Objectives

The objectives of the level are as follows:

1.  Find the Hatchet

Start condition:  Game begins.

Accomplish condition:  Hatchet is obtained from the upstairs of the science building.

Fail condition:  Player dies.

2.  Exit the Science Building

Start condition:  Hatchet is found.

Accomplish condition:  Player leaves the science building from the north exit.

Fail condition:  Player dies. 

3.  Enter the CASL Building

Start condition:  Leave the Science Building.

Accomplish condition:  Player is able to get into the CASL Building.

Fail condition:  Player dies.

4.  Find the Other Friend

Start condition:  Enters the CASL Building.

Accomplish condition:  Second friend is found and joins the group.

Fail condition:  Player dies.

5.  Get to the Car

Start condition:  Other friend is found.

Accomplish condition:  Designated car is reached behind the fieldhouse.

Fail condition:  Player dies.


7.4. Physical Description

Level takes place at night on the UMD campus.  The weather is calm with clear skies, but since it is dark you won't be able to see the sky anyways. The level will be made to look like the actual UMD campus.  The buildings will be of the same dimensions and have similar appearances.  The outdoor portions of the level will also look similar to its real-life equivalent.  However, there will be a considerable amount of debris blocking certain paths forcing the player to follow the critical path (below).

The indoor portions of the level will be designed similarly to the real life equivalent as well, with debris scattered.  The inside of the buildings will be better lit than outdoors, but many of the lights will be flickering to add to the environment.

Zombies will be scattered through buildings and outdoors.  Zombies will be especially concentrated along the non-critical path (including the second floor of the Science Building).  Zombies will appear as how zombies are typically depicted.


7.5. Map and Critical Path

Path is dark red; objectives and starting points in green.
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7.6. Encounters

All enemy encounters will take place with zombies.  Encounters will take place in buildings and outdoors.  Notable encounters are described below in the Level Walkthrough.  During an encounter, the zombie will attempt to attack the player melee-style.  The player can fire the firearm at the zombies to defeat them or can use a hatchet melee weapon.  The player's character friend will also participate in these encounters.  They will attack the zombies as well to protect themselves and the rest of the party, and will be attacked by the zombies.

Due to the darkness of the environment, many of the encounters may be ambushes.  The player should try to stay in lighted areas as much as possible to reduce this possibility.

7.7. Level Walkthrough

The level will begin in the basement of the Science Building.  After a short cut scene, the player will move upstairs.  Through the first-floor doors, he will see a first floor filled with a lot of zombies.  He should move to the second floor instead, where there will not be zombies.  He will find a hatchet on the second floor (objective 1) to use as his first weapon.  On the north side of the building, he will descend the stairs to get back to the ground level to leave.  The first encounter with a zombie will occur here.  The zombie will be defeatable with the hatchet or the gun the friend has.  The player will then exit through the north doors (objective 2).

Zombies and debris will lead the player north past and around the Administration Building.  The path will follow to the walkway between the PEC and Engineering Complex where there will be a mild showdown.  After this, the path leads south past the CIS building and into the forest.  This will be a tricky part of the level due to the relative darkness and possibility of ambush-like attacks.

The path will continue in the fashion modeled in the Level Map pictured above, to the CASL building.  Entering the CASL building from the side (Objective 3), the player will make his or her way up the stairs to the fourth floor.  Here the player will find the second friend in an abandoned class room (Objective 4).  After finding the other friend, backtrack back to the first floor with the party and exit towards the Field House.  The friend's car is in the parking lot, and as soon as you reach the car with your entire party, the game is won.


7.8.  Closing Material

When the player reaches the car, he/she has the choice of driving and running over zombies for fun.   The player can also go find the secret weapon and blow up zombies with that as well.  Credits will roll during the ending of the game.
 
8.  Section V - Interface

8.1 Visual System    

8.1.1  HUD
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Message UI
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8.1.2  Menu System 
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8.2  Audio

8.2.1  Music
We will use home recorded music for a creepy background theme, most likely eerie organ music.  The main menu theme is also a creepy synthesized theme.

8.2.2  Sound Effects
As previously, we'll use whatever free sound effects we can find and just record the rest.  We'll need sound effects for:

Wind in the forest
Humming projector sound
Running water
Etc.

8.2.3  Help System
The help system will be the default Unreal 2004 help system

  
9.  Section VI - Artificial Intelligence 

9.1   Enemy AI 

All of the enemies will consist of zombies with some basic AI. The zombies will be monsters, with spawn points controlled by scripted sequences, generally dependant on the main player’s location. Once spawned, the zombies will have a variety of starting states, which includes wandering, ambushing, or patrolling a given location. When an adversary is spotted within the zombie’s field of vision, it will lumber towards its enemy and attack when within melee range. 

9.2.  Non-combat Characters 

Non-combat characters, such as Richard, will be entirely scripted. Upon activation, the non-combat character will follow the target until the script is deactivated, or the game ends. In the case of Richard, the script will be activated when you find him, and he will follow Chris, player one, until the game ends. 

9.3   Friendly Characters 

Characters that are friendly to the main player will follow the main player and assist them with their current weapon. After initialized, this character will stay in their starting position until activated. When the main player first comes in view, the friendly character will follow the main player until the game ends. If an enemy character comes into the line of sight of the friendly character, he will become hostile toward the enemy, and use the best weapon in his inventory to kill the enemy. Once the enemy is dead, he will continue to follow the main player. 

9.4  Support AI 

9.4.1  Player and Collision Detection 

All AI characters will use a line of sight for vision and hearing to find adversaries. Players will be detected if they are within a defined field of view and distance from the AI character. 

9.4.2  Pathfinding 

AI characters will follow pawn paths built from waypoints in UnrealEd. All AI characters will generally follow these paths when wandering and retreating, but may deviate from paths if chasing enemies, or following friends. 

10.  Section VII - Technical 

10.1  Target Hardware 

Target hardware is a home computer with Unreal Tournament 2004 already installed.  Thus, all requirements for Unreal Tournament 2004 are our requirements as well. 

10.2  Development Hardware and Software 

The development hardware is the G.A.M.E. Lab computers. 

The development software is Unreal Editor (2004), Maya and 3D Studio Max, Gimp and Paint.NET, Audacity, and 7-Zip. 

10.3  Development Procedures 

We develop as a team when we can.  However, Andrew performs lead scripting on his own when he has time and Travis continues building the game world when he has time.  When the team is together, Andrew and Travis continue their work, while Shane directs and performs whatever task is needed at the time and Dave finds assets and assists in scripting. 

10.4  Game Engine 

We are using the Unreal 2004 Game Engine. 

10.5  Scripting Language 

We are using Unreal 2004's scripting language, UnrealScript. 

11.  Section VIII - Art 

11.1  Concept Art 

Hallway in Science building
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Door in Science building 
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11.2  Characters
Leon 
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Richard 
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Zombies 
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11.3  Environments (actual gameplay is very dark, so the contrast was adjusted for these screen shots)

Hallway 
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Double doors 
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Classroom door 
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Intro
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Map
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First Encounter with a Zombie
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The Fire Axe

[image: image21.jpg]100





Female Zombie
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Leon shooting a Zombie
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Male Zombie
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Campus Security Corpse with Gun
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Health Pack
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Zombie after going for a head shot (still attacks)
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In the woods
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Fat Zombie (Leon helping again)
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CASL Building doors
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Inside the CASL building
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Getting out of CASL

[image: image32.jpg]L

LI
SO

e e e A L O e - e






Finding Richard
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First sign pointing towards Fieldhouse
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Giant sign pointing towards parking lot

[image: image35.jpg] [Fieldhouseg

i % I
i





The Car
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Secret Weapon (not pictured, just the aftermath)

[image: image37.jpg]LI
ki sid

Faoa T i =HMToo”?




Bonus Play (driving the car)
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Bonus Play
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12.  Section IX - Secondary Software 

12.1   Editor 

UnrealEd will be used to build and edit Campus of the Undead. 

12.2  Installer 

The NSIS script will be used to create the installer for Campus of the Undead. When executed, the installer will provide a default directory, and ask the user to locate the root UT2004 directory. The installer will notify the user if the selected directory is incorrect. Once the correct directory is selected, the necessary files will be extracted from the installer and placed in its own directory within UT2004. 

12.3   Update software 

No update software will be used. Updates will be distributed and applied by a new installer which will overwrite any old files. 

13.  Section X - Management 

13.1  Detailed Schedule 

1-21-09:  Choose pitch idea 

2-11-09:  Design basic ideas of game 

2-18-09:  Begin modification of UMD game map

2-25-09:  Begin implementation of game types 

3-01-09:  Import game models and get characters working

3-11-09:  Present Alpha Prototype of game and finalize UML models 

3-18-09:  Finalize initial portion of campus game world, implement zombies 

3-25-09:  Implement co-op characters' AI, as well as zombie AI 

3-01-09:  Continue working on AI, continue building final portion of game world

4-10-09:  Present Beta Prototype of game and draft Design Document 

4-15-09:  Finalize character AI, finalize objectives 

4-22-09:  Finalize design document, carry out test plan, finalize game, prepare for gold release

4-27-09:  Present gold release 

13.2  Budget 

The only budget for this project is time, however, given the average starting salary of a game developer ($60,000/year), this project would cost approximately $12,272. 

(projected 108 hours of work, 4 people working, 432 total work hours, $28.45/hour) 

13.3  Risk Analysis 

The risks for this project are as follows: 

Team Member can no longer work on project (for various reasons) - Probability: Low, Impact: Medium 

We lose all our main and backup data on the FTP - Probability: Low, Impact: High 

Implementations do not work as planned - Probability: Medium, Impact: High 

13.4  Test Plan

Strategy: 

Play-test that player is forced into the required game path

Ensure AI player follows and does not behave unexpectedly (strays too far from player to attack, attacks player or Richard)

Ensure that objectives must be met in order to win the game 
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