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[bookmark: _Toc354671257]  Design History
1. [bookmark: _Toc354671258]Section I – Game Overview
1.1. [bookmark: _Toc354671259]Game Concept
The game starts off with the character stranded on an island.  He has no idea where he is or how he will get home.  One minute he was sailing across the ocean and the next a monstrous storm capsized his sail boat and washed him up on the shore of the island.  His main focus is to survive, but that means he must make it off the island…somehow.  The beautiful, lush island holds many secrets:  Who, or what, are the creatures walking around the island?  How does he get off the island?  Why are there no other people on the island?  Who, or what, built the temple on the island?  The game begins shortly after the character wakes up on the beach.  Stranded and alone he starts to make his way through the thick vegetation on the island.  He comes upon a temple…and this is where your story begins.
1.2. [bookmark: _Toc354671260]Feature Set
The game is most easily qualified as a first person shooter, set primarily in an underground maze. The character will have to fight their way through the aliens protecting the temple to get to the end of the maze where they can leave the island. 
1.3. [bookmark: _Toc354671261]Genre
Adventure/FPS
1.4. [bookmark: _Toc354671262]Target Audience
13+ year old gamers

· Mild Violence
· Mature Themes

The violence in the game is less than that of many games available now.  As developers we should not be the people to make decisions whether a game is suitable for one individual over another.  It is up to the parents to decide based on what the game contains.  So, as developers it is our job to provide the best description of game play that we can so that those that are in a position to decide who gets to play the game has enough information to make an informed decision.
1.5. [bookmark: _Toc354671263]Game Flow Summary

1.6. [bookmark: _Toc354671264]Look and Feel
The look of the island is very plush.  It is full of vegetation.  The temple looks very ancient.  It is dark.  The whole thing looks and feels like it has not been seen by humans in hundreds of years.  There are creatures walking around on the island and in the maze, but the character has no idea who or what they are.
1.7. [bookmark: _Toc354671265]Project Scope
1.7.1. Number of Locations - 2
1.7.2. Number of Levels - 2
1.7.3. Number of NPC’s - several ( the enemies respawn)
1.7.4. Number of Weapons – 2
1.7.4.1. Gun
1.7.4.2. Melee Weapon

2. [bookmark: _Toc354671266]Section II – Gameplay and Mechanics
2.1. [bookmark: _Toc354671267]Gameplay
2.1.1. Game Progression
Starting point


Temple Entrance


Inside the temple


Entrance to the Labyrinth


The Labyrinth


2.1.2. Mission/Challenge Structure
The mission of the game is to get off the island. The aliens are going to try and kill you.  You goal is to defeat them while finding your way through the labyrinth.
2.1.3. Puzzle Structure
No puzzle specifically exists in the game.  The Labyrinth itself can be considered a puzzle due to its size and complexity.

2.1.4. Objectives
The main objective in the game is to get off of the island.  In order to accomplish this objective the character must stay alive.  Killing the enemies is the best way to stay alive.  Without as many enemies trying to kill you allows the player to focus more of his/her attention on the labyrinth.
2.1.5. Play Flow
The character starts on the beach outside the temple. He must get to the temple, through the jungle, then work his way down to the labyrinth. The player must then make it through the labyrinth without getting killed by the aliens.


2.2. [bookmark: _Toc354671268]Mechanics
2.2.1. Physics
The physics in the game are just like real life and use UDK's standard physics system.  The island is on Earth so Earth’s gravity is the gravitational force in the game.
2.2.2. Movement
2.2.2.1. General Movement
The player is capable of walking, jumping, and swimming.  All movements are typical human movements.  There are no “super-powers” possessed by the playable character.
2.2.2.2. Other Movement
		Crouching, can help to hide from the enemy aliens.
2.2.3. Objects
2.2.3.1. Picking Up Objects
		Walking “through” the object is how the character picks up objects.
2.2.3.2. Moving Objects
		N/A
2.2.4. Actions
2.2.4.1. Picking Up, Carrying, and Dropping
Walking “through” an object will pick it up.  The character will carry any object that he picks up.  The active weapon will be the one that is visibly being carried.
2.2.4.2. Talking
		N/A
2.2.4.3. Reading
		N/A
2.2.5. Combat
Combat will consist of the use of various firearms and a melee weapon.
2.2.6. Economy
N/A
2.3. [bookmark: _Toc354671269]Screen Flow
2.3.1. Screen Flow Chart


2.3.2. Screen Descriptions
2.3.2.1. Main Menu
· Choose between single and multiplayer. 
· Choose difficulty level.
2.3.2.2. Options Screen
Standard UDK options
2.3.2.3. Other
N/A

2.4. [bookmark: _Toc354671270]Game Options
No special game options exist
2.5. [bookmark: _Toc354671271]Replaying and Saving
The player is capable of saving his game in order to start where he left off at a later time.
2.6. [bookmark: _Toc354671272]Cheats and Easter Eggs
None exist at this time

3. [bookmark: _Toc354671273]Section III – Story, Setting, and Character
3.1. [bookmark: _Toc354671274] Story and Narrative
3.1.1. Back Story
The character is an explorer who has heard rumors of an ancient Mayan temple with unimaginable gold and wealth. However, no one that has entered the temple has ever returned alive. Our hero, not being dissuaded by such tales has decided to enter the temple to find the treasure. As he enters the temple, he quickly realizes that there are other “things” in the temple and he has gotten himself into more than he bargained for. Now he is less interested in the treasure and more in finding his way back out alive.
3.1.2. License Considerations
If this game was being truly produced it would require licensing from Unreal. Otherwise no other companies were affected by the creation of this game.
3.1.3. Cut Scenes
	N/A
3.2. [bookmark: _Toc354671275]Game World
3.2.1. General Look and Feel of World
As has been stated before, the look and feel of the world is somewhat contrasting.  The island portion is bright.  It has heavy, lush vegetation.  The sun is bright, the vegetation is green.  The labyrinth, on the other hand, is dark.  The sun does not penetrate.
3.2.2. Level 1
3.2.2.1. General Description
The level starts off on an untouched island full of trees and other various forms of vegetation.  The island holds an ancient and mysterious temple.
3.2.2.2. Physical Characteristics
· Bright/Sunny
· Full of vegetation
· Void of all human life except the player
3.2.2.3. Levels that use Area
Level 1 leads directly to level 2

3.2.2.4. Connections to other Areas
Level 1 leads directly to level 2

3.2.3. Area #2
3.2.3.1. General Description
Area #2 is the labyrinth. It is dark and confining. The walls are too tall to see over and there are few expanses that you can see down. The entire area is meant to create a claustrophobic feel that is further accented by the aliens running around the maze intent on killing you.
3.2.3.2. Physical Characteristics
· Dark/Musty
· Stony walls, ceilings, and floors
· Filled with aliens

3.2.3.3. Levels that use Area
N/A
3.2.3.4. Connections to other Areas
Connects to the end of the game
3.3. [bookmark: _Toc354671276]Characters
3.3.1. Character #1
3.3.1.1. Back Story
3.3.1.2. [bookmark: _GoBack]The main character is Samuel Winchester.  Sam was once an idyllic software engineer.  He, at the age of 25 created a computer operating system that took the world by storm.  His operating system was so successful that Windows is now on only 5% of the world’s computers and Microsoft, including Bill Gates, is nearly bankrupt.  Sam had all the money he could ever ask for, but something was still missing.  He yearned for adventure.  He decided to spend his vast fortune traveling, sailing, and exploring all over the world. On one of his any sailing adventures a powerful, almost supernatural, storm formed and Samuel and his boat were washed up on shore.  The boat was completely destroyed.  Samuel was knocked unconscious and almost killed.  Armed with a gun, and his wits, Samuel must make his way off the island…somehow.
The Vogons, and alien race from a far away planet, inhabit the island.  They are charged with protecting the secrets of the mysterious temple that is located on the island.  The Vogons are a kind, generous race, but will protect themselves, their land, and their secrets with a wicked verocity.  The Vogons feel that Samuel is there to take their island and their secrets.  They will protect it with their lives.


3.3.1.3. Personality
Sam is very intelligent.  He is also crafty.  Given his experience he acquired many special skills along the way so he is not scared of anyone or anything.
3.3.1.4. Look
3.3.1.4.1. Physical Characteristics
Older gentleman, balding, with broad shoulders and strong physical features
3.3.1.4.2. Animations
Walk, Run, Jump, Shoot, Melee Attack, Death
3.3.1.4.3. Special Abilities
Melee Attack
3.3.1.4.4. Relevance to Story
Main character
3.3.1.4.5. Relationship to other Characters
Main Character, enemy to the Vogons
3.3.1.4.6. Statistics
3.3.2.  Character #2
3.3.2.1. Back Story
Vogons reside on a planet far far away from earth.  One day while out on a routine fact finding mission their ship started to malfunction and crashed into the island.   When they awoke their shit was destroyed and they were stranded on the island.  They decided they must now make the best of it and live on the island as best they can. They discovered the temple and after a few generations they have reestablished a community and now live in the temple.  

3.3.2.2. Personality
They are kind generous people, but will protect their people and land with extreme force.  They worked very hard to maintain and make the temple their own, so explorers beware.

3.3.2.3. Look
3.3.2.3.1. Physical Characteristics
Tall lanky grey creatures with a large head and 2 long fingers and one long thumb
3.3.2.3.2. Animations
Run, Walk, Attack, Fire orb
3.3.2.3.3. Special Abilities
Ability to generate and fire an orb of electricity from their chest
3.3.2.3.4. Relevance to Story
Main enemy of Samuels
3.3.2.3.5. Relationship to other characters
They live in and protect the underground temple
3.3.2.3.6. Statistics
4. [bookmark: _Toc354671277]Section IV – Levels
4.1. [bookmark: _Toc354671278]Level 1 - see Level Design Template Level one (Intro)
4.2. [bookmark: _Toc354671279]Level 2 - see Level Design Template Level two (Labyrinth)

5. [bookmark: _Toc354671280]Section V – Interface
5.1. [bookmark: _Toc354671281] Visual System
5.1.1. HUD


5.1.2. Menus


5.1.3. Rendering System
Standard UDK Renderer
5.1.4. Camera
Standard UDK First Person Shooter
5.1.5. Lighting Models
N/A

5.2. [bookmark: _Toc354671282]Control System
Standard WASD controls.  The arrow keys can be used instead of WASD.  The mouse controls where the player is looking.
5.3. [bookmark: _Toc354671283]Audio
Ambient background noise that will correspond with ocean and wind outside of the temple; Inside of the temple the audio should give off a cold, dark, hopeless vibe.
5.4. [bookmark: _Toc354671284]Music
N/A
5.5. [bookmark: _Toc354671285]Sound Effects
UDK Standard
5.6. [bookmark: _Toc354671286]Help System
N/A
6. [bookmark: _Toc354671287]Section VI – Artificial Intelligence
6.1. [bookmark: _Toc354671288] Opponent AI
N/A
6.2. [bookmark: _Toc354671289]Enemy AI
Aliens will spawn and follow multiple paths through the maze, upon detection of Samuel they will attack.  Alien will shoot an electrical orb their chest at Samuel.  The aliens will spawn from a certain spot or two throughout the maize, follow a path of nodes through different parts of the maize, upon seeing Sam they will fire orbs from their chest until they kill you or Sam kills them.  Controlled spawning of aliens is done through a kismet sequence, when one dies another one will spawn from one of the spawn points.  
6.3. [bookmark: _Toc354671290]Non-combat Characters
N/A
6.4. [bookmark: _Toc354671291]Friendly Characters
N/A

6.5. [bookmark: _Toc354671292]Support AI
6.5.1. Player and Collision Detection
Collision detection is done by the built in functions in UDK
6.5.2. Pathfinding
Pathfinding is done using the existing pathing system in UDK. Special pathing will be achieved using the "apple" system in UDK.  Spawned Bots will be given a set of nodes they can move through around the level.  Throughout the  
7. [bookmark: _Toc354671293]Section VII – Technical
7.1. [bookmark: _Toc354671294] Target Hardware
Minimum:
· Windows XP SP1
· 2GB RAM
· 1GB of free Hard Drive Space
· 2.0GHz Processor
· SM3-Compatible video card capable of supporting Direct X 9
· NVIDIA 330M Series or better
Recommended:
· Windows XP or newer 64 bit
· 2.0+ GHz Processor
· 8GB RAM
· 5GB free Hard Drive space
· NVIDIA 8000 Series or newer video card

7.2. [bookmark: _Toc354671295]Development Hardware and Software
· Windows 7 laptops
· Unreal Development Kit
· Notepad ++
· Blender
· 3DS Max 2012
7.3. [bookmark: _Toc354671296]Development Procedures and Standards
The game was developed using standard software engineering practices.  The agile development process was used to enable Alpha, Beta, and Gold releases of the game.  Version control was handled by using Google Code as a central repository and Mercurial as the version control software.
7.4. [bookmark: _Toc354671297]Game Engine
Unreal
7.5. [bookmark: _Toc354671298]Network
N/A
7.6. [bookmark: _Toc354671299]Scripting Language
Unreal Script/Action Script
8. [bookmark: _Toc354671300]Section VIII – Game Art
8.1. [bookmark: _Toc354671301]  Concept Art
Alien

Wrecked boat and intro to story 

Potential character design for Samuel Winchester

8.2. [bookmark: _Toc354671302]Characters
Samuel Winchester is wealthy software genius, although his real passion is traversing the globe on his boat hunting for hidden treasure.  On his boat heading to small city in Cote d’Ivoire where there is rumored to be ancient Ivorian treasures hidden, his boat capsizes in the Bermuda Triangle.  When he comes to after the wreckage he realizes has washed up on what looks to be an abandoned island. 
Aliens - On a mission from their home planet, the Vogons' ship crashed into the island and destroyed their ship beyond repair.  With no way to contact or return to their home planet the surviving Vogons take shelter and live in the underground temple on the small abandoned island.
8.3. [bookmark: _Toc354671303]Environments
Underground Temple that Samuel stumbled upon while traversing around the island looking for anything or anyone that can help him survive.
8.4. [bookmark: _Toc354671304]Equipment
Gun/Futuristic Weapon
Possible Melee Attack with Torch
8.5. [bookmark: _Toc354671305]Cut Scenes
N/A as of now
8.6. [bookmark: _Toc354671306]Miscellaneous
9. [bookmark: _Toc354671307]Section IX – Secondary Software
9.1. [bookmark: _Toc354671308] Editor
UDK level editor and Notepad++
9.2. [bookmark: _Toc354671309]Installer
Built in Unreal installer
9.3. [bookmark: _Toc354671310]Update Software
N/A
10. [bookmark: _Toc354671311]Section X – Management
10.1. [bookmark: _Toc354671312]Detailed Schedule


10.2. [bookmark: _Toc354671313]Budget
Budget:  $85,000
Average salary for a game design software engineer is $85,000 per year.  We have 3 months to finish the project with four people.  $85,000 divided by 4 (to get 3 month salary) and then multiplied b 4 (number of programmers) is $85,000.

We are not budgeting any money towards art or sound assets as we are creating it all ourselves.
10.3. [bookmark: _Toc354671314]Risk Analysis
10.3.1. [bookmark: _Toc354671315]Risk Table
	Risk ID
	Risk 
	Category
	Probability
	Impact

	1
	Inexperience with UDK
	 SE
	70%
	Moderate

	2
	Inexperience with Action Script
	 SE
	70%
	Moderate

	3
	Deadlines aren't met
	 BI
	5%
	High

	4
	Hardware Failure
	 DE
	5%
	High

	5
	Reused code contains defects
	 DE
	5%
	Low

	6
	Development team miscommunication
	 SE
	15%
	Low



	Risk Information Sheet

	Risk ID:
	1
	Date:
	3/28/2013
	Probability:
	70%
	Impact:
	Moderate

	Description: 
Inexperience with UDK.

	Refinement/context:
Condition: Developers have a lack of knowledge of the UDK authoring environment and game engine mechanics.


	Mitigation / Contingency plan / trigger:
Increased time will be given to understanding the use of the application. Further remedial understanding can be gained by passing knowledge between group members.




	Risk Information Sheet

	Risk ID:
	2
	Date:
	3/28/2013
	Probability:
	70%
	Impact:
	Moderate

	Description: 
Inexperience with Action Script.

	Refinement/context:
Condition: Developers have a lack of knowledge of the use of action script in conjunction with UDK.


	Mitigation / Contingency plan / trigger:
Increased time will be given to understanding the use of the application. Further remedial understanding can be gained by passing knowledge between group members.




	Risk Information Sheet

	Risk ID:
	3
	Date:
	3/28/2013
	Probability:
	5%
	Impact:
	High

	Description: 
Group fails to meet deadlines in the allotted time

	Refinement/context:
Condition: The project segment comes to term but the requirements for that segment are not complete. 


	Mitigation / Contingency plan / trigger:
Group members will be assigned or volunteer for specific task and an expected end date will given prior to the required completion date. If the deadline is not meet the entire group will asses the situation and make adjustments as necessary to either the project or the task.
.




	Risk Information Sheet

	Risk ID:
	4
	Date:
	3/28/2013
	Probability:
	5%
	Impact:
	High

	Description: 
One or all of the groups equipment fails.

	Refinement/context:
Condition: The hardware being used by the developers fails to be functional, or is out of order for an extended period of time. 


	Mitigation / Contingency plan / trigger:
The user(s) with equipment failure will be expected to maintain their scheduled task by use of public computer systems or other developers systems until they regain normal functionality.




	Risk Information Sheet

	Risk ID:
	5
	Date:
	3/28/2013
	Probability:
	5%
	Impact:
	Low

	Description: 
Reused code contains a defect.

	Refinement/context:
Condition: Existing code in UDK has a previously undiscovered error 


	Mitigation / Contingency plan / trigger:
Alternate code will be written to alleviate the issue.




	Risk Information Sheet

	Risk ID:
	6
	Date:
	3/28/2013
	Probability:
	15%
	Impact:
	Low

	Description: 
Team communication fails.

	Refinement/context:
Condition: Communication between team members breaks down and causes issues in the production of the game.


	Mitigation / Contingency plan / trigger:
Team members will communicate via Gmail and related IM services. All major communication issues will be handled by a third part as required to maintain perspective on the issue.




10.4. [bookmark: _Toc354671316]Test Plan
	Test
	Strategy for test
	Expected Results
	Schedule

	Holes in maze / Maze complete
	Walk through maze checking walls and paths
	Maze is complete with no unintended ways through
	Constant testing while the maze is being completed

	Working combat AI - awareness, chasing, combat
	Engage the alien AI with player character
	Alien will spot the player within its alert range, move towards the player, and attack the player appropriately.
	After alien AI is completed

	Working passive AI - movement when not attacking the player
	Observe the AI through ghost/other methods
	Alien should move about the maze and not be aware of the player unless within alert range.
	After alien AI and player code are completed

	Working weapon - damage, inventory management
	Use the weapon on aliens, make sure it equips and cannot be unequipped.
	Weapon will damage alien and will always be in player inventory.
	After weapon code is completed

	Working HUD - health bar reduction
	Get attacked by the alien
	Health bar will be reduced by alien attack
	After HUD and alien code are completed

	Working Menu - new game, load game, save game, quit game
	Try each menu button available in the main menu (new game, load, quit) and in-game (resume, save, load, quit)
	New Game - starts a new game

Load Game - loads a saved game

Save Game - saves the game in progress

Quit Game - quits the game
	After menu, alien, and player code are completed

	Map transitions
	Enter each map transition: 
Outside into Maze
Maze into End Game
	The Outside map transitions into the Maze map.

The Maze map transitions into the end of the game
	After maps are complete



11. [bookmark: _Toc354671317]Appendices
11.1. [bookmark: _Toc352324450][bookmark: _Toc354671318]Asset List
11.1.1.   Art
11.1.1.1. Model and Texture List
Models and Textures included with UDK
Alien, created by Lorenzo Mannarino
Samuel Winchester Character

11.1.1.2. Animation List
Animations include with UDK
11.1.1.3. Effects List
Effects included with UDK
11.1.1.4. Interface Art List
N/A for now
11.1.1.5. Cut Scene List
N/A
11.1.2.   Sound
11.1.2.1. Environmental Sounds
Sounds included with UDK
11.1.2.2. Weapon Sounds
Sound included with UDK
11.1.2.3. Interface Sounds
Sound included with UDK
11.1.3.   Music
11.1.3.1. Ambient
N/A
11.1.3.2. “Action”
N/A
11.1.3.3. Victory
N/A
11.1.3.4. Defeat
N/A
11.1.4.   Voice
11.1.4.1. Actor #1 Lines
N/A
11.1.4.2. Actor #2 Lines
11.1.5. Bibliography
11.1.5.1. Budget
http://game-designschools.com/game-designer-salary-expectations/
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