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[bookmark: h.11v36xsljxva]3. 	Section I - Game Overview
[bookmark: h.dz0dlzux0ccy]3.1.  Game Concept
Main concept of the game is CTF style game with an emphasis on team multiplayer.  Each team has a base and is trying to steal the opposing team’s flag while protecting their own.  Once the flag has been captured by returning the flag to their base that team gets a point. The first team to reach 3 points or the team with the most flag capturers before the 15 minute time limit wins
[bookmark: h.97mjvtf7nl4f]3.2.  Feature Set
This game features different weapon types, team based capture the flag gameplay, multiplayer capability, and armor/health pickups.
There are also destructible dynamic buildings structures/walls, explosive barrels, as well as, weapon crates.
[bookmark: h.mdjwly3lqqxk]3.3.  Genre 
The genre of the game is Multiplayer/Co-op First-Person Shooter
[bookmark: h.7yypdw7neavz]3.4.  Target Audience
Anyone who enjoys the First Person Shooter, online multiplayer games, and skirmish game types such as Capture the flag
[bookmark: h.klvabaqesda0]


[bookmark: h.aflp9p1q6dcb]
[bookmark: h.5izoo6a64jda]3.5.  Game Flow Summary 
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[bookmark: h.vg1z0yn4m5qg]


[bookmark: h.hk28hflmuzi6]
[bookmark: h.nssjp01vgjtd]3.6.  Look and Feel 
The game takes place on a deserted island with tropical foliage and a bit of a tribal theme overall.
[image: ]
The game has a heavy emphasis on chaos as well as Intense battle action with guns, explosives, and vehicles

The walls and objects crumble and break when you shoot them, which adds to the chaos a bit.
[image: ]
[bookmark: h.f91tpj3gkaz0]3.7.  Project Scope
[bookmark: h.jo4oj74r9jdk]3.7.1. 	One location (main battleground)
[bookmark: h.frdlw4dv1eqc]			Players cannot go farther than the island
[bookmark: h.j3t6ce4cju0c]3.7.2. 	12-player multiplayer match 
[bookmark: h.66zzwydk5b0](6 players per team)
[bookmark: h.t5i8dzazc8lm]			Capture the flag 
[bookmark: h.rpm12l1ma3d3]			Online capability
[bookmark: h.sw4xei5ivq93]3.7.3. 	Additional weapons to be added
[bookmark: h.8pu04yxrfqvb]3.7.4. 	Destructible environments
[bookmark: h.gtvdblejcveq]4. 	Section II - Gameplay and  Mechanics
[bookmark: h.vlzxkrawsii4]4.1.  Gameplay
[bookmark: h.9rtjtc4ctig9]4.1.1. 	Mission/challenge Structure 
There are two teams each with a flag. When one team captures the other team’s flag then a point is scored for that team. At the end of the game the first team to reach 3 flag captures wins or the team to capture the flag the most within the time limit wins. It is undecided what should happen if there is a tie. Whether it end in a tie or there be some sudden death overtime where the next team that scores wins. 
[bookmark: h.8r7mf9mq16eu]4.1.2. 	Objectives
Capture the opposing team’s flag and defend your team’s flag
[bookmark: h.mt8xb4dwxqzl]4.1.3. 	Play Flow  
The player runs through the level and has two options:  
Go on defense and defend your flag or 
go on offense and try to steal the opposing team’s flag.  

There are multiple paths through the level and the player has choices and options on what route to take (more cover, the high ground, or the most straight away path). An alternative choice is that the player can take a vehicle and use it for defense or offense.
[bookmark: h.pw2kpdo0yfsl]4.2.  Mechanics
[bookmark: h.rcqrgocixmb4]4.2.1. 	Physics
Jumping is slightly floaty and Halo like.  Everything is based on the Unreal FPS Physics.
[bookmark: h.k0agyod7cgfn]4.2.2. 	Movement
[bookmark: h.wvj1ejkb8lw8]4.2.2.1. Walk, run, and jump
[bookmark: h.wvj1ejkb8lw8]4.2.2.2. There is a jeep/truck vehicle to move from base to base
[bookmark: h.9ueoh7gotsww]4.2.3. 	Objects
[bookmark: h.do0ibtkrtlrv]4.2.3.1. Two flags (one for each team)
[bookmark: h.wsdlhvu4pl0]4.2.3.2. Guns, health packs, ammo

4.2.3.3. Destructible crates and exploding Barrels
[bookmark: h.8g4f0k4aipzt]4.2.4. 	Actions
[bookmark: h.ddijm7n9n2cs]4.2.4.1. Picking Up, Carrying and Dropping the flag
[bookmark: h.8abk6yjgpbe]4.2.4.2. Driving a vehicle
[bookmark: h.re5r9r3tm8ra]4.2.4.3. Destroying a crate to get a weapon/ powerup
[bookmark: h.q5p39c5dx4d7]4.2.4.4. Destroying the environment to get to a secret area
[bookmark: h.wfew1tc46yjv]4.2.4.5. Killing the enemy player with a weapon
[bookmark: h.dvezi9t0s70h]4.2.4.6. Capturing the opposing team’s flag
[bookmark: h.oqx288kgjp]			4.2.4.7. Suicide in the water
[bookmark: h.5zpkw327kxow]4.2.5. 	Combat 
Combat is team based and from first person perspective. You can use various weapon types against the enemy team.  Some will be more powerful than other and will achieve balance by limited ammo for the more powerful weapons.  Once enemy takes enough damage they will die and respawn near their home base.  Teams members protecting their flags will have more defensive weapons available for more defensive style combat.  Team members going after the enemies flag will have more offensive style weapons (vehicles).  The most powerful guns will be only available to the first team to grab them ( rocket launcher)  These weapons will respawn after a specified time.  
[bookmark: h.874urfjrgd5a]4.2.6. 	Screen Descriptions 
[bookmark: h.fs4p8vz35igk]4.2.6.1. The Main Menu Screen 
Will have three buttons on the main menu screen: 
Start Game, Options, Exit
[bookmark: h.migfyg8bco9]4.2.6.2.Options Screen
For adjusting video settings of the game (screen resolution)
[bookmark: h.rowa5cncrgw6]4.2.6.3.Start Menu Screen
On the start Menu Screen there are 4 buttons:  
Play Alone, Join Game, Host Game and Back.

There are also two input fields: 
The first is to specify your character name, 
the second is to specify the host IP address.
[bookmark: h.kv2ocmjd9cgk]4.3.  Game Options  
There is one default game mode, Capture-The-Flag.  It is set to it by default and runs the default map for our game which is VCTF-Beachlvl.
[bookmark: h.brz4k5hp5uz]4.4.  Cheats and Easter Eggs
The biggest Easter Egg is the destructible walls, and buildings in the game. As soon as the player shoots a wall or structure almost every wall or structure in the game will react to that.  Additionally there is a secret room where you can smash through and get power armor.
[bookmark: h.4kzjfpbhg8yx]


[bookmark: h.eg7df09u6dqu]
[bookmark: h.dpn11marlq3i]5. 	Section III – Story, Setting and Character 
[bookmark: h.qnkyctm1u6a1]5.1.  Story and Narrative 
[bookmark: h.i69rtgybngxj]5.1.1. 	Backstory
You are group of soldiers who enjoy playing fantasy football on fantasy football island.  You encounter a group of European esque soldiers/soccer fans who say that it's not real football it should be soccer island instead.  To prove what is best and to decide who has control of the island you are going to settle things the old fashioned way with a competition.  Problem is you don't have a football or a soccer ball all you have is guns and flags.  So you and your buddies play an ultra violent game of capture the flag.  Each team sets up a barracks on the remote island and its game on!
[bookmark: h.krg4bkg0u9c7]5.1.2. 	Plot Elements
You are soldiers in fierce competition over the price. The enemy teams flag.  You will not rest for an instant until you have the enemy teams flag killing all opponents and destroying all obstacles that get in your way.
[bookmark: h.sdahb43w04zq]5.1.3. 	Game Progression
Once you have taken the enemies flag the round ends and then you try to take it again once time runs out whoever was best at taking the opposing team's flag wins.
[bookmark: h.fyqeqmqdeauz]5.2.  Game World
[bookmark: h.xgea502uz23y]5.2.1. 	General look and feel of world
There is a sandy beach style terrain. You play on an island  There are hills and there is a variety of inland foliage as well.  Each team has a base with a flag that they will be defending with weapons, munitions, to defend with.  The bases are made of rock temple style buildings. Most of the map is outdoors.
[bookmark: h.7c1k0zgbz8e7]5.2.2. 	Area #1 (The Island)
[bookmark: h.5kp4bt4mmc3f]5.2.2.1. General Description
Typical beach environment.  Sand, rocks, water. Also inland foliage trees and plants.
[bookmark: h.258n1jg7dud8]5.2.2.2. Physical Characteristics
Lots of sand with rough and rugged with rocks mixed in.  Water (ocean) off the coast. Inland will have grass and rock formations, with trees and foliage.
[bookmark: h.rkxdfzg6bsdr]5.2.2.3. Levels that use area
All levels are set on the main beach level
[bookmark: h.9jgw5ljan56m]5.2.2.4.Connections to other areas
Connected to ocean. 
[bookmark: h.eu95m6fjt6xu]5.2.3	Area #2 (Team base)
[bookmark: h.w7t7be1iasn]	5.2.3.1. General Description
A rocky inland (temple)
[bookmark: h.23tficexybag]5.2.3.2  Physical Characteristics
rocky ruins makes up  a two story base.  There are weapons, crates, and a secret weapon stash.
[bookmark: h.85n3x45v4d5r]5.2.3.3 Levels that use area
All levels will have a bases since gameplay relies heavily on teamwork and cooperation.
[bookmark: h.hjrh90sumzvs]5.2.4	Area #3 (Middle building)
[bookmark: h.w27k5eihvhzb]	5.2.4.1. General Description
Circular coliseum like structure
[bookmark: h.a4yss0jdm5i]5.2.4.2  Physical Characteristics
Rocky, rubble all around. Upper level and lower level.  Circular structure with multiple entrances and rocket launcher in the middle.
[bookmark: h.j8p678jf96dr]5.2.4.3 Levels that use area
The main level has this area, but not all levels have to.
[bookmark: h.hd4sj88zo5q6]5.2.4.4.Connections to other areas
Connected to bases.
[bookmark: h.3kx5xppqvq47]
[bookmark: h.cdbbig9jn287]6. 	Section IV – Levels
[bookmark: h.anmidvcnom7]6.1.  Level #1 (Beach Coast) concept
[bookmark: h.o46lw6e7jtsa]6.1.1 Notes
[bookmark: h.bhhofyuaaob4]6.1.2 Location
[bookmark: h.1zl5ci2p1jwx]6.1.2.1          Geographic Location
		The location is on an uncharted island in the pacific ocean
[bookmark: h.hx6d6f3wd8r2]6.1.2.2          Time of Day
The time of day is late afternoon (around 4 or 5pm)
[bookmark: h.hx6d6f3wd8r2]6.1.2.3          Current Weather
The weather is sunny, dry and scorching hot. 
[bookmark: h.hx6d6f3wd8r2]6.1.2.4           Architecture or Terrain Style
Terrain is mostly flat with some slight hills like on a typical beach.  Terrain consists of mainly sand 
[bookmark: h.hx6d6f3wd8r2]6.1.2.5          Visual Reference
 [image: ]
 
[bookmark: h.2974bqrj1xgl]6.1.3 Player
This section describes information about the player in the level:
[bookmark: h.3ra08a1oc5u7]6.1.3.1          Player Start Location
Player’s spawns are dependent on the team they are on.  Teams spawn by and behind their team base.
[bookmark: h.3ra08a1oc5u7]6.1.3.2          Player Inventory
Players start with default inventory..  The default UDK weapons and set and the default UDK health amount.
[bookmark: h.3ra08a1oc5u7]6.1.3.3          Briefing/Starting Information
Game starts with custom gametype BeachBlitz.MyGameType.  It spawns 6 players on each team.  With football players on one team and soccer players on the other.
[bookmark: h.8mohz244ja5m]6.1.3.4          Reasons For Being There
The island is a top secret getaway, vacation hot spot for many.  you are on vacation with your football buddies.  Thats when you bump into the soccer guys.
[bookmark: h.v6nzxyb76uw]6.1.4 Objectives
This section contains the vital information about that the player needs to do to win the mission or finish the level successfully.
[bookmark: h.sakb7rtqdob5]6.1.4.1          Main/Primary Objectives
The  main objective is to steal the opposing team’s flag taking out whoever and whatever gets in your way.
[bookmark: h.sakb7rtqdob5]6.1.4.2          Secondary Objectives
The secondary objective is to keep the opposing team from your flag as well.
[bookmark: h.sakb7rtqdob5]6.1.4.3          Bonus Objectives
The bonus objective is to use team work and cooperation and have fun doing it.
[bookmark: h.sakb7rtqdob5]6.1.4.4          Hidden Objectives
 		Finding hidden items behind the destructible walls and crates.
[bookmark: h.qxf2b5id490r]
[bookmark: h.n228j57m0ad4]6.1.5 Challenge Highlights
What are the key challenges and encounters that will happen in the level?
[bookmark: h.7ij7gh1mkrob]6.1.5.1          Combat Encounters
There will be combat encounters when you run into players on the other team. This is bound to happen since to get from one base to the other opposing teams have to cross paths. 
[bookmark: h.7ij7gh1mkrob]6.1.5.2          Stealth Encounters
There are no stealth encounters. However the players have a variety of options in how to play they can try to take the less visible route but since the map is mostly open it is nearly impossible to be completely stealthy
[bookmark: h.of9wofrharpc]6.1.5.3          Puzzles
There are no puzzles in the level. Adding some would confuse the player and interfere with the core gameplay experience.
[bookmark: h.7ij7gh1mkrob]6.1.5.4          Conversations
There is a team chat in the game. 
[bookmark: h.7ij7gh1mkrob]6.1.5.5          Boss Battles
There are no boss battles in the game, adding this would detract from the capture the flag gameplay
[bookmark: h.fztoeac65uqj]6.1.6 Wow Factor
What are the memorable moments (not represented in the section above) that will stick with the player?
[bookmark: h.yw1lyz63zyet]6.1.6.1          Team Base
Has a stature and behind the statue is a destructible wall where you can find some hidden armor to give your team a distinct advantage.
[bookmark: h.yw1lyz63zyet]6.1.6.2          Middle section
The main combat area.  Team will fight over the rocket launcher. This is the point where the real fighting starts.
[bookmark: h.9x73k2r88nr7]
[bookmark: h.agi09c3371wd]
[bookmark: h.s3a9dosrbi6z]
[bookmark: h.7qs6oeqtt2zh]6.1.7 Map Description
[bookmark: h.ri33x45iheaj]6.1.7.1         Team Base
The team base is two stories tall. The top level has the flag and the bottom level is low lit with a stature, a destructible wall, and torches. The top level is a good vantage point while the bottom level is a good defense point.
[bookmark: h.kp4heajrpq7z]6.1.7.2         Middle Colliseum structure
 This is the main combat zone. There are two bridges to get to the central section.  Also the straight away main path runs through it.  The biggest advantage though for going here is access to the rocket launcher.
 
[bookmark: h.fc0jkojsd5bu]6.1.8 Assets and Requirements
[bookmark: h.58qw3tvbzhgx]6.1.8.1          Models
Mostly the default UDK models and static meshes are use.  However there are custom players which has a football player  model FootBot.FBX and a soccer player model SocBot.FBX.
Additionally there are the destructible models which are made of the UDK base static meshes.
[bookmark: h.wqwse2hm8uo9]6.1.8.2          Textures
Two main textures are MSand01 texture from the NobiaxTexturePack03 and John’s Ocean which is a dynamic ocean material that makes it look like moving water.  Everything else is the UDK default texures and materials. 
[bookmark: h.qsp40kkuirq9]6.1.8.3          Sounds
UDK Default sounds for VehicleCTFGame.
[bookmark: h.keux416aiiid]6.1.8.4          Lighting
There is one main directional light in the map,  which accounts for most of the light. However there are torches which have some light added to them for additional lighting in the bases.
[bookmark: h.pagqavuzemtx]6.1.8.5          Effects
There are a number of particle effects on this map the main one is the flame particle effect used for the torches in each base.  Also there is the explosion particle effect which play when you destroy a barrel.  There is also some light fog effects which add a little realism and eeriness to the map.
[bookmark: h.q6c23bjs06w1]7. 	Section V - Interface
[bookmark: h.ct3qnwwydfrb]7.1.  Visual System
[bookmark: h.hkwwv89omce5]7.1.1. 	HUD
Very basic HUD for the most part. There is a health and armor section in one corner of the screen, an ammo counter in another corner of the screen, and a score counter in the top center of the screen. 
[bookmark: h.viz3x6pxu1y9]7.1.2. 	Menus
The only other menu than the main menu will be the pause menu. In there will be the options menu detailed above and the ability to quit the game. 
[bookmark: h.gn9ojn3dnj2x]7.1.3. 	Rendering System
		Gemini
[bookmark: h.2rl6itsllaq3]7.1.4. 	Camera
Since this is a first-person game the camera will be placed to the player model’s perspective. 
[bookmark: h.hf95q4d8z0qu]7.1.5. 	Lighting Models
Since the game is set in an outdoor environment, the main lighting source will be the sun. Windows and lights will light the interiors. Other than the water, there should not be many reflections. 
[bookmark: h.kehlcryxjfp9]7.2.  Control System 
Keyboard w/ mouse or a XBox 360 controller.










Keyboard w/ mouse
	Key/Button
	Action

	W
	Move forward

	A
	Strafe left

	S
	Move backward

	D
	Strafe right

	E
	Enter/exit vehicle

	Space
	Jump

	Mouse Movement
	Look around

	Left Mouse
	Weapon fire (primary)

	Right Mouse
	Weapon fire (secondary)

	Numbers
	Inventory (Weapon select)

	Esc
	Pause menu





XBox 360 controller
[image: ]
[bookmark: h.irns71hdi0gt]
[bookmark: h.eo0vov4psn02]7.3.  Audio
The default UDK weapon sounds, voice sounds, and walking sounds, plus some new weapon sounds for the new weapons in the game.
[bookmark: h.aix5py3qlo5u]7.4.  Music
	The only music in the game is the UDK menu music from the default menu.
[bookmark: h.8hdzs1b0xhsp]7.5.  Sound Effects
[bookmark: h.vhtogtts129b]	7.5.1. Gun Shots and Bullet Impacts
[bookmark: h.vhtogtts129b]	7.5.2. Explosions
[bookmark: h.82dnf8e1pqj0]	7.5.3. Vehicle Crashes
[bookmark: h.i7bvfja68eu]		7.5.4. Death Yells
[bookmark: h.2wa4vrtuyd57]		7.5.5. Jumping and Landing Effects
[bookmark: h.2f47aw7clizi]8. 	Section VI - Artificial Intelligence
[bookmark: h.gnkh96p0psjc]8.1.  Opponent AI 
See Enemy AI
[bookmark: h.3jd8ctz28gnh]8.2.  Enemy AI
The AI being derived from the default UTPawn behaves just like the UTPawn in UDK and since our custom gameType inherits from VehicleCTFGame, the AI behaves like the UTPawn capture the flag AI

Here is how the UTPawn Bots work and how the Bots for BeachBlitz work as well.

The AI bots have a number of states and state transitions,  They can be be running away, pursuing the player, going after ammo, health, and other pickups, defending the flag,  going after the flag, pursuing the player in possession of the flag.The bots use path nodes and a shortest path algorithm that helps them decide which path nodes to take. In order to get the bots to take specific paths over any other path in our game we adjusted the path weights and pick-up placements in our map.  Typically a few bots will go to the left and to the right because our pickup placement and path weights. These bots can then take the direct path through the middle of the map, get in the vehicle in front of the base. Or alternatively take the more indirect path up the ramp to the side of the base.  At any point in time a bot may switch to a defensive state in which the bot will guard the flag. The bot may also switch to an offensive state where it heads straight to the flag.

There is Custom bot class we have created called BeachBlitzPawn. it inherits from the default Pawn type UTPawn.  BeachBlitzPawn is basically set up to load our custom player models. It takes the team index (either 0 or 1) then places that bot on the team and loads the model for that bot (either football or soccer player). Once this is finished all bots are spawned around or near their team base.

The Bots are loaded in by a custom gametype MygameType which specifies how many bots to spawn and the random bot names for those bots.  the BeachBlitzPawn has its own custom controller to specialize more specific customizations, mainly for initializing the player replication info and changing the player or bot name when the player specifies it for our menu.


[bookmark: h.s00r958nc0p]8.3.  Friendly Characters
	No friendly characters other than support AI.
[bookmark: h.ukyeg6l93ytn]8.4.  Support AI
Very similar to enemy AI but instead of working against you they are working in your favor. 
[bookmark: h.gyrunq8012z7]8.4.1. 	Player and Collision Detection
		Bots have the default collision detection of the UTPawn.
[bookmark: h.u0uce6mbh2jm]8.4.2. 	Pathfinding	
The bot paths are primarily placed in and around circular paths in structures, so bots can go through a building or around it depending on the situation.  To get the bots to take certain paths items were placed of interest that the bots would want. 
[bookmark: h.36mjtavzkx86]9. 	Section VII – Technical  
[bookmark: h.dxppp8tan7ah]9.1.  Target Hardware 
Any modern computer
[bookmark: h.rjf8echf3rp0]9.2.  Development hardware and software
[bookmark: h.pc7vejsq05eb]		9.2.1	Software
		- Unreal Development Kit
		- Nfringe
		- 3ds Max
		- Adobe Flash Professional
		- Adobe AfterEffects
		- Adobe Photoshop
[bookmark: h.kqkc7qeyrmyj]		9.2.2	Hardware
		- Our laptops and Game Lab computers
[bookmark: h.lrswngkuwxfn]9.3.  Development procedures and standards
We will make to the best of our ability a bug free game, that will have menus, and gameplay that closely matches a typical first person shooter capture the flag style game with multiplayer using all the tools provided by the UDK.
[bookmark: h.5p9xsy3h2nid]	9.3.1 Management
		Justin Hawke - Team leader, map design/editor
		Terry Holt - AI, weapon balancing/design, networking, map design/editor
		Evan Cole - UI (Title screen, menus), networking
		Shane Kiracofe - Weapon balancing/design, UML diagrams
[bookmark: h.ea0db9864pls]		9.3.2 Budget
Each team member spends approximately 1 - 2 hours a day excluding weekends. At this moment in time each member of the team has spent approximately 40 - 80 hours on the project.
[bookmark: h.co01yrmldk4c]9.3.3 Schedule
		Alpha - 2/22/2013
· Map (bare-bones) - Met
· Basic AI - Met
· Custom menu - In progress
· Custom weapon balancing - In progress
· Capture-the-flag implemented (bare-bones) - Met

		Beta - 3/29/2013
· Map (updated) - Met
· Tweaked AI - Met
· Custom menu (front-end/in-game) - In progress
· Custom weapon balancing - In progress
· Custom character models - Met
· Vehicle placement - Met

		Gold - 4/26/2013
· Map (final) - Met
· AI pathing/final tweaks - Met
· Multiplayer capability - Met
· Weapon placement - Met
· Custom menu - Met
· Custom weapon balancing - Met
· Custom weapon models/skins - Met (Compromised)
[bookmark: h.jd4av36swx2k]		9.3.4 Risks
Based off of issues surrounding alpha and beta: (low, medium, high)

· Balancing issues	Medium
As we do not have a large group to test our game inside or outside of class weapon balancing has a good chance to be off but any big errors should be caught internally by the team

· Dysfunctional menu	High
Since we had a lot of problems during the alpha release creating a working menu chances are we will have a similar experience during beta. However, we do have a backup in-game menu but whether it suffers the same fate as the original is unclear.

· Map issues		Low
Other than a few texture problems map editing has been going along quite smoothly and the texture problems should be sorted out by gold release.

· Character issues	Low
Although there were a few problems with inserting our own character models and skins initially they were sorted out quickly and all problems seem to have been addressed.

· Editor issues		Medium
Initially we were using different versions of the UDK editor unknowingly and there were some issues exchanging assets between team members but now that we have agreed on what version to use and made sure that we are all using the same version editor issues should diminish. However, we do not know how our assets are going to transfer over to the new version of the editor we are using. So far it has been promising but it is unclear whether or not anything could be wrong in the background at the moment. 
[bookmark: h.v59dcranhrda]9.3.5 Test Plan
· Looking for any questionable AI behavior
· New pathing may fix the majority of these problems
· Extensive testing and playthroughs to discover any dominant dominant strategies
· Changing the incentives for planned paths (e.g. weapons) should balance the paths
· This also includes weapon balancing
· Questionable collision (especially for destructible objects)
· Various issues with skins and models
· Re-skinning and re-rigging with adjustments may fix the majority of these problems
[bookmark: h.xnflo7km44zj]9.4.  Game Engine
- Unreal Engine 3
[bookmark: h.gwxnu5hog82o]9.5.  Network
	Multiplayer focused LAN.
[bookmark: h.pc04m7xjyghr]9.6.  Scripting Language
- UnrealScript
[bookmark: h.8fj42d6h7hib]9.7.  etc.
[bookmark: h.m0cyk24xzp8]10.  Section VIII – Game Art 
[bookmark: h.wtuntn40twe]10.1.                 Concept Art
[bookmark: h.qvikqe78hi6p]10.2.                 Style Guides
[bookmark: h.hauqp4ud17xt]10.3.                 Characters
	Football player 3D model (from Mixamo)
[image: ]




	Soccer player 3D model (from Mixamo)
[image: ]
[bookmark: h.pdvv78lsbpvp]10.4.                 Environments
	[image: ]
[bookmark: h.ad48dxnpepez][image: ]
[bookmark: h.1r8begfl7noq][image: ]
[image: ]
[bookmark: h.qvikqe78hi6p]10.5.                 Equipment
[bookmark: h.qvikqe78hi6p]10.6.                 Cut scenes
[bookmark: h.qvikqe78hi6p]10.7.                 Miscellaneous
 






11. Test Plan
11.1. AI
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