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Section I - Game Overview
Game Concept
You are a senior in tactical college and are about to graduate (congratulations!). Before you leave the university with a degree, you must confront the Dean and his FACULTY: Ferocious Animalistic Care-givers Utilizing Laser Technology Yellow. You confront the Dean in his lair, but he is a slippery fellow and escapes out the window to his mobile fortress. You must follow him, fend off his FACULTY, and defeat him.

Target Audience
The target audience for this game is aimed at all age groups pending a few caveats:
-Insert mirror here: (college students close to graduation)
-Mature content 

Game Flow Summary 
· Level 1: The “Final” Battle
· The game starts with what appears to be the final showdown with the Dean.
· This level is in the style of an arena deathmatch.
· After the Dean has sustained enough damage, he will escape out the window to his fleet of mobile fortresses
· Level 2: Dean’s Moving Castles
· The player will follow the Dean out the window and land on the second of two mobile fortresses
· The player will be attacked by FACULTY
· The player must make it to the top of the mobile fortress in order to destroy it, and progress to the next mobile fortress.
· After the player destroys the second mobile fortress, they will be transported to the Dean’s Lair
· Level 3: Dean’s Lair
· The player faces the Dean in a final showdown in order to earn their degree.
· The Dean is slightly stronger; the music is more bombastic than the first encounter.
· The Dean’s AI will vary with his health.

Look and Feel 
The basic look and feel of the game is a retro 80’s themed 3rd person shooter the assets all have a lot of POP to them and specific color schemes were chosen accentuate the theme. The visual style employs a post processing edge detector giving the game a distinct cartoon like look and feel. We chose to go with a comic themed HUD to bridge the gap between the player and the level styles. The appearance leans towards cyber-punk. Post-processing effects will be used to alter the appearance of the levels. An edge detector will be used to generate outlines around objects in the environment, as is seen in many cell-shaded games.

Project Scope
Requirements
Design a multi-leveled game utilizing a five person team and the UDK game engine.
The game will include three levels, custom HUD and Start screen, custom BOT AI, and custom Weapon, custom protagonist Model.

Level 1 Scope requires that there be a moving train for the Dean to ride on during the battle before escaping. Other details are left to the level builders discretion and own personal creativity.

Level 2 Scope requires that the level be a moving fortress with moving obstacles and elevators that will be used to traverse to the top of the fortress. Other details are left to the level builders discretion and own personal creativity.

Level 3 Scope requires a final showdown boss battle in which the protagonist engages a massive robot under the Dean’s control. The player must traverse to the top of the robot and finish the Dean in order to acquire a diploma. Other details are left to the level builders discretion and own personal creativity.
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Section II - Gameplay and Mechanics
Gameplay
As this is an action-game, the player’s best strategy is to “run-and-gun.” In other words, the player wants to keep moving to avoid enemy fire while shooting back at the enemies. Some switches will require that the player kill an enemy guard before they are active. It is therefore in the player’s best interests to kill all enemies before attempting some of the plat-forming challenges. The player’s motivation throughout the game is to earn that degree. Only by overcoming the challenges brought before them by the Dean can the player earn their degree.

Building on the game play summary, the player will primarily take part in fire fights from the third person. The player will confront enemies with different behaviors, and will need to strafe and take cover to survive their battles. The player’s health will regenerate (no health packs), but the regeneration rate is 5HP/s (total HP = 100). Plat-forming is an integral part of the gameplay. If the player cannot make some challenging jumps, they will not be able to reach the Dean in the final level.
Mechanics  
The rules to this game are simple, “kill anything that isn’t a friend”, and “don’t die”. If the player can manage these two rules while maneuvering through the static level obstacles they should be able to complete the game. Ammo for the assigned custom weapon is infinite. Additionally the player character has been given a slight boost in regenerative health to offset the large damage done by enemy projectiles. It will require some skill to platform through some of the moving areas but they have been thoroughly tested.

The objective of the game is to fight from a starting point to various objective checkpoints which will subsequently result in moving to the next level or some type of boss encounter. Each level consists of moving platforms and various objects that can translocate by means of switches. The switches can be various things such as number of enemies left alive or a simple button that may or may not be hidden from view. The player must solve each puzzle to advance to the next area or traverse to a different portion of the level.
Screen Flow
Main menu   Options or Start
Options  Customize gameplay
Start  Begins a new game
Exit  Terminates the application

Game Options 
The options menu should allow the user to customize graphics options to minimize load or optimize gameplay on a lower end computer as long as the minimum hardware requirements are met.

Additionally the player will be able to exit the game from the in game menu screen to terminate the application.

Replaying and Saving
The game currently offers no save game functionality, if the player character dies they will not fully lose all attained progress. Enemies killed previously will remain dead and activated switches and unlocked areas will remain as such. However, in the event the player dies they will be returned to the beginning of the current level area and must re-traverse whatever plat-forming elements they previously passed before they died.

Section III – Story, Setting and Character  

Story and Narrative
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Game World

General look and feel of world
Area #1
The Dean’s Office
General Description
GraduationDay_Level1: This is the starting point for the main character. This first level sets the tone and plot of the game. The main character starts the game in a dispute with the Dean over graduating. After entering the Dean’s office a battle breaks out with the Dean circling and attacking the main character from a large scale toy train.
Physical Characteristics
The office will resemble what a Dean’s office should look like with features such as: windows, bookshelves, red carpet leading to the Dean’s desk, various certificates and awards on the walls. A railroad track will encircle the Dean’s desk.
Levels that use area
Only this level.
Connections to other areas
The theme of the game is connected to this starting area which sets the plot for the game. A trigger will be used from within kismet to transport the player to the next area after the Dean flees the area.
Area #2
The Dean’s Flying Fortress
General Description
GraduationDay_Level2: This is the mid game point for the main character. This level pits the player against multiple foes simultaneously and randomly spawns additional enemies as the player platforms from one area to the other. There are several switches in this level the player must use to move elevators as well as timing some well-placed jumps to make getting to the top of the moving fortress a bit more difficult. The main character starts this level with several enemies firing at them. The moving fortress is themed in many neon colors to coincide with the overall game tone. The fortress floats across a road made of light beams through dense sky scrapers on each side.
Physical Characteristics
The level has several moving gears which can be ridden to propel the player in a circular path and allow them to having moving cover while they shoot enemies, additionally there are pieces of broken elevator debris scattered throughout the area which the player can take cover from. Throughout the level there are several sky walks which will be used to reach the top of the fortress. 
Levels that use area
Only this level.
Connections to other areas
Reaching the top of the Dean’s moving fortress allows the player to move on to the next level where the crashing fortress lands in the arena.

Area #3
Final Battle in the Arena
General Description
GraduationDay_Level3: This is the final level for the main character. This level pits the player against a massive robot which the Dean’s controls. The robot must be scaled like a building with many moving platforms but the robot is moving at the same time. This all takes place in an arena themed like a sporting arena.
Physical Characteristics
A giant robot in an arena. The level has several moving pieces of the robot which can be ridden to propel the player to the top while they shoot enemies. 
Levels that use area
Only this level.
Connections to other areas
Reaching the top of the robot in the arena and defeating the Dean will finish the game and award the player with a degree.
Characters

Character #1
The Dean
Back story
Inspiration for character design is Mad Pierrot Tongpu from Cowboy Bebop(1998)

Growing up poor, but now in a position where he has a lot of money, the Dean wishes to keep students at his university as long as possible to extract as much money from them as possible.
Personality
He has gone a bit insane over the years, and likes to ride his medium-sized train around his office

Look
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Physical characteristics
-Top hat
-Tuxedo
-Cane
Animations
Not available currently
Special Abilities
The Dean will have two separate AI types to keep players from guessing the next attack sequence.
Relevance to game story
Main antagonist
Relationship to other characters
In control of awarding combat degrees
Statistics
Not available currently
Character #2
Unnamed student: The player controlled character
Back story
In order to prove they are worthy of graduation, the student is more than willing to show off all that they have learned in combat college.
Personality
Just your everyday, run-of-the-mill student on the verge of graduation.

Look
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Physical characteristics
-Matrix style trench coat
-Lightweight Combat suit
-NV3 Snow Leopard Camouflaged Assault Rifle
Animations
Rag doll death animation
Special Abilities
None, but shoulder camera (“Gears of War”) implementation style to allow players to peak around corners or choose a better working view.
Relevance to game story
Main protagonist
Relationship to other characters
Main protagonist
Statistics
Not available currently
Character #3
F.A.C.U.L.T.Y.
Back story
Ferocious Animalistic Care-givers Utilizing Laser Technology Yellow. They are the Dean’s loyal followers. They are rather inefficient but are good enough servants to the Dean as they can impede the student soldier’s progress indefinitely if they gain the upper hand.
Personality
Mindless drones under control of the Dean.

Look
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Physical characteristics
-Heavy Armor Combat suits
-Unreal Link Gun
-Some will be robotic, while others will be humanoids in armor
Animations
Rag doll death animation
Special Abilities
Random AI
Relevance to game story
Pawns under control of the Dean
Relationship to other characters
The Dean’s servants
Statistics
Not available currently


Section IV – Levels
Level Concept – Level 1 – The « Final » Encounter


1 Notes

1/18/2013 – Created document (MG)
3/9/2013 – Added level diagram (MG)

2 Location
Use this section to outline where the level will take place, for example: 

2.1 Geographic Location
· Dean’s office atop a cliff

2.2 Time of Day
· Midday

2.3 Current Weather
· Clear skies outside

 2.4 Architecture or Terrain Style
· Medium-sized indoor arena
· High ceiling
· Windows let natural light in, and show the time of day

2.5 Visual Reference


3 Player
This section describes information about the player in the level:

3.1 Player Start Location
· In the middle of the arena, in front of the Dean’s desk

3.2 Player Inventory
· Assault Rifle

3.3 Briefing/Starting Information
· Player is told they have arrived at the Dean’s office to demand their degree.
· A cutscene will show the Dean refusing (through text, not speech) then jumping on board his little train the circles the room

3.4 Reasons For Being There
· The player wants their degree!

4 Objectives
This section contains the vital information about that the player needs to do to win the mission or finish the level successfully.

4.1 Main/Primary Objectives
· Attempt to defeat the Dean

4.2 Secondary Objectives

4.3 Bonus Objectives

4.4 Hidden Objectives


5 Challenge Highlights
What are the key challenges and encounters that will happen in the level?

5.1 Combat Encounters
· 

5.2 Stealth Encounters

5.3 Puzzles

5.4 Conversations

5.5 Boss Battles

· One on one battle with the Dean


6 Wow Factor 
What are the memorable moments (not represented in the section above) that will stick with the player?

6.1 Dean’s eccentric train
· The player will fight the Dean, who travels around the level on top of his tiny train engine. 


7 Map Description
This section allows you to verbally describe key areas of the level, explain complicated sections and generally provide other team members with an vision of the environment.

Essentially the level is a medium-sized arena. Think of it as the throne room of a castle, only instead of a throne the center of the room has the Dean’s desk, and the art style is Cyberpunk. The ceiling is high, playing into the sense of scale theme the game has. The rear half of the level will have thin windows (player cannot fit out them) along with one large window. The perimeter of the room has a track for the Dean’s little train to traverse. It is a closed environment and the player cannot escape.

The Dean will be mounted to the top of his train. The Dean will constantly face the player has he travels around the room (done with Kismet). After the Dean loses 50% of his health, a cutscene will trigger showing him escaping out the large window at the rear of the level. Another cutscene will trigger showing the player following the Dean out the window, and the player will be transported to level two. 

8 Assets and Requirements
List here anything that you know the level will require in terms of external assets

8.1 Models
· Train (get from BlendSwap)
· Tracks (get from BlendSwap, or create)
· Windows
· Desk
· Carpet

8.2 Textures
· Floor
· Walls
· Carpet
8.3 Sounds
· Train sound (mounted to train)

8.4 Lighting
· Attach spotlight to front of train
· Neon lights to help illuminate the room
· General day light that will creep in through the windows
8.5 Effects


Sketches and Additional Reference
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Level Concept – Level 2: The Chase (Moving Level)


1 Notes

1/18/2013 – Created Document (MG)
3/9/2013 – Changed the geographic location (MG)

2 Location
Use this section to outline where the level will take place, for example: 

2.1 Geographic Location
· Outdoors, moving through the city

2.2 Time of Day
· Evening to night

2.3 Current Weather
· Clear

 2.4 Architecture or Terrain Style
· Large Mechanical fortresses moving across dusty plains
· Each moving fortress consists of multiple stories (or levels)
· 3 levels to the structure that span the length of the fortress, and a fourth level at the head of the machine
· Doors to hide enemies behind
· Elevators to lift players to higher levels
· Stairs to gain access to higher levels

2.5 Visual Reference


3 Player
This section describes information about the player in the level:

3.1 Player Start Location
· Bottom level of the first moving fortress

3.2 Player Inventory
· Same load-out as level 1:
· Assault rifle

3.3 Briefing/Starting Information
· None, direct continuation from level 1
· Player sees the Dean off in the distance

3.4 Reasons For Being There
· Chase the Dean


4 Objectives
This section contains the vital information about that the player needs to do to win the mission or finish the level successfully.

4.1 Main/Primary Objectives
· Catch up to the Dean

4.2 Secondary Objectives
· Destroy the Dean’s mobile fortresses

4.3 Bonus Objectives
· Defeat enemies to power up the elevators to the second level of a fortress

4.4 Hidden Objectives


5 Challenge Highlights
What are the key challenges and encounters that will happen in the level?

5.1 Combat Encounters
· The moment the player lands on each mobile fortress, the player is ambushed by the Dean’s FACULTY
· Player needs to kill a special bot to make the elevators work
· Bot is spawned after the player takes down all of the enemies spawned when the player arrives on each mobile fortress
· New enemies are spawned as the player progresses to the top of each fortress
5.2 Stealth Encounters

5.3 Puzzles

5.4 Conversations

5.5 Boss Battles


6 Wow Factor 
What are the memorable moments (not represented in the section above) that will stick with the player?

6.1 Top of each mobile fortress
· Each fortress is constantly in motion as the player is moving on them. The effect is most prominent at the peak of each mobile fortress

7 Map Description
This section allows you to verbally describe key areas of the level, explain complicated sections and generally provide other team members with an vision of the environment.

After fighting through the FACULTY horde and reaching the top of a mobile fortress, the player will have to hit the self-destruct button of the mobile fortress. For the first fortress, this will trigger a cutscene showing the player moving on to the second fortress while the first fortress sinks into the dust clouds below. On the second fortress, triggering the self-destruct sequence will play a cutscene and transfer the player to the final level

8 Assets and Requirements
List here anything that you know the level will require in terms of external assets

8.1 Models
· Elevator platform
· Rails for the walkways and stair cases
· Stairs
· Floor
· Random, Cyperpunk Structures
· Large gears
· Large door

8.2 Textures
· Textures for each model

8.3 Sounds
· Steps of the giant fortresses

8.4 Lighting
· Daylight for the first part, transition to evening sky for the second fortress

8.5 Effects


Sketches and Additional Reference
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Level Concept – Level 3: Graduation Ceremony


1 Notes
Add notes and concept edits here, if this is to be a “living document” on a server. Make sure each edit has the name and time marked, for instance:

1/18/2013 – Created document (MG)
3/9/2013 – Updated the navigation formatting (MG)

2 Location
Use this section to outline where the level will take place, for example: 

2.1 Geographic Location
· Indoors

2.2 Time of Day
· Night

2.3 Current Weather
· Maybe Thunderstorms outside

2.4 Architecture or Terrain Style
· Similar to level 1
· Large arena, mostly open space
· Some cover points for the player to hide behind
· Maybe have a balcony around the edge of the level
· Used for “Students” to watch the epic final battle

2.5 Visual Reference


3 Player
This section describes information about the player in the level:

3.1 Player Start Location
· Entrance to the Dean’s lair

3.2 Player Inventory
· Assault Rifle

3.3 Briefing/Starting Information
· 

3.4 Reasons For Being There
· Take down the Dean and earn your degree!

4 Objectives
This section contains the vital information about that the player needs to do to win the mission or finish the level successfully.

4.1 Main/Primary Objectives
· Defeat the Dean

4.2 Secondary Objectives
· Get on top of the giant robot the Dean is riding to defeat him

4.3 Bonus Objectives

4.4 Hidden Objectives


5 Challenge Highlights
What are the key challenges and encounters that will happen in the level?

5.1 Combat Encounters

5.2 Stealth Encounters

5.3 Puzzles

5.4 Conversations

5.5 Boss Battles
· The level is centered around the player’s battle with the Dean.
· As the Dean loses health, his AI will change

6 Wow Factor 
What are the memorable moments (not represented in the section above) that will stick with the player?

The Dean is riding around on a giant robot that moves around the arena. It is like having a boss battle on top of one of the colossi from Shadow of the Colossus (2005).

7 Map Description
This section allows you to verbally describe key areas of the level, explain complicated sections and generally provide other team members with an vision of the environment.



8 Assets and Requirements
List here anything that you know the level will require in terms of external assets

8.1 Models
· General blocks to piece together to make the giant robot
· Rails to keep the player from falling off the robot once the player reaches the Dean standing on top of the robot
· Cover pieces for center of arena
8.2 Textures
· Textures to cover the meshes
8.3 Sounds
· Footstep sounds for the giant robot
· Background music
8.4 Lighting
· Neon Lighting to illuminate a dark arena
· Lighting attached to the moving robot
8.5 Effects


Sketches and Additional Reference


Training Level Details
There is currently no training level implemented. We assumed the gameplay would be simple enough to not require one although we may elect to place a default UDK example map with no enemies in the map so the user can get used to the basic control mapping on the keyboard.









Section V - Interface

Visual System
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HUD - What controls 
NA
Menus
Escape will be the only button used to access a menu, specifically to quit the game. The player will have options to optimize resolution before starting the game.

Rendering System
Scaleform in conjunction with Adobe Actionscript 2.0.
Camera
Third person custom “Gears of War”  style shoulder camera.

Control System
Controls:
	Keyboard Key
	Action

	W
	Move forward

	A
	Move left

	S
	Move backwards

	D
	Move left

	Space bar
	Jump/double jump

	E
	Use button (operate elevators)

	C
	Crouch

	Left Shift
	Switch over-the-shoulder camera to other shoulder

	Left Mouse
	Fire weapon

	Right Mouse
	Alternate weapon fire



Audio
Music
1980’s themed background music
Sound Effects
Default UDK sound effects for explosions/announcer/weapons etc…
Help System
There is none


Section VI - Artificial Intelligence

Enemy AI – Villains and Monsters
· General AI procedures:
· Run trace to player
· If player is in view, fire weapon at player
· Always face player once spawned
· Turn to face player if player runs around bot
· Die remove from game if health is less than or equal to 0
[image: ]
· Normal F.A.C.U.L.T.Y
· Basically turret controls
· Equipped with link gun
· No movement
· Stationary and fire at player based on trace
· Special case is some pop out from rooms in level 2
· Special F.A.C.U.L.T.Y
· Attack procedure same as Normal F.A.C.U.L.T.Y
· Equipped with link gun
· Randomly move from pathnode to pathnode
· Moves to pathnodes on the same plane 
[image: ]
· Dean
· Combination of the normal and special F.A.C.U.L.T.Y depending upon level
· Health regenerates at 8 points per second
· Equipped with shock rifle
· In level 1
· Attack procedure same as Normal F.A.C.U.L.T.Y
· No movement
· If health falls below 50, warp to window at the top of the stairs
· In level 3
· Attack procedure same as Normal F.A.C.U.L.T.Y
· Movement same as special F.A.C.U.L.T.Y
· If health falls below 50, switch to default Deathmatch AI
[image: ]
Player and Collision Detection
· Per-poly collision detection in order to travel through meshes with empty spaces (torus or hollow cylinder)
Pathfinding
· Rather simplistic
· Bots a given a set of nodes they can traverse


Section VII – Technical
This may be abbreviated with most in the Technical Bible.

Target Hardware
· Windows Vista, Windows 7, or Windows 8 operating system
· 4GB DDR3 RAM
· Direct X 9 or above graphics card with min 512MB RAM
· Intel i3 Sandy Bridge 2.4Ghz or better
Development hardware and software

Development procedures and standards
· Dropbox  asset repository
· Blender for 3D modeling
· Constantly build lighting to make sure static meshes do not cause problems
Game Engine
· Unreal Development Kit November 2012
Network
· None 
Scripting Language
· Unreal Script
· Action Script 2.0



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

8.1.	Concept Art

8.2.	Style Guides
· Purple + Yellow – Specularity – Seriousness = Graduation Day
8.3.	Characters
· Player character was created using a Blender file found on Blend Swap
· Changed textured
· Altered Mesh
· Attached mesh to UDK compatible skeleton
· All others came with UDK
8.4.	Environments
· Office
· City Highway
· Arena in the middle of a city
8.5.	Equipment
· Custom full-auto gun based on link gun
8.6.	Cut scenes
· None yet
8.7.	Miscellaneous

9.	Section IX - Secondary Software

9.1.	Editor

9.2.	Installer

9.3.	Update software



Section X - Management

Detailed Schedule

Stage 1: 3-4 weeks
· Learn the basics of Unreal Development Kit
· Learn about Unreal Script
· Learn how to work with Unreal Script using Microsoft Visual Studio
· Learn how to create a unique game-type (like UDKgame, UTgame, etc. that come with Unreal Development Kit)
· Change the distance of the player’s double jump
· Make the 3rd person, over the shoulder camera the default camera
· Play around with the Unreal Editor
· Learn how to do simple things with Kismet and Matinee
· Moving platforms
· Regenerative health
· Spawn bots
· Move bots along paths
· Dynamically change a bot’s AI
· Learn to place objects from the content browser into the map
· Learn to create a “package” in the content browser
· Learn to import static meshes and textures to the content browser
· Learn to make the “moving level” I demonstrated in class
· Learn about post-processing chains
· Create Art Assets
· Create 3D static meshes to build our levels
· Simple architectural models at this point
· Platform for lifts (elevators)
· Walls with molding
· Floor
· Rails for walkways 
· Doors
· Stairs
· Create textures for the static meshes
· Explore expanded functionality
· Research how to link maps/levels together
· Research how to implement multiplayer (2-player co-op)
· Research how to implement custom weapons
· Maximum 2 weapons at this time
· Derive basic functionality from an existing weapon like the UT shock_rifle
· Learn to create a custom Heads-Up-Display (HUD) using Scaleform (Adobe Flash)
· Begin Documentation
Stage 2: 3-5 weeks
· Start working out of the same repository
· All of the art assets that have been created individually will be put into a package in the content browser
· Exception: experimental work will continue to be done on someone’s local drive so as not to affect the main project
· Experimental work:
· Custom Weapons
· Online Cooperative Play
· HUD work
· Start building the levels/maps
· Continually test the levels (obviously)
· Continue to create art assets as needed
· Continue Documentation
Stage 3: Time = until project due date
· Continue to fix bugs and polish the main game
· If the main game is completed and of high quality, we will save this version and put it aside (do not tamper with it)
· Using a copy of the “completed” game, work on adding additional features
· Test and debug additional features
· Finish Documentation
· Turn in game
· Drink adult beverages a round of ghettoblaster for everyone!



Budget
Non-existent!  We opted to only utilize freeware tools for this project to incur no cost. 

· Each member of our group will contribute part time, around 16 hours per week. At this rate, each person month for our group is about 72 hours.
· We have five group members, which yields a total monthly output of 360 hours of work.
· Development will take place over a 3 month period, giving us a budget of 1080 hours to work with
· Given that a normal person month is 168 hours, our total capability during those 3 months is 6.42 person-months.

Have not estimated project cost at the present time.

Risk Analysis
Risk Table

	Risk Categories

	Business Size Risk (B)

	Technology Risk (T)

	Development Risk (D)

	Customer Risk (C)

	Requirement Risk (R)

	Security Risk (S)

	Staff Risk (W)

	Management Risk (M)


	Impact Values

	1 – Imminent Project Failure

	2 – High Failure Risk

	3 – Possible Failure Risk

	4 – Minor Impact












	                Risks
	Category
	Probability
	Impact
	ID

	Project Defective/Inoperable
	B
	10%
	1
	01

	Project Deadline Missed
	B
	35%
	3
	02

	Security Failure/Information Vulnerable
	S
	80%
	2
	03

	Uneducated Staff
	W
	30%
	3
	04

	Poor Requirement Definition
	R
	20%
	3
	05

	Scope/Function Points Improperly Defined
		  	D
	40%
	4
	07

	Client Feedback Leading to Requirement Change
	C
	65%
	3
	08

	Delays Due to Failures in Testing
	D
	45%
	3
	09

	Documentation Standards Not Followed
	M
	55%
	4
	10

	Availability of Staff
	W
	60%
	3
	11

	Ease of Use of User Interface
	C
	50%
	2
	12

	Appeal of Design/Layout
	C
	80%
	2
	14

	Staff Communication Inefficient
	M
	20%
	3
	15



Description of Risks
1. Project Defective/Inoperable – Bugs may make the game inoperable or defective. Bad user input or corrupted input may result in erroneous output.
2. Project Deadline Missed – If deadlines are missed, the release date will be pushed back resulting in an incomplete. 
3. Security Failure/Information Vulnerable – A failure may occur if network access in anyway access information it should not on the hosts machine.  
4. Uneducated Staff – Staff members who are not familiar with UDK development may slow the evolution of the product development as they overcome learning obstacles.
5. Poor Requirement Definitions – Requirements which have been defined unclearly may result in an end product that is not conducive to the intended goal.
6. Scope/Function Points Improperly Defined – The definition scope and function points may lead to an inaccurate estimate for project completion.
7. Client Feedback Leading to Requirement Change – Client feedback needs to be received early enough to make any desired changes.
8. Delays Due to Failures in Testing – Bugs and errors found in testing can cause unforeseen delays in product production.
9. Documentation Standards Not Followed – Non-standard documentation may result in hindered productivity as the interpreter struggles with deciphering the cryptic format. 
10. Team Management Style Not Conducive – Team management style should promote growth, creativity, and new ideas. A micromanagement style may impede progress. 
11. Availability of Staff – Since time is a limited resource, it is important that each team member makes themself available for an adequate amount of time each week.
12. Ease of Use of UI – The application is intended to be very easy to use with no prior experience. If this goal is not achieved, the user base will suffer.
13. Appeal of Design/Layout – A poor design and layout may result in a small or dissatisfied user base.
14. Staff Communication Inefficient – Communicating effectively allows us to use our limited time more effectively. 
Probability and Impact of Risk
1. Project Defective/Inoperable – The probability of a defective is low since we will be creating rapid prototypes and testing as we go.
2. Project Deadline Missed – If any project deadlines are missed. 
3. Security Failure/Information Vulnerable – In the event that a user’s personal information is compromised, the client could face legal repercussions as well as a loss in user base. 
4. Uneducated Staff – The impact of an uneducated staff will certainly slow the productivity of the team. It may also contribute to erroneous code or a defective project.
5. Poor Requirement Definitions – The probability of this is low as we are all reviewing our documentation making sure it is clear and understandable.
6. Scope/Function Points Improperly Defined – An underestimate can lead to major issues as we approach our deadline. We must define our function points properly to ensure we are able to finish the product as planned.
7. Client Feedback Leading to Requirement Change – The client’s requirements are likely to change as we propose prototypes throughout development.
8. Delays Due to Failures in Testing – Minor bugs are expected, but a major bug or failure could occur, causing us to adjust our scheduling. 
9. Documentation Standards Not Followed – The impact is not great as this will not hinder production, and any unclear documents made by other team members can be explained by them.
10. Team Management Style Not Conducive – While it is important to have a strong team, the probability of any major team setbacks is low as we have all been acquaintances for a while.
11. Availability of Staff – The probability is rather high as we are all students and hold part or full-time jobs, but we are all dedicated to making time for this project.
12. Ease of Use of UI – As stated by the client, the user interface for the application is very important. A user friendly application is important for any touchscreen phone app.
13. Appeal of Design/Layout – The look and feel of the application is extremely important to the user, but as programmers, we may lack in interface appeal. 
14. Staff Communication Inefficient – Our team communication is important to further product development, but as long as work is getting done, it should not impact our completion. The probability is low as we all get email to our phones and check email frequently.

Localization Plan 
· NA
Test Plan
In order to test the functionality of our game, a series of test cases and policies have been produced that cover general game functionality, general level functionality, and individual level functionality. The designer of a given piece of functionality is responsible for testing that functionality. When a major release is due (alpha, beta, gold) all team members will test all pieces of functionality.

	Function/Issue
	Procedure if there is a failure
	Pass/Fail

	General
	
	

	For New Assets:
	
	

	Does character collide with object that is collide-able?
	Check mesh attributes to see if simple collisions are turned on
	

	Is collision cylinder correct? (too wide/too narrow)
	For skeletal meshes, if the character is not colliding properly with game objects, check the character script file for the collision cylinder parameters
	

	Is the lightmap coordinate index correct?
	Change lci in the static mesh editor to 0, with res of 0, or import as interp actor
	

	Do objects stay/move where they are supposed to?
	Check attachment status of mesh, or the Kismet trigger
	

	Does main character’s health regenerate?
	Check Kismet Logic. Copy procedure from Level 2 Kismet.
	

	Does lighting build?
	Check lightmap coordinate index, UVmap, and lighting channels of newly added meshes. 
	

	Kismet
	
	

	Are the kismet instructions firing for each matinee?
	Insert some logs to the player, put breakpoints along new Kismet path
	

	All Levels
	
	

	Does the player spawn at the proper location?
	Check player start location. Check for multiple player start locations. Check for any obstructions at player start location
	

	Do enemies spawn at proper locations?
	Check the pathnode connected to AIfactories in Kismet
	

	Does the correct number of enemies spawn?
	Check the pathnodes connected to the AIfactories. Check the max spawn count for each AI factory. Make sure pathnodes are not obstructed
	

	Do enemies have the correct AI assigned?
	Check the AIcontroller in the AIfactories. Check the trace and movement nodes in Kismet following the AI factories
	

	If bot is supposed to move, does it move properly in the correct area?
	Check pathnodes. Check “move to” function in kismet and make sure proper pathnodes are linked. Make sure there are no obstructions between pathnodes
	

	Do enemies have the correct weapon(s) equipped?
	Check the AIfactoires in Kismet
	

	Do the level transitions work?
	Check the triggers laid out in Kismet. Check to make sure the console command is correct.
	

	Level 1
	
	

	Does the pop-up cover come up when stepped on?
	Check trigger collision cylinder and max # of triggers allowed. Check matinee.
	

	Does train move around level?
	Check matinee. Check attachment status. Make sure it was imported as interp actor
	

	Does lowering Dean’s health past 30% trigger transition to level 2?
	Check kismet to see if Dean’s health is decreasing. Check console command to see if next map is being called properly
	

	Level 2
	
	

	Does door to lifts open?
	Check if the door matinee is correct Check if enemy deaths are being counted.
	

	Are elevators working?
	Check if trigger count is set to infinite. Check if trigger is in the proper location.
	

	Are platforms/level base moving?
	Check matinee sequences. Check if triggers are firing.
	

	If player falls off moving fortress, are they teleported back on it?
	Check if pathnode is specified. Check is trigger collision cylinder is sufficiently large. Check if triggers are moving with the fortress.
	

	Does pressing the button at the top of the level trigger a transition to level 3?
	Check if trigger count is set to infinite. Check if trigger collision cylinder is sufficiently large. Check if console command correctly specifies the level 3 map file.
	

	Can player reach level transition trigger?
	Check if the platforming jumps are too far. Check if AI is too difficult to overcome.
	

	Level 3
	
	

	Does the music start after player gets off elevator?
	Check if trigger collision cylinder is sufficiently large.
	

	Can player figure out how to reach the robot?
	Add more visual cues on where the player should go.
	

	Are elevators working?
	Check if trigger count is set to infinite. Check if trigger is in the proper location.
	

	Does the Dean vary his behavior based on his health?
	Check if Kismet procedure is properly reading the Dean’s current health. Check if AIs are connected to the conditional
	

	Does the game end when the Dean is defeated?
	Check if Kismet procedure is properly reading the Dean’s current health. Check if console command correctly specifies the quit command
	

	Menu
	
	

	Does quit function exit the game?
	Check console command in Kismet
	

	Does the start game button trigger level 1?
	Check console command in Kismet
	

	Does the set resolution function change the resolution to the selected size?
	Check console command in Kismet
	

	Does the resolution stay the same for each level?
	Check console command in Kismet
	

	Does the resolution stay the same if you quit the program and re-launch the game?
	Reset the resolution upon issuing the quit command
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Derived Class Hierarchy "Game Play"

MyGamelnfo

bdelayedstart: bool = false
PlayerControllerClass: UTPlayerController ='Game.MyGamePla...

+/ DefaultPawnClass: UTPawn = 'Game.MyGamePawn'
-/ HUDType: UTHUDBase = 'Game.MyGameHUD...
+ MapPrefixes(0): charf] = "DM"
- bUseClassicHUD: bool = true
- Defaultinventory: Inventory[] = 'Game.MyGamePaw...
MyGamePlayerController
+ cameraCounter. varint=0
+ isLeftShoulderCam: var bool = true
+ exec function ToggleShoulderCamera() : void
+ exec function NextWeapon() : void
+ exec function PrevWeapon() : void
+ exec function StartAltFire() : void
+ exec function StopAltFire() : void
MyGamePawn
+ defaultMesh: var SkeletalMesh = 'CustomChars.Ch...
- defaultAnimTree: var AnimTree = 'CH_AnimHuman_T...
+ defaultAnimSet: var array<AnimSet> = 'CH_AnimHuman.A...
+ defaultPhysicsAsset: var PhysicsAsset = 'CH_AnimCorrupt...
+ defaultAnimSeq: var AnimNodeSequence
+ defaultMaterialO: var Materiallnterface = 0
o

simulated function SetCharacterClassFromInfo()(class<UTFamilyInfo>) : void

Extends

< ..................

MyGamePawnWeapon

- FirstPersonMesh: SkeletalMesh = 'MyWeaponPackag...
- PickupMesh: SkeletalMesh = 'MyWeaponPackag...

- ShotCost: int[] = [0]=0

- AmmoCount: int
- LockerAmmoCount: int =1

- MaxAmmoCount: int =1

- WeaponFireTypes: projectile[] = [0]=EWFT_Projectile
- WeaponProjectiles: object[] = [0]="UTProj_|
- WeaponEquipSnd: SoundCue ='A_Weapon_Link...

- WeaponPutDownSnd: SoundCu 'A_Weapon_Link....
- WeaponFireSnd: SoundCuel[] = [0]='"A_Weapon_L...

- PickupSound: SoundCue ='A_Pickups.Weap...

- MuzzleFlashSocket: Socket = MuzzleFlashSocket

- InventoryGroup: int=3

- Firelnterval: float[] = [0]=0.1

- WeaponColor: struct = (R=147,G=124,B=...

- AttachmentClass: object = 'Game.MyGamePaw...

- MuzzleFlashSocketPSCTemplate: ParticleSystem = "WP_LinkGun.Eff...

+ simulated function GetPhysicalFireStartLoc(vector) : vector
+ simulated event GetMuzzleLoc() : vector

MyGamePawnWeaponAttachment

- BeamTemplate: ParticleSystem

- ImpactLightClass: class<UDKExplosionLight>

- CumentPath: int

- SkeletalMeshComponent0: Object = 'MyWeaponPackag...
- MuzzleFlashSocket: Socket = MuzzleFlashSocket

- MuzzleFlashPSCTemplate: ParticleSystem[]
- MuzzleFlashColor: struct = (R=147,G=124 B=...

- MuzzleFlashDuration: float = .1

- MuzzleFlashLightClass: object = 'UTGame.UTLinkG...
- bMuzzleFlashPSCLoops: boolean = true

- WeaponClass: object ='Game.MyGamePaw...

="WP_LinkGun Eff...

+ simulated function AllowlmpactEffects(Actor, vector, vector) : bool

+ simulated function SetMuzzleFlashParams(ParticleSystemComponent)

: void
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swiMovie: MyGameSWF\Wrapper = null
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singular event Destroyed() : void
simulated function PostBeginPlay() : void
simulated event PostRender() : void

Extends
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LastHealthPc: float
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elapsedTimeAlpha: float

hitDuration: float

alphaDuration: float
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xPos: float

yPos: float

HealthMC: GFxObject

HealthBarMC: GFxObject

HealthTF: GFxObject

AmmoMC: GFxObject
bDisplayWithHudOff: boolean = false
Movielnfo: SWFMovie = 'UDKFrontEnd.cu...
bEnableGammaCormection: boolean = false

o+ o+ o+ o+ o+

function roundNum(float) : int

function getpercent(int, int) : int

function updateHitEffect(float) : void
function updateFiringEffect(float) : void
simulated function Init(LocalPlayer) : void
function TickHUD(float) : void
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