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[bookmark: _Toc352587051][bookmark: _Toc354714272]Design History
[bookmark: _Toc352587052]January 9, 2013—Pitched
February 20, 2013—Alpha Release
March 20, 2013—Beta Release
April 26, 2013—Gold Release

Full commit history can be found at:
https://www.assembla.com/code/spacequail/subversion/commits


[bookmark: _Toc354714273]Game Overview
[bookmark: _Toc352587053][bookmark: _Toc354714274]Game Concept
A space shooter game that involves quails and yaks! It’s an honoring of Star Fox 64, made by fans of the game.
[bookmark: _Toc352587054][bookmark: _Toc354714275]Feature Set
Shooting and destroying enemies
Three different levels
A helpful NPC buddy to guide you along the way
Ability to fly through space and rescue it from evil
[bookmark: _Toc354714276][bookmark: _Toc352587056]Genre
Sci-fi
Shooter
Comedy
[bookmark: _Toc354714277]Target Audience
The target audience is fans of the game Star Fox 64, as it is a fan made honoring of that game.
[bookmark: _Toc352587057][bookmark: _Toc354714278]Game Flow Summary
The player moves through the each individual level by controlling Captain Clark’s ship, with his goal being to defeat all enemies in that level. Upon completing each level, the player advances to the next level until they have beaten them all.  This is described in the following graphic:
[image: ]
[bookmark: _Toc352587058][bookmark: _Toc354714279]Look and Feel
[bookmark: _Toc352587059]Space Quail should be an exciting space shooter game that matches the feel of Star Fox 64. It should be obvious from the look of the game that the character is in space, so the first sight upon starting is a black background with stars dotting it and every object floating around because of a lack of gravity. Visually, the game follows a few key schemes—things associated with Captain Clark have a light blue and green color scheme and are generally rounded. Dr. Yakcovski’s forces, on the other hand have sharp angles on their ships, all have horns on their ships,  and generally follow a redder or orange color scheme.
[bookmark: _Toc354714280]Project Scope
The game has three different levels, each of which contains one location. The number of NPCs changes in each level, although all of them are enemies except for EGGY, who is in every level. Captain Clark only has one weapon throughout the entire game. This is better displayed in the following use case diagram:
[image: ]
[bookmark: _Toc352587060]

[bookmark: _Toc354714281]Gameplay and Mechanics
[bookmark: _Toc352587061][bookmark: _Toc354714282]Gameplay
Game play will be a fast-paced shooter, where the player has to control his space ship while killing enemies, to rescue space.
[bookmark: _Toc352587062][bookmark: _Toc354714283]Game Progression
SpaceQuail progresses in a linear fashion. There is a clearly defined goal of saving space from Dr. Yakcovski and the only way to do this is to defeat all of the enemies (including the doctor himself). The player advances levels every time they defeat all of the enemies. There are a total of three levels, and on the last one the player defeats Dr. Yakcovski. Dr. Yakcovski is not killable until all the other enemies have been defeated.
[bookmark: _Toc352587063][bookmark: _Toc354714284]Mission/challenge Structure
The challenge structure of the game is divided into levels. Each level represents a new version of the same challenge, that is, to destroy all of the enemies. Every level the mission becomes harder as there are more enemies in every new level and the enemies themselves are faster and have more health.
[bookmark: _Toc352587065][bookmark: _Toc354714285]Objectives
The objective of the game is to save space. The player does this by defeating all the enemies.
[bookmark: _Toc352587066][bookmark: _Toc354714286]Play Flow


[bookmark: _Toc352587067][bookmark: _Toc354714287]Mechanics
What are the rules to the game, both implicit and explicit.  This is the model of the universe that the game works under.  Think of it as a simulation of a world, how do all the pieces interact?  This actually can be a very large section.
[bookmark: _Toc352587068][bookmark: _Toc354714288]Physics
The physics of the game work similar to default UDK physics. There is no gravity in the first two levels, as they are in space. In the last level, gravity affects tanks and other ground units, but does not affect the ship that Captain Clark is piloting or enemy flying ships.
[bookmark: _Toc352587069][bookmark: _Toc354714289]Movement
The player, being in a space ship, has the ability to fly and moves entirely by flying. Movement is described in more depth in section 7.2.
[bookmark: _Toc352587070][bookmark: _Toc354714290]Objects
There are several environmental objects throughout the game, including asteroids, cows, recycle bins, satellites, broken ships, and monuments. All of these objects can be collided into. There are no collectable objects.
[bookmark: _Toc352587071][bookmark: _Toc354714291]Actions
Player actions are restricted to moving and shooting.
[bookmark: _Toc352587072][bookmark: _Toc354714292]Combat
Combat is live-action, that is, there is no special combat mode. Damage is done by Captain Clark if his lasers hit an enemy ship, similarly, enemies do damage when their lasers hit Captain Clark.
[bookmark: _Toc352587074][bookmark: _Toc354714293]Screen Flow
[bookmark: _Toc352587075][bookmark: _Toc354714294] Screen Flow Chart


[bookmark: _Toc352587076][bookmark: _Toc354714295]Screen Descriptions
Main Menu
This serves as the main entry point into the game. It lets the user decide what he wants to do.
Control Screen
This lets the user change the controls for the game.
Play
This serves as a loading screen before loading levels.
Level 1
This is the first level of the game. The player actually begins playing here. This is described further in sections 5.2.1 and 6.1.
Level 2
This is the second level of the game. This is described further in sections 5.2.2 and 6.2.
Level 3
This is the third level of the game. This is described further in sections 5.2.3 and 6.3.
[bookmark: _Toc352587077][bookmark: _Toc354714296]Game Options
The only available options to change are the controls. This is available from the control screen, and lets the user make any key perform any of the available actions.
[bookmark: _Toc352587079][bookmark: _Toc354714297]Cheats and Easter Eggs
There are three “cubicorns” hidden throughout the game in each of the three levels.
[bookmark: _Toc352587080]

[bookmark: _Toc354714298]Story, Setting, and Character  
[bookmark: _Toc352587081][bookmark: _Toc354714299]Story and Narrative
Specific details like scripts and cut scenes may not be in this document but be in the Story Bible.  
[bookmark: _Toc352587082][bookmark: _Toc354714300]Back story
Doctor Yakcovski is sick of being laughed out of all the intergalactic weapon conferences. Now, he is threatening the peace of the universe by sending his various self-designed fleets of ships out to the various planets in the Sheliak system. Captain Clark has just received news that the evil doctor's underlings are invading an asteroid belt near him, hoping to attack a Airenroc, a planet on the other side. Captain Clark takes to his space ship, hoping to rid the universe of this threat and bring peace back to space.
[bookmark: _Toc352587084][bookmark: _Toc354714301]Game Progression
The game follows the events of the Captain Clark saving space from Dr. Yakcovski. He moves from an asteroid belt on the edge of the Sheliak system towards Airenroc to fight the doctor. He encounters and destroys the doctor’s minions in the Asteroid Belt, in the air space surrounding Airenroc, and on the Airenroc surface.
[bookmark: _Toc352587085][bookmark: _Toc354714302]License Considerations
Since Space Quail is a story created by us, we do not have to worry about licensing the story from an external source.
[bookmark: _Toc352587086][bookmark: _Toc354714303]Cut Scenes
End Scene
Actors
There are no voice actors in this scene.
Description
Dr. Yakcovski is in his tower at a console, seen from behind. The camera rotates to a side view of him looking sinister. Cut to Captain Clark in his ship. Clark fires lasers at Yakcovski’s tower. Cut to tower exploding. Cut to Yakcovski looking sinister and fade out. Cut to Captain Clark flying into space away from Airenroc.
Storyboard
[image: ]
Script
There are no spoken lines in the cut scene.
[bookmark: _Toc352587088][bookmark: _Toc354714304]Game World
Note that there is only one area per level, so each area described here is also a level. More in depth descriptions are given in section 6.
[bookmark: _Toc354714305]Level 1—Asteroid Belt
General Description
This is where Captain Clark begins his journey to save space from Dr. Yakcovski. It is set in an asteroid belt in space, with Dr. Yakcovski’s forces attacking.
Physical Characteristics
Since this level is in space, there is no terrain. There is, however, several asteroids floating around that may hit the player or enemies.
Connections to other areas
This is the starting level and at the end of it the player moves on to Airenroc Air Space.
[bookmark: _Toc354714306]Level 2—Airenroc Air Space
General Description
This is the space above the planet of Airenroc, where Dr. Yakcovski is stationed.
Physical Characteristics
Since this level is also in space, there is not terrain. There is, however, several pieces of space trash floating around that may hit the player or enemies. Space trash includes recycle bins and space cows.
Connections to other areas
To get to this level, the player must complete the Asteroid Belt level. After completing this level, the player moves onto the Airenroc Surface level.
[bookmark: _Toc354714307]Level 3—Airenroc Surface
General Description
This is a level set on a planet, so there is terrain. This is the final level and Dr. Yakcovski is stationed here. Before destroying all of the minions in this level, Dr. Yakcovski is protected by a force field. After his minions are defeated, the force field disappears and he is vulnerable. Upon completion of this level, the game is completed. 
Physical Characteristics
The terrain in this planet is very mountainous, with lots of peaks and valleys. There are also destroyed space ships that have crashed into the ground. There are two large statues from Airenroc before the almost entire destruction of its civilization after Dr. Yakcovski had attacked.
Connections to other areas
To get to this level, the player must complete the Airenroc Air Space level. Completing it finishes the game, so it does not connect to a level on the other side.

[bookmark: _Toc352587091][bookmark: _Toc354714308]Characters
[bookmark: _Toc354714309]Captain Clark
Back story
Captain Clark is our beloved feathered hero.  A freelance spaceship pilot, he is willing to risk his life if the price is right. In the past, he has worked as a cargo hauler, smuggler, vigilante, bounty hunter, ship engineer, and soldier. He was born on the planet Pacalis, and still loves it, even though he hasn't visited it in years.
Personality
Captain Clark is a rogue space pilot and a drifter. He has acquired a very particular set of skills over the years that make him ideal for facing Dr. Yakcovski.
Look
His look can be seen in his concept art (Section 10.1.1).
Special Abilities
He has no particular special abilities, but his ship is faster and can take more hits than most enemy ships.
Relevance to game story
He is the hero of the story. He is who saves space from Dr. Yakcovski.
Relationship to other characters
His relationship with Dr. Yakcovski is one of conflicting interests—he wants to save space, but Dr. Yakcovski wants to conquer it.

He modified a standard EGG unit to create one with a new personality who has named EGGY. EGGY helps monitor the ship and stays with Captain Clark on all of his missions. Clark considers himself EGGY’s creator.
[bookmark: _Toc354714310]Dr. Yakcovski
Back story
Dr. Yakcovski was once a respected scientist whose research paved the way for space travel. He acquired a vast fortune in his younger years. In recent years, his research has taken him into weapon design. His designs were so complex that nobody could understand the full blueprints, except for the Doctor himself. Other scientists laughed at him, thinking that no factory could build those weapons effectively, and that even if they could, there was peace in the Sheliak system—there was no use for such massive, complex weapons… for now.
Personality
Dr. Yakcovski is sick of being mocked at science conferences. He wants to be regarded as the greatest mind of his generation and will stop at nothing to do so.
Look
His look can be seen in his concept art (Section 10.1.2).
Special Abilities
He has no special abilities in game.
Relevance to game story
He is the main villain of the game. He threatens to conquer space and even destroy it.
Relationship to other characters
His relationship with Captain Clark is one of conflicting interests—he wants to conquer space, but Captain Clark wants to save it.

He was the original creator of the EGG units, of which EGGY is one.
[bookmark: _Toc354714311]EGGY
Back story
EGGY was a standard EGG unit created by Dr. Yakcovski. One day when Captain Clark was working as a smuggler, as group of space pirates attacked his ship. Near the end of the battle, Captain Clark shot down a pirate ship, and a piece of the debris tore a hole in his ship.  After sealing the room off from the vacuum of space, Captain Clark discovered an EGG unit was the cause of the damage. He repaired and reprogrammed it to be his assistant. Since Dr. Yakcovski never released the meaning of the acronym EGG, Captain Clark has never explained the meaning of the added Y.
Personality
Rather than a personality-less EGG unit, EGGY is sarcastic about any comments. She has seen Captain Clark’s work first hand and knows that it is not the best. 
Look
Her look can be seen in her concept art (Section 10.1.3).
Special Abilities
EGGY has no special abilities.
Relevance to game story
EGGY is not particularly relevant to the game’s story. She does, however, affect the overall atmosphere of the game.
Relationship to other characters
She was repaired and reprogrammed by Captain Clark and now helps monitor his ships and travels with him on all missions.

[bookmark: _Toc352587094]She was originally designed and created as a standard EGG unit by Dr. Yakcovski.
[bookmark: _Toc354714312]Levels 
[bookmark: _Toc352587095][bookmark: _Toc354714313]Level 1—Asteroid Belt
[bookmark: _Toc352587096][bookmark: _Toc354714314]Synopsis
This is where Captain Clark begins his journey to save space from Dr. Yakcovski. It is set in an asteroid belt in space, with Dr. Yakcovski’s forces attacking. He must destroy them all to move onto the next level.
[bookmark: _Toc352587097][bookmark: _Toc354714315]Introductory Material 
EGGY provides the player with a short mission description at the start of the level.
[bookmark: _Toc352587098][bookmark: _Toc354714316]Objectives
The main objective is to destroy all enemies. The secondary objective is to locate the cubicorn.
[bookmark: _Toc352587099][bookmark: _Toc354714317]Physical Description
Since this level is in space, there is no terrain. There is, however, several asteroids floating around that may hit the player or enemies.
[bookmark: _Toc352587100][bookmark: _Toc354714318]Map
[image: ]
[bookmark: _Toc352587101][bookmark: _Toc354714319]Critical Path
[bookmark: _Toc352587102]Since the level is an open-world square and enemies may be anywhere in it, there is no critical path.
[bookmark: _Toc354714320]Encounters
The player will encounter enemies throughout the level, but there are no special encounters.
[bookmark: _Toc352587103][bookmark: _Toc354714321]Level Walkthrough
Since the enemies may spread throughout the entire level and there is no effective walkthrough. The cubicorn may be found at the center of the level.
[bookmark: _Toc352587105][bookmark: _Toc354714322]Level 2—Airenroc Air Space
[bookmark: _Toc352587106][bookmark: _Toc354714323]Synopsis
Captain Clark sees the planet of Airenroc in the background of this level. He must defeat all the enemies in this region so he can descend to the surface and save space from Dr. Yakcovski.
[bookmark: _Toc352587107][bookmark: _Toc354714324]Introductory Material 
[bookmark: _Toc352587108]EGGY provides the player with a short mission description at the start of the level.
[bookmark: _Toc354714325]Objectives
The main objective is to defeat all enemies. The secondary objective is to collect the cubicorn.
[bookmark: _Toc352587109][bookmark: _Toc354714326]Physical Description
Since this level is also in space, there is not terrain. There are, however, several pieces of space trash floating around that may hit the player or enemies. Space trash includes recycle bins and space cows.
[bookmark: _Toc352587110][bookmark: _Toc354714327]Map
With Airenroc in background, for a sense of perspective:
[image: ]
[bookmark: _Toc352587111][bookmark: _Toc354714328]Critical Path
Since the level is an open-world square and enemies may be anywhere in it, there is no critical path.
[bookmark: _Toc352587112][bookmark: _Toc354714329]Encounters
The player will encounter enemies throughout, but there are no special encounters.
[bookmark: _Toc352587113][bookmark: _Toc354714330]Level Walkthrough
Since the enemies may spread throughout the entire level and there is no effective walkthrough. The cubicorn may be found at bottom right (according to the map) of the level.
[bookmark: _Toc352587115][bookmark: _Toc354714331]Level 3—Airenroc Surface
[bookmark: _Toc352587116][bookmark: _Toc354714332]Synopsis
Captain Clark arrives on Airenroc fully intending on defeating Dr. Yakcovski and bringing peace to space. He finds Yakcovski’s minions are in the way and must defeat them before battling the doctor himself.
[bookmark: _Toc352587117][bookmark: _Toc354714333]Introductory Material 
[bookmark: _Toc352587118]EGGY provides the player with a short mission description at the start of the level.
[bookmark: _Toc354714334]Objectives
The main objective is to defeat all the enemies. The secondary objective is to collect the cubicorn.
[bookmark: _Toc352587119][bookmark: _Toc354714335]Physical Description
The terrain in this planet is very mountainous, with lots of peaks and valleys. There are also destroyed space ships that have crashed into the ground. There are two large statues from Airenroc before the almost entire destruction of its civilization after Dr. Yakcovski had attacked.
[bookmark: _Toc352587120][bookmark: _Toc354714336]Map
[image: ]
[bookmark: _Toc352587121][bookmark: _Toc354714337]Critical Path
Since the level is an open-world square and enemies may be anywhere in it, there is no critical path.
[bookmark: _Toc352587122][bookmark: _Toc354714338]Encounters
Here, Captain Clark encounters Dr. Yakcovski. This is made possible once the player has destroyed all of the enemy ships.
[bookmark: _Toc352587123][bookmark: _Toc354714339]Level Walkthrough
Since the enemies may spread throughout the entire level and there is no effective walkthrough. The cubicorn may be found at the bottom of the level, just right of the center (according to the map). Another tip would be to avoid going to Dr. Yakcovski’s tower (in the center) until all of his minions have been defeated.
[bookmark: _Toc352587124][bookmark: _Toc354714340]Closing Material
There is a cut scene (described in section 5.1.5.1) to end this level.

[bookmark: _Toc352587126]

[bookmark: _Toc354714341]Interface 
[bookmark: _Toc352587127][bookmark: _Toc354714342]Visual System
[bookmark: _Toc352587128][bookmark: _Toc354714343]HUD - What controls 
[image: ]
[bookmark: _Toc352587129][bookmark: _Toc354714344]Menus
We are using custom menus created in Flash.
[bookmark: _Toc352587130][bookmark: _Toc354714345]Rendering System
Objects are rendered using the standard system UDK has built in.
[bookmark: _Toc352587131][bookmark: _Toc354714346]Camera
The camera is a custom, third person camera. The first step in converting the camera from first person to third was to modify the Camera, PlayerController, GameInfo, and UTPawn classes.  "Space Quail" versions of each of these were created by subclassing and applied minor changes to the appropriate function inside each one.  The next step was disabling the first-person camera to instead use a custom camera, so he could start from scratch.  Using the offset commands, the camera’ pivot was positioned farther away from the player, at a slightly higher z-position.   This allows the player to see the ship in the lower part of the screen, and when using the right stick on an Xbox Controller (or mouse on PC), it is easy to rotate the camera to get a view in all directions.
[bookmark: _Toc352587132][bookmark: _Toc354714347]Lighting Models
Lights are kept uniform within a level as there are no artificial sources of light. The only natural source of light (the sun) is large enough and far enough away that there does not need to be special forms of lighting (shadows, however, are cast by the sun).
[bookmark: _Toc352587133][bookmark: _Toc354714348]Control System
If you’re using a keyboard and mouse:	
	W
	Increase Altitude

	S
	Decrease Altitude

	Left Shift
	Move Forward

	Mouse movement
	Aim

	Left Click
	Fire

	A
	Strafe Left

	D
	Strafe Right

	Esc
	Quit


	
If you’re using a gamepad:
	Left Bumper
	Increase Altitude

	Right Bumper
	Decrease Altitude

	Left Trigger
	Move Forward

	Right Stick
	Aim

	Right Trigger
	Fire

	Left Stick
	Strafe

	Start
	Quit










[bookmark: _Toc352587134][bookmark: _Toc354714349]Audio
Our audio is made up of music, sound effects, and voices which can are discussed in more detail in sections 7.4, 7.5, 13.1.2, 13.1.3, and 13.1.4.
[bookmark: _Toc352587135][bookmark: _Toc354714350]Music
Michael Ingrody created all of the music in Space Quail. For the music, Michael used a Digital Audio Workstation named Ableton Live as well as virtual orchestral synthesizers.  The title screen features spacey, relaxed music as a player prepares for the combat that will soon ensue.  For the bulk of the combat during the game, he created a pumped-up orchestral war theme that immerses the player into the importance and struggle of Captain Clark's cause.  During the battle with Doctor Yakcovski, the main theme changes to a less busy more focused theme that specifically uses orchestral percussion and a trumpet solo.  He spent most of time composing the voices and melodies in the pieces so that the emotions complemented the gameplay and added to the Space Quail experience.
[bookmark: _Toc352587136][bookmark: _Toc354714351]Sound Effects
While most of the sound effects are the standard UDK .wav files, Michael Ingrody create the laser sound effects for both the SpaceQuail ship, as well as the enemy ships. The voice used for EGGY was create on a free text-to-speech service, YAKitToMe.
[bookmark: _Toc352587137][bookmark: _Toc354714352]Help System
[bookmark: _Toc352587138]The only form of help given to the player is EGGY’s words of advice. These, since they are limited and pre-scripted, may not be very effective.
[bookmark: _Toc354714353]Artificial Intelligence
[bookmark: _Toc352587139][bookmark: _Toc354714354]Opponent/Enemy AI
[bookmark: _Toc352587140]Space Quail uses standard UDK Deathmatch AI, along with custom-built paths. All opponents are enemies, so it is the same as enemy AI. The enemies will fly around the paths until they see the player, then they will fire on the player, trying to kill him. All opponents are enemies and vice versa, so this section is the same as the next section.
[bookmark: _Toc352587142][bookmark: _Toc354714355]Friendly Characters/Support AI
[bookmark: _Toc352587146]The only friendly character is a ROB64-like robot, EGGY, in Captain Clark’s ship. It will only speak hard-coded lines at hard-coded moments. Since, EGGY is inside the player’s ship, she requires no path finding or collision detection AI. Note that this only friendly character is the same as the only support AI.
[bookmark: _Toc354714356]Technical
[bookmark: _Toc352587147][bookmark: _Toc354714357]Target Hardware
While not targeting toward any particular hardware other than a modern computer it does seem to run well on all developer hardware, including a computer with specs:
· Dual-Core 2 GHz CPU
· 4 GB DDR2 RAM
· ATI Mobility Radeon 4530 GPU
[bookmark: _Toc352587148][bookmark: _Toc354714358]Development hardware and software
This was developed using Unreal Development Kit (November 2012 UDK Beta) on both Windows 7 and Windows 8. There were several different hardware specifications used during development including those listed in Section 9.1. Change management was done using subversion, specifically the TortoiseSVN client. The repository was hosted in the cloud through Assembla.
[bookmark: _Toc352587149][bookmark: _Toc354714359]Development procedures and standards
We used a cloud based repository to store everything related to the project. We would make sure to update before committing any changes. Our focus was on creating a small amount of quality mechanics rather than many poorly implemented ones.
[bookmark: _Toc352587150][bookmark: _Toc354714360]Game Engine
[bookmark: _Toc352587151]Unreal Development Kit (November 2012 UDK Beta) was used for development of the game, so it can be played with the Unreal 3 engine.
[bookmark: _Toc354714361]Network
Space Quail does not require or support a network.
[bookmark: _Toc352587152][bookmark: _Toc354714362]Scripting Language
[bookmark: _Toc352587153]Unreal Script.

[bookmark: _Toc354714363]Game Art
[bookmark: _Toc352587154][bookmark: _Toc354714364]Concept Art
[bookmark: _Toc354714365]Captain Clark
[bookmark: _Toc352587155][image: C:\Users\Lorraine\Desktop\CIS 488\StarQuail Pictures\capt clark.png][image: ]
[image: ][image: C:\Users\Lorraine\Desktop\CIS 488\StarQuail Pictures\capt clark 2.png]

[bookmark: _Toc354714366]Dr. Yakcovski
[image: C:\Users\Lorraine\Desktop\CIS 488\Pitch\Dr Yakcovski.png][image: ][image: ]
[image: ]

[bookmark: _Toc354714367]EGGY

[image: ]
[bookmark: _Toc354714368]Combat Bunnies
[image: ]

[bookmark: _Toc352587156][bookmark: _Toc354714369]Style Guides
As this was a small group effort with art assets being created by Lorraine, there were no official style guides. The style is consistent among objects because they were all created by the same artist.
[bookmark: _Toc352587157][bookmark: _Toc354714370]Characters
[bookmark: _Toc354714371]Evolution of Clark’s Ship
[image: C:\Users\Lorraine\Pictures\Evolution of Clarks Ship.png]
[bookmark: _Toc354714372]Enemy Ships
[image: C:\Users\Lorraine\Desktop\CIS 488\StarQuail Pictures\EnemyShips.png]
[bookmark: _Toc352587158][bookmark: _Toc354714373]Environments
The environments include space and a rocky planet.
[bookmark: _Toc352587160][bookmark: _Toc354714374]Cut scenes
[bookmark: _Toc352587162]There is one cut scene, described in section 5.1.5.
[bookmark: _Toc354714375]Secondary Software
[bookmark: _Toc352587163][bookmark: _Toc354714376]Editor
There will be no editor for the game after it has been created. While it is still a work in progress the UDK Editor will be used.
[bookmark: _Toc352587164][bookmark: _Toc354714377]Installer
Creating the installer will be as simpler as using the standard UDK installer baked on a Windows 8 computer. It will be created into a familiar format that anybody can easily use.
[bookmark: _Toc352587165][bookmark: _Toc354714378]Update software
There will be no update software for the game.
[bookmark: _Toc352587166]

[bookmark: _Toc354714379]Management
[bookmark: _Toc352587167][bookmark: _Toc354714380]Schedule
January 9, 2013—Pitched
February 20, 2013—Alpha Release
March 20, 2013—Beta Release
April 26, 2013—Gold Release
[bookmark: _Toc352587168][bookmark: _Toc354714381]Budget
We assumed that our pay rate was $34.32 per hour based on the median value for computer programmers given by the Bureau of Labor Statistics (as they have no statistics for game designers. We also assumed we each worked 10 hours per week.



Source for pay rate:
http://www.bls.gov/ooh/computer-and-information-technology/computer-programmers.htm
[bookmark: _Toc352587169][bookmark: _Toc354714382]Risk Analysis
[bookmark: _Toc354714383]Time Constraints
Within the dwindling one-semester time frame, all documentation, development, and testing must be completed. This is the cause of much of the risk of failure. We will have to turn in whatever we have at the end of the semester regardless of quality.
[bookmark: _Toc354714384]Schedule Conflicts
Since we all schedule our classes independently, in addition to having separate schedules for work or other activities, scheduling conflicts are to be expected.  We will manage this by assigning tasks and working independently, so that we can work without relying on each other’s schedules.
[bookmark: _Toc354714385]Team Ability
UDK is a large, complicated application that can take some time to learn. This will be the hardest risk to manage, as everybody must learn at their own pace.
[bookmark: _Toc352587170][bookmark: _Toc354714386]Localization Plan 
Space Quail will be released using United States grammar and spelling in the English language. There will be no localization to other regions.
[bookmark: _Toc352587171][bookmark: _Toc354714387]Test Plan
[bookmark: _Toc354714388]Strategy
As each team member works on their assigned portions of the game, they will test them on their machines. Once the initial testing is completed, the new content will be added to our team repository, and an email sent out requesting that the other members review their new or changed items on their end, to ensure everything is working as it should be. Play testing will be the main focus, as such; every member is expected to play the game through, reporting any bugs that arise. There are some tests that will be handled by intentionally creating certain gameplay scenarios. They will be tracked in the following table:

	Date
	Description
	Expected Outcome
	Actual Outcome
	P/F
	Notes

	
	Kill all enemies on level 1.
	Load level 2
	
	
	

	
	Let enemies kill you on level 1.
	Respawn at level 1 with all enemies still active.
	
	
	

	
	Kill an enemy. Let enemies kill you on level 1.
	Respawn at level 1 with one enemy not present.
	
	
	

	
	Kill half of enemies. Let enemies kill you on level 1.
	Respawn at level 1 with half of total enemies present.
	
	
	

	
	Fly into an asteroid on level 1
	Player takes damage. Cannot pass through.
	
	
	

	
	Kill all enemies on level 2.
	Load level 3
	
	
	

	
	Let enemies kill you on level 2.
	Respawn at level 2 with all enemies still active.
	
	
	

	
	Kill an enemy. Let enemies kill you on level 2.
	Respawn at level 2 with one enemy not present.
	
	
	

	
	Kill half of enemies. Let enemies kill you on level 2.
	Respawn at level 2 with half of total enemies present.
	
	
	

	
	Fly into space trash on level 2.
	Player takes damage. Cannot pass through.
	
	
	

	
	Fly into space cow on level 2.
	Player takes damage. Cannot pass through.
	
	
	

	
	Kill all enemies on level 3.
	End Game
	
	
	

	
	Let enemies kill you on level 3.
	Respawn at level 3 with all enemies still active.
	
	
	

	
	Kill an enemy. Let enemies kill you on level 3.
	Respawn at level 3 with one enemy not present.
	
	
	

	
	Kill half of enemies. Let enemies kill you on level 3.
	Respawn at level 3 with half of total enemies present.
	
	
	

	
	Kill all enemies except Dr. Yakcovski, and then die on level 3.
	Respawn at level 3 with force field shut down.
	
	
	

	
	Try to enter force field protected area before killing all other enemies on level 3.
	Force field prevents player from entering zone.
	
	
	

	
	Fly into ground on level 3.
	Player takes damage. Cannot pass through.
	
	
	

	
	Fly into Dr. Yackovski’s tower on level 3.
	Player takes damage. Cannot pass through.
	
	
	

	
	Fly to edge of world on level 3.
	Force field blocks player from reaching edge. Player cannot see where the world ends.
	
	
	



[bookmark: _Toc354714389]Schedule
	Start Date
	End Date
	Action

	3/28/13
	4/1/13
	Fix known bugs.

	4/1/13
	4/10/13
	Add polish to the game.

	4/10/13
	4/14/13
	Do tests described in above table.

	4/14/13
	4/24/13
	General play testing.

	4/24/13
	4/26/13
	Create installer and bring documents together.

	4/26/13
	4/26/13
	Turn in Gold.



[bookmark: _Toc352587172]

[bookmark: _Toc354714390]Appendices
[bookmark: _Toc352587173][bookmark: _Toc354714391]Asset List
[bookmark: _Toc352587174][bookmark: _Toc354714392]Art
Model and Texture List
Asteroid_1.FBX
Asteroid_2.FBX
Asteroid_3.FBX
Asteroid_4.FBX
CubeThing2.FBX
EnemyShip_1.FBX
EnemyShip_2.FBX
EnemyShip_3.FBX
EnemyTank.TBX
Planet.FBX
Platform.FBX
RecycleBin.FBX
Satalite.FBX
Satalite_2.FBX
SpaceCow.FBX
SpaceQuailShip.FBX
UnicorntheSequel.FBX
YakcovskiBase.FBX
Animation List
Everything in the game moves by hovering, so there are no animations on any of the models.
Effects List
There are no effects in the game.
Interface Art List 
CrossHair.png
EGGYPortrait.bmp
TheAnythingBox.png
Cut scene List
EntireEndingSequence.bik
[bookmark: _Toc352587175][bookmark: _Toc354714393]Sound
Environmental Sounds
The environment does not make noise—in space no one can hear your scream.
Weapon Sounds
Laser1.wav
Laser2.wav
LasersEnemy1.wav
LasersEnemy2.wav
Interface Sounds
The interface does not make noise.

[bookmark: _Toc352587176][bookmark: _Toc354714394]Music
Ambient
Untitled theme created by Michael Ingrody.
“Action”
Untitled theme created by Michael Ingrody.
Victory
Untitled theme created by Michael Ingrody.
Defeat
Untitled theme created by Michael Ingrody.
[bookmark: _Toc352587177][bookmark: _Toc354714395]Voice
EGGY Dialog
This was created by in a text-to-speech mentioned in section 7.5. There was no voice actor. Note the format for the documentation of the dialog is the file name as the heading. The moment when it is triggered in square brackets and the actual line of dialog following.
LevelOneStart.wav
[When the player starts level 1]
Watch out for enemies in the asteroid field, defeat them all, so we can move on,
LevelTwoStart.wav
[When the player starts level 2]
We have more enemies to beat before we can reach Airenroc. Keep it up Captain.
LevelThreeStart.wav
[When the player starts level 3]
We’re finally here on Airenroc and there is the doctor’s base. Take out all of the enemies and watch out for those tanks.
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