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Source Listings

Development Tools
· UDK Editor (Version: November 2012)
· Used with base game assets and acquired assets in making our VCTF-BeachLVL map
· UDK Game
· As a base for our game (packages, game mode, and AI)
· UDK FrontEnd
· For cooking and packaging our UDK game
· UDK Kismet
· Used to for destructible effects, and explosions
· 3dsMax
· Used for preparing custom player models for UDK.
· Rigging
· Skinning
· Skin weight adjustments
· other model modifications
· Notepad++
· UnrealScript editing
· Visual Studios 2010 (with nfringe)
· UnrealScript coding/debugging
· Adobe Flash
· For main menu
· UnrealScript
· Used for creating custom pawn class, and gametype class
· Used for bot spawning and bot spawning settings
· Used for settings adjustments for our game.
Game Content
· Destructibles (crates,barrels, walls) (in mapMeshes package)
· fashioned with fracture tool from base static meshes created using BSP brush.
· John’s ocean
· Used for our ocean material
· http://www.johnheeter.com/advanced-udk-ocean-tutorial/
· Nobiax Texture Pack 03 
· Used for our sand material 
· http://udkresources.com/index.php/materials
· Nobiax Meshes 01
· Used for palm tree static meshes, and foliage.
· http://dk2007.deviantart.com/art/UDK-Static-Mesh-Pack-01-160748506
· Nobiax Meshes 02
· Use for grass and other foliage meshes
· http://dk2007.deviantart.com/art/UDK-Static-Mesh-Pack-02-208799186
· BeachCharacters Package
· Used for character models
· Soccer player
· Football player
· http://www.maxamo.com/c/3d-characters/free
· darkarts3d weapons pack
· Used for shotgun weapon models, animation, textures
· Used for crossbow weapon models, animation, textures
· Used for M60 weapon models, animation, textures
· http://darkarts3d.co.uk/dawd.html
Source Changes:
· Custom script package (BeachBlitz)
· To hold our custom game scripts
· Used to hold code for our custom gametype MyGameType (extends UTVehicleCTFGame)  and our custom pawn class BeachBlitzPawn (extends UTPawn).
· MyGameType.uc
· Specifies new capture the flag gametype, our bot class, and our bot controller class for udk
· Also specifies  the default player count and Bot spawn and naming settings for the gametype.
· BeachBlitzPawn.uc
· The class for our football player and soccer player bots in the game.  It specifies the meshes to load based on what team that player is on.  If the team index is one bot is spawned as a soccer player on blue team.  If the team index is two it specifies the bot is spawned as a football player.
· BeachBlitzController.uc
· The class for player controller and bot naming.  Just inherits from 
· Custom BeachBlitz Menu scripts
· Menu is developed in Flash
· It uses ActionScript 2.0 to process the buttons by communicating with Unreal Engine (UnrealScript)
· newBBmenu.uc
· This source file communicates with the Flash ActionScript 2.0 files of the custom BeachBlitz main menu.  It receives data that is sent from the ActionScript in the custom BeachBlitz main menu.  Such data may be user button selection and/or text field information.  This UnrealScript processes these data in the Unreal Engine.32

· Script Package darkarts3d
· Has custom weapon scripts used to define the behaviors of the darkart3d weapons
· Also has emitter scripts and damage type scripts for the emitters of the weapons and the damage the weapons do.
· AimableWeaponClass.uc  (specifies zoom in view modes for the darkarts weapons)
· crossbow_attachment.uc  (arrow attachment for crossbow weapon)
· crossbow_dmgtype.uc  (specifies damage settings for crossbow weapon)
· crossbow_proj.uc  (arrow projectile settings for crossbow weapon)
· crossbow_weapon.uc  (crossbow weapon class and settings)
· DmgType_blood.uc  (blood damagetype)
· m60_mk6_ammo.uc (m60 weapon ammo settings)
· m60_mk6_attachment.uc (m60 weapon attachment settings)
· m60_mk6_dmgtype.uc (specifies damage settings for m60)
· m60_mk6_mflight.uc  (m60 physics settings)
· m60_mk6_weapon.uc  (m60 weapon class and settings)
· shotgun_Attachment.uc (shotgun weapon attachment)
· shotgun_dmgtype.uc (shotgun damage type and settings)
· shotgun_mflight.uc (shotgun physics)
· shotgun_weapon.uc (shotgun weapon class and settings)
· http://darkarts3d.co.uk/dawd.html
· DefaultEngine.ini
· To specify which packages and maps to use
· DefaultGame.ini
· To change default game settings
· UDKGame.ini
