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1.  Game Overview

1.1        Story Abstract

It’s a warm winter. And it’s getting warmer and warmer.  During AD 2020, only a few snow clouds will  appear during Christmas, even in the North Pole, and it’s the only chance for people to have a snowball fight. People will use snowballs to guard their Christmas tree and capture the Christmas tree of the other team.

1.2        Appearance

Tiny Snow is a FPS snowball fight where two teams will appear in a medium size level with their Christmas tree protected by a base at each side of the level. Two snowing clouds are moving around in the level and players can get fresh snowballs when standing under the clouds.

1.3        Target Audience

Tiny Snow is targeted for adults and teens, since, there will be violence.  The game is geared to be competitive so it will appeal to a gaming audience looking for a challenging, competitive game.

1.4        Game Play
Tiny Snow is a multi-player first person shooter built from the Unreal Development Kit.  Each player will control one character in the game.  At the start of the game, two teams will have a snowball fight for control over the opposing team’s Christmas tree.  Once a team has captured the opposing team’s Christmas tree, they must return it to their base to score a point.  The team that reaches the point limit first or has the highest point total at the end of the game wins.

Since there is not much snow on the ground, snowballs are acquired from the two snow clouds that will move around the level.  To acquire supply, a player must follow the snow cloud and wait for the dropping snowballs.  Each player can carry a maximum of 100 snowballs. Also, players can choose to drive the all terrain vehicle to shoot unlimited big snowballs or drive a helicopter from the secret base to shoot unlimited christmas trees.  Every 30 seconds, the snow cloud will generate one yellow snowball caused by the air pollution.  The yellow snow ball can cause an immediate knockdown no matter to player or vehicles.  The players will appear again immediately from their own base after they are knocked down. Players are encouraged to use environmental objects as cover to avoid being hit by snowballs.
1.5    
Development Specification
●     2.0+ GHz Processor

●     8GB System RAM

●     3 GB Hard Drive Space

●     Windows 7 Operating System

●     Nvidia 8800 Video Card or higher-

●     DirectX 9 or higher

●     High speed Internet connection

1.6        Production Team Description
 Team members and roles are listed below:

  ■Nicholas Smith: Programmer, QA
  ■Joshua Oziemski : Scripter, QA
  ■Haoyu Li: Animation, Artist
  ■James Montante: Level Designer, QA
1.7    
Production Tools
■Unreal Development Kit
· producing levels, lighting, and environmental effects

■SVN
· hosting repository
■Tortoise SVN
· client software for accessing the repository

■Google Groups
· managing contact information

■Google Documents
· creating and managing design and specification documents

■Notepad++ or other text editing software
· script editing

■Maya
· creating 3D models

2. Game Specification
2.1

What is it like to play the game?
Tiny Snow will be a team snowball fight. The game will be viewed from first person with a primary focus on capturing the opposing team's Christmas tree.  In addition, players should attack the opposing team to defend their own Christmas tree.
2.2

Interface Description

The user interface will use the default Unreal Development Kit menus, however, the title screen will need to be changed to more accurately represent our game.  When the game starts, player will have a FPS view including a HUD with a stamina meter, ammo meter, and other information indicators.

2.3        Storyline Summary
Two teams will appear in a medium size level with their Christmas tree protected by a base at each side of the level. Two snowing clouds are moving around in the level and players can acquire snowballs when standing under the clouds. The objective of the game is to capture the opponent's team. The team who takes 3 trees back to their spawn is the winner and the game is over.

2.4    
Character Bible

■ Chinese Snow Warriors(red Team)- the team fighting the American Snow Warriors and trying to capture the American Christmas tree.

■ American Snow Warriors(Blue Team)- the team fighting the Chinese Snow  Warriors and trying to capture the Chinese Christmas tree.

■ Both of these characters can be player characters or AI. As AI these characters will fulfill the roles of support for players as well as fill-ins for enemy players.

2.5        Storyboard

The idea is to give the players an overview of the level and their objectives before the game starts.

Scene 1: Players have a spawn period before moving out. At the same time, snowing clouds will appear in the sky.

2.6    
Game Flowchart
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3. Level Design

3.1

Location

■
Geographic Location
· The battle-zone is a medium grass covered field somewhere in northern Michigan.

■ 
Time of day
· The battle will take place at night.

· Weather
· Weather will be mostly clear except for two clouds that move around the map producing snowballs around the mountain in the middle of level.

Tiny Snow Cloud System

· Added emitter test cloud

· Particle Effect can be found within Content Browser

· Parented emitter to ammo box

· Attachment->Base Property of emitter
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Kismet script and Matinee to move location and spawn ammo boxes (snow balls)

· Architecture and terrain design
· The texture of the terrain will be snow hills and a few structures like bases and statues.

■
Visual Reference
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3.2

Player
· Player Start Location
· Two sides of level near their Christmas tree.
· Player Inventory
· Guns that shoot small snowballs, vehicles that shoot big snowballs, helicopter that shoots Christmas trees.
· Briefing/Starting Information

· During the 3 seconds counting down time.
3.3    
Objectives

■
Main Objective
· Capture the other teams Christmas tree.  The team that captures the opposing teams Christmas tree for 3 times wins.

■
Secondary Objective
· Fight the other team to gain control of the map and the snow clouds while protecting your own teams Christmas tree.

■
Bonus Objectives
· Find hidden items,or weapons in the map. 

3.4        Challenge Highlights                   


· Attacking
· Players will be attacking each other in the open level.  The players will be able to shoot small and big snowballs at their opponents.  Players can rapidly shoot small snowballs to provide cover.

· Defending
· A team must defend their Christmas trees successfully to give sufficient time for capturing the opposing Christmas trees.  Players may make use of environmental objects for cover and protection.

· Capturing
· Players will attempt to capture the opponent’s Christmas tree.  For a player to capture, they must destroy the status or walls around the opposing base that protecting the Christmas tree.  Once the base is destroyed, a player can capture the tree and return it to their spawn.  If a team successfully captures the tree for 3 times, their team wins the game.

· Vehicles

· Players can travel using the vehicles on the map.  The map  contains offroad vehicles and a helicopter to make traveling faster.  Also, the vehicles are all equipped with weapons that fir either big snow balls or Christmas trees.

3.5    
Wow Factor               


· Snow Ball Fight

· Since there wasn’t much snow this year, you can enjoy a virtual snowball fight!

· Snow Clouds

· The level will contain snow clouds that move around randomly around the mountain in the middle of the map. The snow clouds will spawn white and yellow snowballs for the player to shoot.

· Snow Ball

· Unlike other FPS games shoot bullets, our players will shoot snowballs.

· Christmas Tree “Flags”

· Each team will attempt to capture the opposing team’s Christmas tree.  Instead of using the conventional “flags” found in CTF game modes, Tiny Snow uses Christmas trees to fit the theme.

· AI Players

· AI players will spawn randomly during gameplay.  Their objective is to attack any player possible and capture the flag. 

3.6    
Map Description

There will be only one level. As the picture above shows, a map generally contains  two teams of players, two Christmas trees with a base around each and two snowing clouds moving around in the night sky which spawn snowballs. Also, there will be some walls, buildings, statues, fog, and other environmental objects for players to hide behind or break.

3.7    
Art

· Menu

· modify the default GUI into our game style.
· 3D Models
· Christmas tree
· Snow ball

· Characters

· AI and player characters for blue and red team

· Environments

· Snow and grass terrain with mountains, hills, and some structures

· Items
· Christmas tree

· Snowing clouds
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3.8

Audio   
The audio used will be the default UDK sounds.
3.9        Management

Schedule

Meetings – Skype and phone meetings with progress reports through email and the svn server

Deadlines – Deadlines may change due to scheduling and other complications. Goals are presented on a per build basis (alpha, beta, gold).

ALPHA SCHEDULING

Week 1-4: Game Conception and UDK Basics

·         Alpha level design – James Montante

·         Alpha scripting- Nicholas Smith, Joshua Alan

·         Alpha user interface design- Haoyu Li

·         Documentation- Team

BETA SCHEDULING

Week 5-8: Core Game Components

·         Beta level design – James Montante

·         Beta scripting- Nicholas Smith, Joshua Alan

·         Beta user interface design- Haoyu Li

·         Beta asset creation- Eric Hasiak

·         Documentation- Team

GOLD SCHEDULING

Week 9-Gold Release: Completion, Integration, and Testing

·         Gold level design – James Montante

·         Gold scripting- Nicholas Smith, Joshua Alan

·         Gold user interface design- Haoyu Li

·         Gold asset creation- Eric Hasiak

·         Documentation- Team

·         Integration- Team and svn merge tool

Risk Analysis
Common Risks:

·         Game performance will vary on different platforms

·         Game cannot run specified custom models

·         Game cannot compile scripts

·         Game cannot build levels

·         Game cannot render levels correctly

·         Game cannot be won

      Game don’t have in time backup

      UDK cannot import needed staff

Beta Specific Risks:

·         Game meets minimum requirements

·         Integration of core game components

·         Textures

Test Plans
The basic test plan followed is simultaneous development and play testing.  After each new addition or integration, core components and gameplay are thoroughly tested.  If problems arise, they are solved through teamwork and the svn server tools.

4.0        User Interface
       
Game interface

[image: image4.png]B Unreal Development Kit Editor

ARMOR





Main Menu

[image: image5.png]AN K O





4.1 Testing

Test Procedures
There were two types of test done to make sure that the project was playable and worked.

The first test were performed on our computers to see if the game was stable and worked as planned.

The second type of test involved installing the game on similar computers on the same network to verify that the multiplayer works and that the multiplayer is enjoyable. 
Outcomes and Fixes
Test 1: Game Stability and User Interface Correctness

Using our computers we tested if the game ran stable and the user interface was correct. We found that the game menu set default AI spawn count at 11 making the multiplayer difficult for players to enjoy due to the large number of players preventing them from accomplishing their goals. A fix to the user interface was made which resolved issue.

Test 2: Map Stability and Correctness

Was conducted on our computers and the result was that the game played correctly but the user interface offered other maps other than our own thus resulting in the player having to go manipulate the game options to get to our playable map.To resolve this problem the maps we did not want were removed from our game and the config file, UDKGame.ini.

Test 3: Game Component Stability and Fun Factor

This test was performed in the CIS GAME lab and the game was found enjoyable by other users with the only issues being the cloud size and the fact that errors occurred when loading.To fix these errors the cloud size was increased and files from cooked pc that were already in map file in cooked pc were removed thus resolving these problems.

Test 4: Multiplayer and Robustness 

This test was performed on the downstairs computers in the CIS building. the result was that our game could not be used on these computers the issue has yet to be fixed.

