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Design History – This is a change listing quickly describing each major version and changes.
Version 1: Alpha release. An initial prototype demonstrating a mid-air level layout and controls.

Version 2: Beta release. A version of the Alpha with improved controls and AI bots that fought back. Also featured added content such as voice announcements.

Version 3: Gold release. A heavily redesigned version of the Beta, featuring slightly adjusted gameplay mechanics and an interior rather than outdoor setting, though still similar in terms of core gameplay concepts.

Section I - Game Overview
Game Concept

In the year 2089, reality television’s most popular show, Death From Above, pits armed contestants against one another as they fall thousands of feet within giant, elaborate cylindrical sets. In this fast-paced, 360 degree death match, only the contestant with the most kills will receive the prize of fame and billions of dollars. Combining traditional FPS game-play with the exhilarating sensation of falling both up and down, Death From Above will challenge players to adapt to this new setting and survive the futuristic brawl.
Feature Set

· FPS death match game-play
· LAN-based multiplayer
· AI opponents
· Modern graphics
· A variety of futuristic and satisfying weapons
· Engaging environmental challenges

· Built-in integration with Steam and support for Steam Community features
Genre

The game fits squarely within the First Person Shooter (FPS) style of game-play. The advanced technology present within the cylindrical sets, as well as the futuristic weaponry hint at a more advanced (and violent) future civilization, also places the game within the science fiction genre.
Target Audience

The game will be a first person shooter with a moderate degree of violence, and a dark subject matter and back-story. The game will therefore be aimed toward older, more mature audiences. However, the game will not contain extremely graphic violence or blood, and would most likely be give an ESRB rating of Teen (T). The game will be geared toward competitive players, as well as casual players. The online aspect will appeal to players looking for a sense of community in their games.
Game Flow Summary – How does the player move through the game.   Both through framing interface and the game itself.
The game is marked distinctively by the player’s frequent lack of control over the vertical axis of movement. Players are usually plummeting up or down. Though the player can move about with standard FPS controls -- WASD, the mouse, etc. -- they are subject to an initial downward fall at constant speed, and then an upward fall after bouncing off the floor of the cylindrical set. Occasionally, players will not be bounced off the floor, allowing them to move along the floor until they jump again (which will launch them back into the air).
While alive, players are constantly able to shoot at one another. Players can die before they even have a chance to get to the ground, causing them to respawn at the top of the map.
Progress through the framing interface is extremely standard and will most likely be familiar to PC gamers. Mouse and keyboard will be given as input options in the menu system. The menus will be fairly simple, and not overload the player with options.
Look and Feel – What is the basic look and feel of the game?  What is the visual style?

Like most reality TV, the overall appearance of the game should be fairly realistic, and not overly stylized.  It should emphasize the realism and gravity of the show and the situation it presents to its participants.  It should not be overly cartoonish and happy looking, but also not so gritty and dark that it is not exciting.  Certain colors, such as the strobing neon lights within the sets, may be fairly vivid, giving the game a technologically advanced feel. Each level will have its own distinctive look, ranging from a simple metal tunnel to a tunnel with LCD screen walls that strobe with various patterns of bright purple light. The look and feel of each level will be determined by its placement within the chronological development of the show.
The contestants themselves will be heavily armored, looking almost robotic. This emphasizes the futuristic setting of the show, as well as the pragmatic need for the contestants to protect themselves from falling damage and the weapon fire of other contestants.  Since the show takes place in the distant future, weapons will be fairly futuristic.

In addition, the rendering style and graphical capabilities of the Unreal Development Kit produce their own advantages and restrictions. Namely, many of the UDK’s built-in assets (e.g., the trapdoor platforms that players start off on) have a fairly realistic and somewhat gritty appearance. The Unreal engine is known for making surfaces appear somewhat shiny and luminescent. Overall, this is in keeping with the target appearance of the game.
Project Scope – A summary of the scope of the game.

Number of levels

The final game will contain 3 levels, each with a unique appearance and various different challenges.
Number of NPC’s

Since the game is multiplayer, there will be no NPC’s, per se. However, the game will contain a number of bots in each match. The number of AI opponents will be set to 10.
Number of weapons

3 weapons will be retrievable by the player. These include the following:
Link Gun
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The link gun’s primary fire is a series of plasma blasts shot in continuous bursts. These blasts are quite potent, and capable of killing an enemy quickly. However, players must adjust their fire heavily to account for their falling speed. That is, if the player is facing straight ahead, their shots will have an upward trajectory. Players will thus need to train themselves to aim lower than usual to be successful with this weapon. The secondary fire is a continuous beam that is also quite powerful, but is only effective up-close. Players will likely opt for this kind of fire when in close range. The link gun is the default weapon given to the player.
Shock Rifle
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The shock rifle will not be given to the player by default, but will be highly desirable to collect owing to its perfectly straight and potent primary beam fire. Because of this property, players will not have to worry as much about leading their shots below their opponents, and can simply aim and shoot. This will make the task of eliminating opponents much easier. The weapon is powerful as well, requiring roughly three shots to take out an opponent. Additionally, the shock rifle’s secondary fire is a shotgun-like blast that is extremely powerful. However, this kind of projectile is shot in single bursts, and travels much more slowly. Therefore, it will be optimal to use only up close. Extremely advanced players can shoot the secondary fire projectiles with the primary beam shots, creating a tremendous explosion. While powerful, this technique is only recommend for experienced players.
Rocket Launcher
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The rocket launcher’s rate of fire is low, and its projectiles travel relatively slowly. The primary fire of the rocket launcher is extremely powerful, though. Rockets are usually instant kills. Splash damage is also very powerful, but difficult to use unless opponents are flying close to the walls. Secondary fire allows the player to use primary fire in different ways. Holding secondary fire loads each barrel with a rocket, with up to three rockets possible at once. Tapping the primary fire button once after charging secondary fire will launch the rockets in a spiral fashion, and tapping it twice will shoot grenades. Grenades are not recommended for aerial use, but can be used for humiliation kills by extremely good or extremely lucky players. Overall, the rocket is an excellent weapon, but requires more deliberate planning before shooting due to its slow rate of fire and projectile speed. The player’s individual style will likely dictate whether or not they want to use this weapon.
Note that all weapons have infinite ammo. However, weapons that were picked up will be lost when the player dies and respawns, so players will have to be careful not to die after picking up a particularly good weapon.
Section II - Game-play and Mechanics
Game-play
Game Progression

Since the game is primarily multiplayer and combat-driven, the game-play progression is fairly straightforward. For the duration of the game, players will be focused on the primary tasks of elimination, survival, and gathering weapons. Upon death, players can quit or join a new game. Avoiding death and constantly eliminating other players are therefore the primary points of progression in the game.
Mission/challenge Structure

The mission of the game is the same throughout each unique map. The mission ends with the ranking of each player based on their number of kills and deaths.
Puzzle Structure

The primary kind of puzzle in the game is one of navigation. Namely, the second map will require the player to navigate through a wheel-like structure of deadly lasers in the center of the map, and the third map will require the player to operate a large door that will kill them on impact. In the latter case, the player must shoot a button on the wall to open the door, or otherwise suffer the consequences of impact. The door will close after a set period of time, requiring the player to perform the same action when falling back from below. Though only loosely considered puzzles, these environmental challenges nonetheless present mechanics separate from the more reflex-based shooting mechanism, and require a distracting investment of the player’s attention. Furthermore, the strategic placement of weapons on the map will present the opportunity to take higher risks at the potential of getting better rewards and thus gaining a competitive edge over other players.
Objectives – What are the objectives of the game?

The player must simply be the first to reach a cumulative total of 25 kills. This player is dubbed the winner, and all other players are ranked by order of their net number of kills minus deaths.  Players respawn on death, allowing them to continue their pursuit of the objective.
Surviving environmental obstacles is a sub-goal. While it is necessary to eliminate other players to get ahead, as well as to avoid being killed, the player should not neglect the hazards around them. Though the first level is relatively bare in terms of such obstacles, later maps become progressively more challenging and distract more from the combat aspect. Thus, the priority of the player’s goals will likely depend on what map they are playing on.
Collecting weapons is another secondary goal to aid the player in achieving the primary elimination goal. In the hands of the right player, weapons can give a combative advantage. However, attaining them will sometimes pose a threat, generally in the form of getting closer to environmental hazards. In this way, all of the player’s goals are intertwined.
Play Flow – How does the game flow for the game-player

The following flowchart summarizes an individual player’s progression through the game:
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Mechanics – What are the rules to the game, both implicit and explicit.  This is the model of the universe that the game works under.  Think of it as a simulation of a world, how do all the pieces interact?

Physics – How does the physical universe work?

Physics, and therefore the movement behavior of the player character, is crucial to the enjoyment of the game. Players need high maneuverability, but also the ability to control their character reliably without constantly overshooting their target.

UDK’s default falling physics are inadequate for this style of game-play. Players fall far too fast, and do not have much movement fidelity. Thus, it is necessary to override the player class and alter the properties of movement using UnrealScript. There is no actual gravity in the game world. Rather, gravity is simulated in-script by setting the constant Z-axis velocity of each player. This can be altered to simulate nosediving, which causes the player to fall faster. Setting these variables in-script allows for a higher degree of control over the physics of the world.

However, liberties have been taken with the game’s physics in light of its futuristic television show setting. Upon hitting the ceiling or floor of the cylindrical set, the player’s falling direction reverses. That is, if the player hits the floor, they will (in some cases - note that the game randomly allows the player to stay on the floor on some occasions) bounce back and begin to fall upward. This results in a hectic style of gameplay where enemies are flying with or sometimes past one another at high speeds, and it becomes difficult to distinguish up from down.

Aerial friction is an important element of restricting player control. The player will find it difficult to maneuver if they maintain their momentum, primarily because players will find it much easier to shoot while falling straight down. Thus, the player’s speed is automatically damped when they are not explicitly moving their character, and will eventually recede to 0. Using an interpolation function in UnrealScript, the player’s speed is damped by 50% for every second of gameplay, resulting in a fairly quick stop.
Movement

Players direct their characters’ movement with standard FPS mouse and keyboard controls. Additionally, players have the option of giving their character a speed boost, which results in faster Z-axis movement as well as increased X- and Y-axis movement. Shooting and aiming are controlled by the mouse, and movement and strafing are controlled simultaneously with the keyboard. This permits the character to perform advanced maneuvers such as strafing while aiming at other players, and grants a significant degree of autonomy.

Players bounce back upon hitting the floor or ceiling. However, in some random cases the player will NOT bounce off the floor. This allows the player to move around and shoot from an anchored point. Some players will take advantage of the vertical stability this grants, as well as the lack of obstacles. However, it makes players easier targets by placing them against a solid background and opening up the possibility for rocket splash damage. Players will also be unable to make quick getaways as they could by speed boosting through the air. Players can opt to get back in the air simply by jumping.
Other Movement - Menus
Movement throughout the menu system is done using the mouse cursor or arrow keys.  Selection can be done with single-clicks in the case of using the mouse, or by pressing the Enter key in the case of the keyboard.  The top-level main menu has three choices: Instant Action (single player), Multiplayer, and Exit.
Objects

A limited number of weapon pickups (which the player may or may not have collected already) will be scattered throughout each map. The player will have to gauge whether or not it is worth attempting to collect these pickups given their current situation. The best weapons will often be slightly more difficult to collect, and will require a momentary relaxation of focus on fighting off other opponents. Players will have to decide for themselves whether the benefit of collecting them outweighs the potential threat of doing so.
Picking Up Objects

Since the game takes place in an extremely hectic environment, and objects are already difficult to connect with when moving at high speeds, objects should only need to be touched to be collected. Thus, items such as health packs and weapons will be collected and applied automatically upon collision with the player.
Moving Objects

For a short time at the beginning of each match, players will find themselves standing on two giant blast doors suspended at the top of the stage. The blast doors will open slowly after a short delay, forcing players to fall into the cylinder. Players can attempt to remain atop the doors by climbing the increasingly steep slopes if they choose, but at some point they will be forced off. Horizontal maneuverability is increased atop these platforms, but vertical movement is of course highly limited (or nonexistent). Players have two options: to jump into the fray of highly contained space and attempt to rack up as many kills as possible before the platform opens, or jumping off and making a quick vertical escape while other players duke it out.

Movement of the doors is performed through a scripted Kismet sequence, which executes Matinee events after a set delay from the beginning of the match. The Matinee events will control the opening of the doors. Similarly, the giant trap doors in the Season 3 map are controlled by Matinee events. However, they are linked via Kismet to two buttons placed elsewhere on the map. When the player shoots either of these buttons (though they are actually shooting a trigger surrounding the button static meshes), the doors will open over an interval of 1.5 seconds.
Actions

Attacking, speed boosting, and interacting with the environment (collecting pickups and avoiding obstacles) are the primary actions of the game.
Switches and Buttons

The player encounters two buttons in the Season 3 map which allow them to control a set of giant blast doors blocking their passage through the cylinder. Because contact with the blast doors is fatal, the players will want to shoot these buttons before colliding. The buttons are connected to Matinee sequences via Kismet, such that when the button takes any amount of damage, it will trigger the Matinee sequences causing each door to open.

Picking Up, Carrying and Dropping

Players will pick up weapons. These will be applied automatically to the player’s inventory. Weapons are stored in the player’s inventory, and can be selected with the corresponding number keys or the scroll wheel. They cannot be dropped, but rather are stored for the remainder of the match in the player’s inventory. When a weapon is picked up, it is given priority and instantly equipped, overriding the use of whatever else the player was shooting with at the time.
Weapon selection is done using the following keys:
1- Link Gun
4 – Shock Rifle

8 – Rocket Launcher

The mouse wheel can also be used to cycle quickly through weapons already collected.
Talking

Players can interact with one another through the Steam chat client. Steam is a program that can be run independently, and layers community features into the game automatically when the two are run simultaneously. Players who have Steam accounts and have added each other as friends will be able to chat with instant messages in-game through the Steam interface. Players may also choose to use separate programs such as Ventrilo for Voice Over IP (voice chat) functionality, and the game will not interfere with that ability. However, since the game is a free-for-all and does not include teams, voice chat will not be supported by default.
The game will also include the voice of an announcer (Kai Katastrophe) detailing the beginning of the game and providing some of the back story. This will simply be streamed in-game to the player, and does not require actual interaction on the player’s part. It will be linked to the beginning of the game through a Kismet script. The announcer’s script is randomly selected at the beginning of each level.
Kai will also throw in a typically snide remark whenever the player dies.

A gruffer announcer will also chime in when the player gets kill streaks of various lengths. He will yell “double kill,” for example, when the player gets two kills.

A female announcer will also announce kill-count milestones. She will announce how many kills the player must get in order to win, in multiples of five.
Reading

The game is heavily visual, and will require little reading on the part of the player. Players will need to read to navigate the menus, though, despite their overall simplicity. 

Players will see various advertisements on each map that convey parts of the back story and add general character to the maps. The Foxcast logo, for example, is present at the beginning of each level.

Additionally, the player is presented with a very short and quick message on their heads up display at the beginning of each round. This message will simply tell them to get to 25 kills in order to win.
Combat – If there is combat or even conflict, how is this specifically modeled?

Combat centers on the fast-paced, 360 degree view havoc as players fall back and forth within the cylinder and engage in a first-person shooter (FPS) death match. The fighting mechanic will play out as a typical FPS, with players aiming and shooting at all other players in a free-for-all (no teams) matchup. Due to the relative lack of control over one axis of movement, players must find innovative ways to stay abreast of their competitors. Players are easiest to attack when they are directly above and below because the player will not have to lead their shots as much to hit them. This is also a slightly more stealthy approach, as players tend to look in their horizontal periphery rather than constantly checking up and down (though there may be exceptions depending on play style). So conversely, the player must take good care to check above and below for any opponents sneaking up for a kill. The player must only be the first to 25 kills to win; deaths are unlimited and not counted against them. However, deaths are a temporary setback, particularly if the player has stored up good weapons (which they will then lose upon respawning), or if they are in a good position for attacking other players only to be suddenly transported back to the spawn point. Of course, being killed also gives a point to the opposition, so carelessness will lead to quick defeat. As the “Movement” section describes, players will sometimes get a chance to stand on the ground. This has specific advantages and disadvantages, as described in that section.
 Since threats can come from all directions, game-play will have a disorienting sensation, forcing players to be directionally aware at all times.
Screen Flow

Screen Flow Chart – A graphical description of how each screen is related to every other
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Screen Descriptions – What is the purpose of each screen?
Main Menu Screen

The Main Menu Screen allows the user to start a Single Player and Multiplayer game, and to exit the program.
Single Player
The Single Player menu option allows the player to select a map in the map selection screen, and launch into the game without a partner. They will face off against AI opponents.


Multiplayer

Multiplayer menu option allows the player to host a match, or join other matches already running. Hosts have a slightly more advanced set of options, including server options and map selection capability.
Game Options – What are the options and how do they affect game-play and mechanics?

Game options are extremely limited. The only option the player has from the main menu is the ability to select from multiple servers when in multiplayer mode. Hosts can change a few things about the server, such as its name and the maximum number of players that can use it simultaneously.
Replaying and Saving 

Because matches are short and the game is primarily real-time multiplayer-based, saving matches will not be an option. If a player is unable to finish a game, they will simply have to join a new one later on.

Replay options are unrestrictive. Players may choose to quit to the menu at any time, from which point they can jump into a new game at will.
Cheats and Easter Eggs

None. The game is primarily multiplayer-based; cheats are discouraged and will not be implemented explicitly.
Section III – Story, Setting and Character  

Story and Narrative

Back story

The year is 2089 and reality television has reached new extremes. With sweeps week around the corner, competition among the networks has become particularly fierce. The Foxcast network - a corporate merger of Fox and Comcast - has been struggling for good ratings. The exception is the critically acclaimed “Death From Above” game show that raised the bar for reality entertainment. Foxcast has put all its eggs in one basket with hopes that “Death From Above” will carry the rest of the network and put them back in the black. The result is the climactic “Death From Above” tournament where the best of the best contestants fight to the death for a grand prize of $10,000,000,000.
Plot Elements

· Futuristic commentary. The plot will largely focus on the brutality of the Death From Above game show, which hearkens back to the brutal gladiatorial combat of ancient Rome, but also functions as a parody of the absurdities of modern-day reality television. The popularity of the show is hinted at, suggesting its audience craves a combination of extreme sports and extreme violence. The inhumanity of the show is almost played for comedic effect, as with so many television shows that portray their characters as impersonal pawns for the audience to mock. Yet the player will be forced into the position of one of the contestants, experiencing the horror and the thrill firsthand, rather than as a detached audience member. Various advertisements and other decals in the game will give a sense of context in this absurd future world, and will parody future products and other television shows.
· Engaging character types that are conducive to player projection. Though each character’s back story is potentially vivid, the characters will not be described in overabundant detail. Like Gordon Freeman of the popular Half Life series, the characters are mostly described by their basic professions and by their overall scenario. They are mostly tabula rasa-type canvases for the player to project his or her own emotions onto. As with many multiplayer games, the characters will not be vividly described in-game, but their stories will be readable in the user manual for those players who are interested in the lore.
Much of the plot is told visually, through the garish and dizzying sets of the Death From Above TV show and the advertisements that scatter them. It is also largely told through sound, via the one-way dialogs of the show’s lively announcer.
Game Progression

Because the game is multiplayer-based, the primary form of progression for each player is an ever-increasing number of kills. Additionally, picking up weapons will give an added sense of progression and aid the player in getting more kills.

The story of the show is told through a variety of announcements that are randomly played at the beginning of each level, and the evidence of the show’s budgetary and technology progression is seen as the players experience each of the new maps.  Players will also have to replay maps multiple times due to the random selection of voiceovers. Additionally, each map has a unique set of advertisements which reflect the increasing budget of the show and will be fun for the player to discover.
License Considerations

According to www.udk.com, UDK is free for educational and non-commercial use. Epic charges loyalty fees if a game created with UDK makes over $50,000.

Since the game will largely be using default UDK assets, it is subject to the unrestrictive licensing placed on those assets, which are packaged for free with the engine and intended to be used by developers. Audio voiceovers will be original content, and thus do not require license considerations. Decals materials are original as well. The plot will not be based on any existing material or use any copyrighted names or scenarios, and thus will not present any special license considerations.
Cut Scenes

Cut scenes will take place at the beginning of each match. Each map will have its own unique cut scene. Cut scenes are generally fairly short (under 10 seconds) in order not to delay gameplay time unreasonably.
Cut scene #1 - Season 1
Actors

As with the other maps, Kai Katastrophe (the show’s regular narrator) will provide a voice-over to the cut scene.
Description

The first cut scene will take place in the Season 1 map. Like the map itself, it is mainly meant as an introduction to the game. The map will contain few special mechanics or distractions worthy of note; rather, its sheer height and spectacle will be the primary focus. The camera will sweep its way from the highest point of the map during this cut scene and plummeting quickly down to the bottom of the cylinder in a first-person rollercoaster fashion. After falling nearly to the ground, it will return to its original point of departure. Finally, it will assume the position of one of the players’ spawn points on the map, giving the player a rough sense of what their surroundings will look like when the match begins. Altogether, this cut scene will be fairly short, so as not to delay the action for too long.

Storyboard
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Script

The script for this cut scene will be selected randomly from a set of scripts, in order to cut down on repetition. One of the following lines, to be spoken by Kai, will be selected:

"Tired of the monotony of serving the robot overlords? You vs. Wall just not exciting enough? Then you're in luck ladies and gentlemen, welcome to Death from Above! I'm your host Kai Katastrophe reminding you that today's episode is brought to you by: Duke Nukem Forever, releasing summer 2089. Now let's tune in as our four competitors prepare to drop!"

"Ladies and gentlemen, let me ask you. What's more exciting than watching four people plummet towards the earth at terminal velocity knowing their only hope for survival is to kill their 3 opponents and deploy a parachute? Well besides Kellogg's new Soylent Greenios, not a damn thing! Welcome to Death from above with me, your host Kai Katastrophe!"

"Hello everybody, and welcome to Death From Above! I'm your host Kai Katastrophe, and if you're like me, nothing makes you feel better about paying 322 dollars a gallon at the pump than watching four poor souls shoot each other while enjoying a three minute screaming fall to their deaths! Let's move up to the drop platforms now as we're getting ready to go!"

"Hello and welcome to Death From Above on the FOXCAST network! I'm your host Kai Katastrophe reminding you that today's episode is brought to you by: Final Fantasy 304 from Square-Enix-Blizzard-Infinity-Bethesda-Arts.”

"Ladies and Gentlemen, I'm sorry to announce that tonight's episode of Death From Above has been cancelled. Instead, we take you now to live coverage of the 2089 FIFA cup! Nah! I'm just kidding; even in the future no one watches soccer! Welcome to Death From Above! I'm your host, Kai Katastrophe, now let's get ready to plummet!"

"Hello and Welcome to Death from Above! I'm your host Kai Katastrophe, and I'd like to send special thanks to our newest sponsor: Stouffer's, announcing their new product: Instant bacon! That's right ladies and gentlemen, bacon any time you want it! Just add grease! Now, let's get to the action!"

"Welcome to Death From Above! I'm your host, Kai Katastrophe and I'll be taking you through all the action today. Before I start however, I'd like to send this very important message out. ‘Remember everyone, don't drink and drive, but if you do, drive someone else's car!’ Now, let's get into the action as we prepare our contestants to drop!"

"Hi there everybody, I'm your host, Kai Katastrophe, and welcome to Death From Above! Before we start, I'd like to let everyone know that I just saved a bunch of money on my car insurance by switching my car into reverse and driving away from the accident! But that's not important right now, what is important is I'm getting word that we're ready to go!"
Cut scene #2 - Season 2
Actors

Kai Katastrophe will again give randomly selected voice-overs to this cut scene.
Description

This cut scene initializes the Season 2 map. The primary goal of this cut scene is to introduce the functionality of the laser-emitting death sphere in an exciting and visual way. The scene will focus on the death sphere, which is central to the map, in close-up as an unwitting bot is dropped into it. The player will hear the sizzling sound of the deadly hot laser beams being emitted from the sphere. The camera will tilt to follow the trajectory of the object being tossed into the sphere.
Storyboard
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Script
Scripts will be selected from the same pool as in the Season 1 map. Please see the section on Cut Scene #1 for dialog.
Cut scene #3 - Season 3
Actors

Kai Katastrophe will voice the scene.
Description

This cut scene initializes the Season 3 map. The primary purpose of this cutscene is to introduce the trap door near the top of the map. Similarly to the second cutscene, a bot will be tossed onto the threat (in this case, the door) as the camera tilts to follow its trajectory.
Storyboard
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Script

Kai’s lines will be selected randomly from the same pool as in Cut Scene #1. Please see the section on Cut Scene #1 for more information.
Game World

The game world is comprised of a collection of three unique multiplayer maps. The maps are unconnected to one another, and must each be individually selected from the menu for the player to access them.
General look and feel of world

Players will get a vast panoramic view of the entire level at its beginning because of their high starting vantage point. Weather will range from clear to slightly overcast. Each map will take place during a separate part of the day, from midday to midnight.
Characters

Characters are those individuals who are participating in the show. The characters have varied, unique pasts, but have never interacted with one another. This, of course, only makes it easier for them to fight one another heartlessly. With stakes this high, nobody can afford to make friends. Note that characters also have no special abilities. This is to level the stakes when players engage in matches with one another. Rather, the skills of the player at hand are what determine the abilities of the character.
John Schaefer
Back story

John hasn’t been the perfect father figure in past years. The birth of his daughter Jenna brought on many hardships for John. Overwhelmed by his unexpected life changing circumstance, John turned to alcohol and drugs. After one too many weekend binges and coming home smelling of perfume, clad in glitter speckled trousers, John’s wife left him. Shortly after Jenna’s 6th birthday, she was diagnosed with cancer. Her mother’s job as a waitress cannot pay for Jenna’s chemotherapy. After receiving the dismal news, John decided to turn over a new leaf and stop at nothing to raise the money for his daughter. Years of substance abuse and gambling debts left John with no other choice but to go on Death From Above and win the cash prize.
Personality

John has a tough and boorish exterior, but ultimately a compassionate heart. His years of drug abuse and dealing with the difficulties of his marriage has left him calloused, and some would say emotionless. However, he houses a great deal of love for his daughter, who is his primary motivation for being on the show. His reckless past gives him the courage to join the ranks of the contestants, but his desire to support Jenna gives him a fear of death.
Look

Physical characteristics

In relatively good shape. His body isn’t what it used to be thanks to the drugs and alcohol, but he hit the gym hard after rehab.
Statistics

Height - 5’11”

Weight - 180 lbs. 

Participation - First-timer. John was never much of a shot, either, thanks to his fear of firearms (or more specifically his fear of himself). He used to own a handgun, but had the sense to get rid of it when the drinking got bad for fear of what he might do. He’s used the last few months training intensively for the show, though, and considers himself a passable fighter. Ultimately, it’s his resolve to save his daughter that gives him the greatest combative advantage.
Xgames
Back story

This adrenaline junkie has mastered every extreme sport out there. He has made thrill seeking his way of life. As the most decorated figure in extreme sports Xgames has set over twenty world records, including the lowest opening of a parachute. His thirst for adrenaline and affinity for the dangerous has led him to push his abilities to the limit. Xgames had conquered it all and was looking for a way to take his skydiving to the next level when he heard about the Death From Above competition. He jumped at the opportunity to kiss the sky in this exhilarating, new fashion. After all, what could be more dangerous than skydiving with guns?

Personality

Xgames forfeited what little personality he might have had when he changed his name to reflect his sport. He lives for nothing but the games. In this sense, he’s almost animalistic - responsive only to fulfilling his basic needs and engaging in his passion for extreme sports. It’s unclear whether Xgames truly fears death, but given his past behavior, it’s unlikely. Or perhaps he enjoys the fear. Whatever the case, Xgames is a machine.
Look

Physical characteristics
Lithe, cut, and otter-like. Owing to his small form-factor and extreme agility, Xgames can cut through the air like a peregrine on speed. He’s a master of aerodynamics, but surprisingly strong up-close. He may not look intimidating, but Xgames is in complete control of his body in the air.
Statistics

Height - 5’9”

Weight - 170 lbs. 

Participation - Second-timer. Xgames won the paltry cash prize of one of the show’s earliest episodes, but didn’t consider it nearly dangerous enough to be worth the effort. He spent the prize on gear to aid his participation in another extreme game show. However, now that the producers of Death From Above have upped the ante and scaled the show up to new heights, Xgames is back for more. There’s nothing he won’t take on.
Morris Nadeau
Back story

Life after prison didn’t have much to offer Morris. He had no family to return to and no place to go. Morris spent his 2 years of freedom moving from homeless shelter to homeless shelter. He could not find work in any town he settled in, no doubt due to his extensive criminal record. There was only one thing Morris knew and he knew it well. That thing was killing. Having only this one skill on his resume, Morris decided he was out of options and signed up for the Death From Above game show.
Personality

Morris gives the impression of a self-admitted sociopath. Producers of the show were reportedly chilled by his calm demeanor on the set, as well as his rather garish scars. The scars betray wounds that any man would be lucky to survive, but the cuts clearly run deeper. Morris’ vague background makes his icy demeanor all the more mysterious, but one thing is absolutely clear: killing is second nature to this man.
Look

Physical characteristics

Stocky. Years of detainment in violent prison facilities have sculpted him into a beast of a man. But it’s clear that these aren’t the kind of muscles built through training - they’re the kind that have developed from the need to fight back and survive.
Statistics

Height - 6’2”

Weight - 230 lbs. 

Participation - First-timer. Morris often found escape through television, whenever he had the chance to watch it in prison or share a busted old stolen CRT with a fellow nomad in his post-prison years. The first time he saw Death From Above was when Morris finally decided to cross the boundary from mere spectator to participant.
Sergeant Rigsby
Back story

Sgt. Rigsby served 5 years on the 82nd airborne. As part of this division, Rigsby saw action in several conflicts around the globe. Later he became a part of the United States Army Special Forces where much of his involvement is shrouded in secrecy. His military career came to an abrupt end when he was discharged upon returning home from a top secret operation in Uganda. The grounds for his dismissal are classified. Sgt. Rigsby welcomed the chance to get back into the sky with a gun in his hands.
Personality

Austere, abrupt, and vaguely dictatorial. Rigsby has never turned down an order from a direct superior, as evidenced by his spotty and violence past. From simple reconnaissance to enigmatic international wetwork, Rigsby gets it done. Rigsby is curt, confident, and directed in his every interaction. Rigsby does not waste time.
Look

Physical characteristics

Though he’s been through hell and back, Rigsby’s primary is not his body, but rather his weapons. He’s a sharp-shooter with the eyes of a hawk and the reflexes of a spider. If Rigsby can’t shoot it, he can’t see it.
Statistics

Height - 6’0”

Weight - 200 lbs. 

Participation - Has applied many times, but this is his first time participating. In the past, Rigsby was unable to participate due to some unexpected “favors” called in by his particular sect of the shadow government. Now, he’s on vacation from the killing, and what better way to fill the time than by flexing his trigger finger - in the air?
Section IV – Levels

There are 3 levels in the game. Each is named after a season of the show. As the player experiences each different map, evidence of the show’s increasing budget and excess becomes evident.
Level #1 - Season 1
Synopsis

Season 1 is the first map that can be selected, and is likely to serve as the best introduction to the game. However, players who prefer a purer form of combat will likely return to it continuously. Season 1 focuses less on environmental distractions and more on pure combat.
Introductory Material (Cut scene?  Mission briefing?)
The game will begin with a brief cut scene in which the camera flies in a rollercoaster-like fashion through the level. Please see the section on Cut Scene #1.
Objectives

The objectives on this map are the same as the others. However, there are fewer distractions here. Weapons are still available to the player. The player must also take care to avoid various steam pipes towards the sides of the map, meaning that most players will want to stick to the center (though players will good aim may be able to land on a pipe and shoot from there should they so desire).
Physical Description

The following editor screenshot gives a general impression of the map’s physical characteristics:
[image: image9.png]



Players will fall through a steely grey cylindrical television set. The walls are made of vented metal, presumably to filter air in for the contestants in an otherwise tightly sealed environment.
Though not cheap-looking, the show’s low first-season budget is evident here, especially compared to its subsequent seasons. The show’s creators, having no money for elaborate set pieces and traps, simply commandeered some existing steam pipes in the cylinder’s plumbing to manufacture a threat. Though not terribly obtrusive -- players can avoid them by sticking to the center of the map -- the steam is nonetheless quite damaging. Players can also lodge themselves atop the pipes if they are careful to avoid the steam. This strategy is not recommended, though, because while the stability of standing on the pipes makes shooting easier, it is difficult to shoot players who are flying by. Additionally, players will be sitting ducks while lodged in the same location, particularly with respect to the splash damage or direct hit of a well-placed rocket shot.

As with all maps, the Foxcast logo looms over players in the beginning of the match:
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The show’s advertisements also clearly reflect its viewership at the time. In this early season, the show had far less viewer exposure, and wasn’t backed by powerful advertisers. Instead, Foxcast elected to advertise its own shows:
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(This ad is a gentle jab at the cancellation of one of Fox’s most beloved but under-watched shows, the low 3-season comedy Arrested Development.)

Multicolored track lighting also lines the walls of this map. Monochromatic lights that run in a strip around the circumference of the cylinder cycle from the top to the bottom of the map and back again, looping continuously and changing color with each strip of lights. This is not only to help illuminate the map, but also to give a greater sense of movement and emphasize the thrill of the visceral descent.
Weapon placement will also affect the player’s strategy. A shock rifle and a rocket launcher are both placed close to their own respective steam pipes. The shock rifle is higher on the map, though, and much closer to the initial platform. It is close enough that the player will need to maneuver to its position while on the platform, or will likely not be able to get to it on the way down. Players will need to be extremely cautious not to overshoot their target while retrieving weapons or they will be damaged (or even killed) by the nearby steam blasts. Players will have far more luck getting the shock rifle on the way up, having the entirety of the tunnel’s length to maneuver horizontally toward it, but players who get to it first on the way down have an obvious advantage.
The steely gray walls and overall lack of elaborate visual effects complements the more simplistic game style of this map, giving players less distraction from the primary focus: combat.
Map
Players can move freely throughout the level, and are restricted only by the constant pull of gravity (whether up or down). Due to the openness of the level, it is possible to see from top to bottom at all times. Nothing is hidden from the player, but likewise, they are not hidden from their opponents. Despite a luminescent effect making players more visible even from afar, players become difficult to see on opposite ends of the map. Players would do well to focus more on their direct surrounding area, or else speed boosting to a more populated area of the map.
Critical Path

As with the other maps, the player is constantly forced along the critical path: downward or upward, depending on their last bounce direction. The player will be constantly plummeting toward the floor or the ceiling. They can speed their movement along either trajectory with a speed boost control.
Encounters

The primary encounters on all levels will be other players (or AI opponents), as well as weapons. Blasts of steam from the pipes will pose a threat, but can be avoided with care.
Level #2 - Season 2
Synopsis

The audience has finally begun to hunger for violence of a more futuristic nature. The show’s executives, having upped their budget, have hired a cross-disciplinary team of physicists and military-industrial weapon specialists to create the most horrifying death contraption possible. A major addition to this level is the inclusion of a “death sphere” which emanates lasers from various directions. The death sphere is placed roughly in the center of the map. This can create a challenge for the player as it can create situations where the player will be moving in a predictable manner to avoid the lasers, thus making it easier for enemy players to target and kill them. Players die instantly when they touch the sphere or any of the active lasers.
Introductory Material (Cut scene?  Mission briefing?)

The introductory cut scene will focus on establishing the mechanics of the death sphere by dropping a bot into it. Please see the section on Cut Scene #2 for further details.
Objectives

The objectives on this map are the same as the others. Weapons are available to the player. However, the significant new threat of the death sphere has been added. While the player’s primary objective of survival remains the same, this creates a new sub-objective: avoid crashing into the sphere and the lasers it emits.
Physical Description

The following in-game screenshot gives a general impression of this map:
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Season 2 represents a significant step up in the show’s budget after the ratings soared in Season 1. The walls are now outfitted with expensive, highly energy-inefficient strobing plasma rings. Rather than plain metal, the floor and ceiling are now outfitted with smoke-emitting jump pads, giving the map an even more futuristic feel. The strobing rings, apart from being more visually elaborate, present an added challenge to the player: the ability to pick out foes. Opponents become more difficult to see when standing against walls, granting a sort of camouflage. This can be taken advantage of by more strategic players. The rings also grant a more intense feeling of motion. Their upward movement makes the initial fall seem faster.
In addition, the show’s creators have upped the ante for environmental threats with the introduction of the death sphere and its accompanying lasers. The death sphere emits laser beams from 8 different directions. Though not especially thick beams, they cut immediately through the armor of the contestants, killing them instantly. The sphere itself kills instantly as well. Lasers periodically phase in and out in different patterns. Therefore, a player might be moving toward a seemingly open spot, only to be burnt unexpectedly. Players will have to anticipate the changing patterns to avoid being killed. Overall, the death sphere challenges the player’s ability to maneuver while managing opponents, and represents a significant distraction.
As with all maps, the Foxcast logo looms over players in the beginning of the match. Foxcast has also picked up some third-party advertising, in accordance with their higher viewership:
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Multicolored track lighting, as with the Season 1 map, is present on the walls as well. The effect is now more drowned out by the moving plasma rings within the wall, but still adds a now subtler sense of motion.
Weapon placements will require some risk-taking with respect to the death sphere. A rocket launcher will be placed in between two of the beams. It is easily retrievable without touching the lasers, and even provides a good mark of where players can safely pass through. However, it can create a bottleneck if multiple players attempt to retrieve it, creating closer (and more chaotic) combat situations. More conservative players may find this risk outweighs the reward of getting the gun, and choose another path. A shock rifle (the most desirable weapon) will be placed close below the death sphere itself. Players will need to already have some diagonal momentum when falling past the death sphere in order to reach it, and will have to come close to the sphere as well as avoid its lasers. Players will get a second chance to grab it on the way up, made slightly easier because the rifle will not be visually obscured by the sphere. The challenge of surviving the aftermath of collecting the gun will still be present, though.

Overall, this map focuses more on the player’s ability to maneuver and deal with threats while managing combat situations, and reflects the progression of the TV show.
Map

Players can move freely throughout the level, and are restricted only by the constant pull of gravity (whether up or down). Due to the openness of the level, it is possible to see from top to bottom at all times. Despite a luminescent effect making players more visible even from afar, players become difficult to see on opposite ends of the map. Players would do well to focus more on their direct surrounding area, or else speed boosting to a more populated area of the map. Additionally, the visual distracting of the moving plasma rings lowers visibility on this map (which can be turned into an advantage).
Critical Path

As with the other maps, the player is constantly forced along the critical path: downward or upward, depending on their last bounce direction. The player will be constantly plummeting toward the floor or the ceiling. They can speed their movement along either trajectory with a speed boost control. Players will also have to weave between the lasers and avoid the death sphere. There are a number of potential paths through the web of lasers, leaving some room for player choice given their combat situation at the time.
Encounters

The primary encounters on all levels will be other players (or AI opponents), as well as weapons. The primary addition to this map is the encounter with the death sphere and all of its associated laser beams.
Level #3 - Season 3
Synopsis

Season 3 of the show represents the greatest excess of its creators at the height of its popularity with audiences. The show’s budget is bigger than ever, with last season’s inefficient plasma rings replaced with high-powered liquid crystal display walls that emanate bright, flashy patterns of light. A new, more devious trap has been devised: a trap door that players must disarm with a remote switch, or else be killed upon impact. Death From Above is more glamorous and deadly all at once.
Introductory Material (Cut scene?  Mission briefing?)

Please see the section on Cut Scene #3.
Objectives

The objectives on this map are the same as the others. Weapons are available to the player. However, players must now deal with the more complex trap door mechanism. While the player’s primary objective of survival remains the same, this creates a new sub-objective: shoot the door’s switch before making contact with the door in order to clear the way. The door also closes automatically every 10 seconds, so players must anticipate when it will close.
Physical Description

The following screen-shot gives an in-game view of the map’s look and feel:
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Season 3 represents an even further step in the show’s budget, and its set designers have gone nearly out of control. The LCD screen walls pulsate with a purple light that loops around the map. Opponents are even more difficult to see when standing against walls, creating a camouflage effect as with Season 2. The rings also move slightly faster, furthering the sense of motion. When players shoot opponents who are directly against the backdrop, shots become much harder to lead because the true speed of the opponent is heavily skewed by the movement of the background.

Season 2’s death sphere tested the player’s ability to maneuver. Season 3’s trap door tests their ability to maneuver and to aim quickly and accurately, presenting a bigger challenge and distraction from combat. Players will have only a short time from their starting drop to shoot a medium-sized button. A single well-placed shot on the button will quickly open the door (over the span of 1.5 seconds). Likewise, a button beneath the door can be used to achieve the same effect as players fall back to the ceiling. The door will close every 10 seconds after being opened, so unlucky players might find themselves unexpectedly slamming into the quickly-closing door. Players will either have to remember the last time the door was opened and anticipate its movement, or else shoot at the button as a precaution. The astute player will also notice that they can shoot through the slight gap between the starting platforms and hit the button before they even begin their fall. While this is much safer than waiting until after the platforms open, the player who elects to do this will become highly vulnerable in the initial brawl on the platform.
The shock rifle (the most desirable weapon pickup) will be placed close above the door on the opposite side of the map from the switch. Therefore, the player who attempts to get this will need to shoot all the way across the map to hit the switch, which is far more risky and challenging. Even if they do get the gun, they are likely to lose it when they subsequently die on the trap door. However, if an opponent takes care of opening the platform, the player may be able to reap the benefits and go for the gun with far less risk.
To explain the button mechanic to players, the following decal will point directly to the top button:
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A rocket launcher will be placed in a similar position below the trapdoor, to be retrieved on the way up. There will also be a rocket launcher at the bottom of the map, easily retrievable but taking far longer to get to.

As with all maps, the Foxcast logo looms over players in the beginning of the match. The show’s advertising has also been boosted by a certain highly popular soft drink, a staple of the modern 2089 diet:
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Multicolored track lighting, as with the Season 1 map, is present on the walls as well. The effect is now more drowned out by the LCD wall effects, but adds some subtle visual variations.
Map

Players can move freely throughout the level, and are restricted only by the constant pull of gravity (whether up or down). Due to the openness of the level, it is possible to see from top to bottom at all times. Despite a luminescent effect making players more visible even from afar, players become difficult to see on opposite ends of the map. Players would do well to focus more on their direct surrounding area, or else speed boosting to a more populated area of the map. Additionally, the visual distracting of the moving LCD lights lowers visibility on this map (which can be turned into an advantage).
Critical Path

As with the other maps, the player is constantly forced along the critical path: downward or upward, depending on their last bounce direction. The player will be constantly plummeting toward the floor or the ceiling. They can speed their movement along either trajectory with a speed boost control. The player will also have to unblock their passage through the tunnel by opening the door, or else they will come to a quick (and deadly) halt.
Encounters

The primary encounters on all levels will be other players (or AI opponents), as well as weapons. The primary addition to this map is the encounter with the trap door and its associated switches.
Section V - Interface

Visual System

HUD - What controls 

The HUD will contain the functionality illustrated below in this in-editor view:
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Messages to the player will be displayed in the upper center area of the HUD, as encircled here in red. These kinds of messages are broadcasted to every player at the beginning of each match.

The radar highlighted in yellow will give players a sense of their surroundings. However, the radar has two significant disadvantages: it only shows the horizontal position of the opponents, and it forces the player to temporarily look away from combat. The radar is best used to get a general sense of where things are. Beginning players are more likely to rely on it, though advanced players should not ignore it.

Health and ammunition are highlighted in purple. Health is shown as a percentage, with a health of 0 causing death. The picture of the gun next to the ammo counter will change depending on what the player currently has equipped.
Information about recent kills is broadcast in the lower left corner of the screen, like so:
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On the left side, the name of the player who got the kill is shown, and on the right side we see the name of the player who was killed. The image in the middle will change to the silhouette of the gun that was used to make the kill.

Additionally, by pressing F1, the player can view the scoreboard with real-time updates, along with their current placement:
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The player’s placement is highlighted in red. Adjacent to their name is the number of kills (the middle column) and the number of deaths (the rightmost column) that they have accumulated. The player’s placement is given explicitly at the bottom of the screen, with their placement in the leftmost column. Given that the game is won by getting to the goal score first, players will want to check the scoreboard fairly often to see how their competition is faring.
Menus

The main menu will be based on the default UDK menu system. However, it will be missing a few options normally available to players because they do not apply to Death From Above.

The top-level menu that the player is launched into when the game starts will look similar to the following:
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Menus will be navigable by keyboard and by mouse. The way the user chooses to navigate the menus depends solely on preference. The up and down arrows can be used to scroll through the menu items and Enter used to select, or alternatively can be chosen with the mouse and selected by left-clicking.

There will also be an extremely simple in-game menu that will allow the player to quit or resume game-play. Because the game is multiplayer-based, pausing the game is not an option. 
Rendering System

The rendering system is built in to the Unreal Engine, and will thus require no modification. The rendering system is capable of rendering extremely complex static meshes, animated materials, and high-resolution textures for viewing on powerful modern hardware. 
Camera

Camera will be first-person at all times during game-play. As players shift their view, the camera will snap instantly to their new rotation in order to get the fastest possible updates on what is going on around them. The player will have no control of the camera during cut scenes, though, which often move the camera on a pre-defined track to show off some portion of the level. 
Lighting Models

As with the rendering system, the Unreal engine’s lighting model is quite advanced. An extremely powerful and vast light source is necessary to illuminate the entirety of the map. However, there will be few other complex light sources. One of the maps, Wall vs. You, will use small floodlights to illustrate safe openings that the players are supposed to travel through.

Lighting is important for guiding the player through the game. Multicolored track lighting is set on each map to give a sense of motion and provide some visual variations. Each weapon is also given its own appropriately-colored halo of light so players can see them and attempt to collect them even at high falling speeds.

Player models are also given a boosted ambient glow through UnrealScript to make players visible from further away. This creates a subtle whitening effect on each player model, making silhouettes easier to spot from greater distances, as well as making the players “pop” from the background more.
Control System – How does the game-player control the game?   What are the specific commands?

Menu controls:
Keyboard controls:

Arrow keys - toggle through menu items

Enter - select menu item
Escape - bring up quit menu from anywhere within the menu system

Mouse controls:

Mouse - scroll over menu item

Click - select menu item

In-Game Controls:

W - Move forward

S - Move backward

A - Strafe left

D - Strafe right

Left Control - Speed Boost (NOTE: you must hold this key to remain in this mode)
Mouse - Aim

Left Mouse Click - primary fire (varies with gun type), begin match while in spectator mode
Right Mouse Click - secondary fire (varies with gun type)
1 - select Link Gun

4 - select Shock Rifle

8 - select Rocket

Mouse wheel - scroll to cycle through inventoried weapons

Escape - bring up in-game quit/resume menu
F1 - View scores
Audio

Music

An upbeat background track will play automatically from the beginning of the match. The techno sound of the track suits the futuristic feel of the game, but also heightens the excitement of the combat.
Sound Effects

Sound effects are largely built in to the UDK. For instance, weapons come with default sounds that are quite serviceable - typically loud and explosive sounds that give the player a sense of feedback and power. Players grunt when hit, or upon impact with a surface. The countdown timer at the beginning of the match will make ticking sounds. The selection of menu items will also provide the player with a nondescript beep-like sound in order to give feedback. Most importantly, Kai Katastrophe’s spoken narratives that take place during each cut scene will give background to the story and to the futuristic setting, and serve to bring players (and the audience in the story) into the excitement of the match. Kai will also make remarks upon each player’s death.
Sound effects were post-processed in Audacity to give them an “echo” sound. This appropriately creates the impression that Kai’s voice is echoing from a loudspeaker throughout the metal cylindrical sets, and contributes to the indoor feeling of the game.
Help System

Players will need to consult the manual that is given with the game in order to familiarize themselves with the controls and the objectives of the game. However, the controls are extremely similar to the controls of the Unreal Tournament games, so players of those games will likely find them familiar. In addition, the controls are limited in number, so a complex in-game help system should not be necessary.

Section VI - Artificial Intelligence

Note that the game does not include non-combat characters, friendly characters, or support AI. The game is strictly death match-based, where each character is in a fight for his/her own life against all other characters in the match.
Opponent AI – The active opponent that plays against the game-player and therefore requires strategic decision making (example, Civilization or Chess, how is it to be designed?

Enemy AI – Villains and Monsters

Death From Above features AI opponents designed to distract the player and add to the chaos of the game. Each map contains 10 bot players that, like the player him/herself, will respawn continuously upon dying. Multiplayer matches contain bots as well in order to add to the fray - bots are a permanent fixture of the show, as much an obstacle as built-in traps like the death sphere and trap door.
In order for the same physics to apply, the bot class (MyBot.uc) will extend from the player class. However, it will differ from the player (MyPlayer.uc) class in that it is possessed by the AIController class. This effectively instructs the bot on what its next moves will be without human input.
The AIController class has been scripted to allow bot aiming. That is, bots are capable of anticipating the movements of other players and taking accurate shots. Bots have infinite ammo and will continue to attack until they eliminate all of their opponents or lose sight of all remaining opponents. By default, bots attack the nearest opponent. Bots attack each other as well as the player.
Section VII – Technical

Target Hardware

The minimum play specs for games created with UDK are listed as follows:

Windows XP SP2 or Vista

2.0+ GHZ processor

2 GB system RAM

SM3-compatible video card

3 GB free HDD space

Development hardware and software

The game will be developed on the team’s PCs.  The game will be in 3D and based off of the Unreal Engine 3, which lists the official recommended development specs as follows:

· Windows 7 64-bit

· 2.0+ GHz multicore processor

· 8 GB system RAM

· NVIDIA 8000 or higher graphics card

The game will be developed using the Unreal Development Kit (UDK) January 2011 version on Windows 7 64-bit OS.  

Secondary development software is listed as follows:

· Dropbox will be used for the distribution of documentation, source and config files, and assets.

· Visual Studio 2008 with the nFringe plugin will be used as an IDE for UnrealScript. nFringe provides many useful features such as a class tree browser and IntelliSense code completion functionality for UnrealScript. It also allows the game to be built and test-run from within Visual Studio.

· UncodeX will also be used for editing scripts. UncodeX is more lightweight than the Visual Studio and nFringe combination, but provides similar features such as a class browser and the ability to create code templates for extended classes.

· Photoshop is used for texture/decal work, and has been used for concept art.

· 3DS Max is available for modeling.

· Audacity is used for recording and manipulating audio.

· The UDK provides many utilities for asset development and integration.
· Skype and email will be used for internal communications.
Development procedures and standards

Game assets, source files, config files, and documentation will all be shared via a central Dropbox folder. The name of the folder that assets are shared in at a given point of development will correspond to the current upcoming milestone, such as “Alpha” or “Beta.” Since many of the files associated with the Unreal engine are part of the default install, and sharing them over the limited Dropbox storage space would be redundant and wasteful, only files that have been altered and are necessary to run the current build will be shared.

Files will be placed in the Dropbox in the correspondingly named subdirectories to those they must be stored in the top-level UDK folders. This is done to make it clear where files need to be copied into to have an updated version of the game running on one’s local machine.

With so many files being updated, it is possible that some will go overlooked. Thus, a file called changelog.txt will be kept in the top-level Dropbox folder. Members of the team will update this file whenever they make a significant change to other files stored therein. Updates will include the following information, in the following format:
Name - Date, Time - Comments

This line should be appended at the end of the file whenever an update is made. The comments are perhaps the most important section, as they list the names of the files that have been updated and any special considerations.

In addition to this, it is customary for members of the team to send the rest of the team an email when a major change has been made. This is to explain any outstanding issues, keep others informed of progress, and make any special notes for integration.
Game Engine

The game will be based on the Unreal Engine 3, and developed using the Unreal Development Kit (UDK), the two of which are closely linked. The engine has been widely used commercially for such triple-A games as Unreal Tournament III and Gears of War.
Network

Networking functionality will be implemented under the hood by the Unreal engine. The engine is structured with network functionality in mind, running the game with client-server architecture even on a single machine. As a result, multiplayer is already integrated, and should require no additional scripting. Integration with Steam is also built-in.
Scripting Language

The Unreal engine interfaces natively with the UnrealScript language. The language is similar to such languages and C++ and Java. It is object-oriented, and much of the code is easily extensible to create customized classes that implement unique game features.
Additionally, the game will use UDK’s built-in visual scripting language, Kismet. Kismet is mostly use for event-based situations and for adding content such as audio to the game at the correct trigger points. 

Section VIII – Game Art - This may be abbreviated with most of the content in an Art Bible.

Concept Art

The following early mock-up demonstrates our conception of what the tunnel would look like for a player falling to the bottom:
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The following concept shows the idea of the death sphere:
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The platform in Season 3 started out with the following sketch:
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The following concept for platforms the player would have to weave through was deemed too much and eventually discarded from the final product:
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The following storyboard presented the concept of the Wall vs. You! gameplay mechanism from an extremely early version of the game where all maps took place outdoors, as well as the dynamics and scenarios of midair combat.
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Section IX - Secondary Software

Editor

The Unreal Development Kit (UDK) will be used for native world editing (using BSP brushes), adding outside content, and testing the game.
Installer

The UDK has a built-in packaging program called Unreal Frontend. This program allows developers to “cook” (compile and package) their maps together, rebuild scripts and configuration files, and finally package everything into a working installer. The end product of this largely automated process is an .exe file that can be installed on multiple machines.
Update software

Using the Unreal Frontend requires developers to re-package their content whenever an update is to be made. In the case of Death From Above, this will likely only be performed when the game needs to be installed on multiple machines for multiplayer testing, and during the release of major milestones. Further updates are not anticipated after the Gold release of the game.
Section X - Management

Detailed Schedule

The following schedule will be carried out until an assumed final Gold release date of April 20. This is a study day and thus will not likely be the final release date, but it is left intentionally early to provide a buffer of extra time.

	Task Name
	Duration
	Start
	Finish

	Beta Demonstration
	1 day
	Wed 3/30/11
	Wed 3/30/11

	Final Beta due
	3 days
	Wed 3/30/11
	Fri 4/1/11

	Weekly meeting and progress recap
	1 day
	Sat 4/2/11
	Sat 4/2/11

	Add fog and make Map 2 ready for item placements
	4 days
	Sat 4/2/11
	Wed 4/6/11

	Add trap doors and spawn points to Map 2
	4 days
	Sat 4/2/11
	Wed 4/6/11

	Finish death sphere functionality and place in Map 2
	4 days
	Wed 4/6/11
	Sat 4/9/11

	Weekly meeting and progress recap
	1 day
	Sat 4/9/11
	Sat 4/9/11

	Place items in Map 2
	2 days
	Sat 4/9/11
	Mon 4/11/11

	Create cut scene for Map 2
	2 days
	Sat 4/9/11
	Mon 4/11/11

	Create skeleton of Map 3, add fog
	2 days
	Mon 4/11/11
	Tue 4/12/11

	Add platforms to Map 3
	2 days
	Tue 4/12/11
	Wed 4/13/11

	Add lighting to Map 3
	3 days
	Wed 4/13/11
	Fri 4/15/11

	Add items to Map 3
	3 days
	Wed 4/13/11
	Fri 4/15/11

	Weekly meeting and progress recap
	1 day
	Sat 4/16/11
	Sat 4/16/11

	Finishing touches - UI
	4 days
	Sat 4/16/11
	Wed 4/20/11

	Multiplayer testing
	4 days
	Sat 4/16/11
	Wed 4/20/11

	Gold release
	1 day
	Wed 4/20/11
	Wed 4/20/11


Budget

The team does not have a budget, and thus any money necessary would have to be self-funded. However, much of the software needed to create the game is available freely or through the University of Michigan - Dearborn. For example, Visual Studio 2008 is available both through the school and through www.dreamspark.com. The UDK is also free for download and distribution, though some restrictions apply for commercial products.
Risk Analysis

Because the team is investing no money and does not plan to make a profit, there is little commercial risk involved.

The following non-monetary risks were considered, along with accompanying strategies:

· Risk: the game isn’t fun.

· Strategy: test early and test often. Developer testing will be constant during the development of the game, but outside perspectives will be critical to ensuring the fun factor of the game. Three major test sessions with other members of the class are planned: an Alpha, Beta, and Gold release. Each will represent a new milestone in the creation of the game, with new features and an attempt to address feedback provided by other students.

· Risk: game is not complete on time.

· Strategy: develop a detailed schedule outlining the remaining tasks at each milestone. Having deadlines for an Alpha, Beta, and Gold release will help keep the team’s momentum going. Having a schedule will also ensure that everyone is on the same page and not relying on a single person to police the team’s progress.

· Risk: scope creep causes the game to become too complex to finish on time.
· Strategy: while it’s necessary to allow for experimentation, too many new features can introduce breakage and detract from priorities. Though the team will be entirely open to new features, they will only be added when major tasks are accomplished.

· Risk: source control fails and unrecoverable amounts of work are lost.

· Strategy: developers will keep local copies of all maps and .upk content as well as the files kept on the central Dropbox. This redundancy will cut down on the possibilities for lost work. Additionally, major revisions will be saved as new, separate versions of the maps with a higher number appended to the end of the map’s name. For example, the Season 1 map in development might initially be called “Season1_001.udk,” but a major update (adding, say, a new trap) would be entitled “Season1_002.udk”, with the general formula of Season#_###.udk being used by all developers. This way, game files can quickly be reverted if sudden breakage is introduced.
Localization Plan

Game audio and text will be in English, as this is the language of the development team. The game will be downloadable and playable to players in other countries, but translations are not currently planned.
Test Plan

General approach

Testing has been, and will continue to be, heavily prototype-oriented. Because the team is dealing with challenging and unfamiliar software, features need to be implemented in small steps. Each feature will then be play-tested rigorously using the UDK editor’s “Play From Here” functionality. This allows the developers to see a view of the game exactly as the player would after installing it on their machine. Test maps are uploaded to the Dropbox for viewing, tweaking, and critiques by other members of the team. Since we are all working off the same maps, bugs spread and affect the work of others, making them more noticeable. To quote Linus Torvalds, “given enough eyeballs, all bugs are shallow.”
Major releases

In general, testing will follow the adage of “test early, test often.” Though testing will be performed constantly -- with the addition of every new feature -- by the development team, classmates will be polled for an outside perspective on three occasions. The following major test releases are planned:

· Alpha release: an initial, fairly bare-bones version of the game that establishes environments and basic mechanics through a single logic path. This will poll general audience reception and attempt to catch any issues with the basic mechanics as early as possible in the development cycle.

· Beta release: the second release will contain the first implementation of AI, and an updated map. This will give players a chance to test actual combat, as well as continuing to test the mechanics. Multiplayer will be tested as well to address possible network issues and see what it’s like when players begin to interact with each other in-game.

· Gold release: the final release of the game will be demonstrated to players. This release should be initially devoid of any game-breaking bugs, and rather seek to catch subtler bugs and gameplay elements that need to be polished.
Responsibilities

Developer testing will be performed by the developer who added the feature in question. It would be difficult for developers to fix each others’ mistakes given the lack of insight into how the feature in question was constructed, and each developer is more likely to know the intricacies of their own code and how best to fix the problem (or break the feature).

Each teammate is still required to report back to all other teammates by updating a shared test log. This will provide a central location to track each others’ progress and ensure features are working (or know when to avoid fiddling with ones that aren’t). It also ensures testers to think through their process more as they are forced to vocalize what they tested and how they tested it.
Expected inputs and outputs

Inputs will mainly consist of player interactions with the surrounding world (in other words, things the player would do while experiencing the game that could possibly introduce issues). This will include (among other things):

· Keyboard/mouse input to test movement
· Collision with objects
· Activation of triggers (shooting/touching)
· Triggering of Kismet sequences
Outputs will consist mainly of game state changes, sounds, and graphical output, including (among other things):

· Sounds playing (ensuring they loop or play singularly as expected, sound like the originally audio files when played in-game, etc.)
· Visual effects (ensuring lighting looks good and doesn’t create unpleasant visual effects, everything is properly illuminated, animated materials function properly, etc.)
· Game state changes (game ends properly, menu interaction works, quitting the game doesn’t crash it, etc.)
· Player action (ensuring that the appropriate key presses generate the appropriate responses)
· Activation of sequences (Matinee sequences running properly with no interruptions in the animations, sequences are triggered when expected and finish properly)
Test log

Please see the attached Test Log for detailed test results.
Appendices

Asset List

Art

Model and Texture List

· Season 1

· Metal wall textures

· Pipes

· Steam emitters

· Unique advertisement

· Season 2

· Death sphere static mesh

· Death sphere animated lightning material

· Death sphere laser emitters

· Gravity pads for top and bottom of map
· Animated plasma wall material

· Unique advertisement

· Season 3

· “Shoot” arrow decal

· Buttons and associated lights

· Interleaving trap doors

· Animated LCD light wall material

· Unique advertisement

· Materials for every map

· Multicolored track lighting for walls

· Giant doors for initial platform

· Foxcast decal
· Player characters

· Weapons

· Weapon factory platform

· Link Gun

· Shock Rifle

· Rocket Launcher

· Weapon projectiles

· Plasma

· Plasma beam

· Rockets

· Grenades

· Shock rifle beam

· Shock rifle alt-fire ball
Animation List

· Player falling animation

· Player shooting/recoil animation

· Matinee animations
· Initial trap doors

· Trap door hazard in Season 3

· Death sphere laser activation/deactivation

· Animated walls in Season 3

· Animated walls in Season 2

· Emitter animations for steam in Season 1

Effects List

· Particle emitters - steam
· Fog emitters - gravity pads for the top and bottom of Season 2
Interface Art List 

UDK provides a Scaleform-built, Flash-based menu system with default assets. This consists primarily of a blood red background with a veined texture that is suitable for an action game such as Death From Above. No modifications to this will be needed. In-game HUD art will make use of UDK defaults as well.
Cut scene List

Cut scenes will not require any unique art; rather, they are camera captures of various in-game features and parts of the map.
Sound

Environmental Sounds

· Season 2
· Hissing/heat sounds from death sphere and lasers

· Season 3

· Button buzzing sound when the player shoots the door trigger
Weapon Sounds

Weapon sounds, namely the sounds caused by the firing of the guns’ projectiles, are a built-in feature of these weapons in UDK, and will not require any additional modification.
Interface Sounds

By default, the menu in UDK games contains some short and unobtrusive feedback sounds whenever players mouse-over or toggle menu items. This provides some basic auditory response to let the player know that they have successfully interacted with a menu item.
Music

“Action”

All maps will contain the same basic action music track. The track is an upbeat, slightly ominous and electronic-influenced song that provides a suitable backdrop for the action onscreen without distracting from it.
Voice

Generally, voices will be composed of grunts by the bots and player characters as they are hit by gunfire, or upon colliding with the ground. These are built-in features of UDK Pawn characters.

Voices will be provided by team member Joseph Sloan as the game’s announcer, Kai Katastrophe. Kai is the energetic, youthful host who is also a blatant sellout and commercial shill. Even though he is unseen during the combat portion of the show, Kai is largely responsible for drawing audiences into the show, and also for advertising dubious merchandise. There will be 9 opening announcements.
Additionally, there will be 6 audio tracks to be played when the player dies. These will consist of quips by Kai commenting on the brutality of the death and so forth.
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