What kind of game are you planning to build? 


A 3D multi-player game where the characters are potatoes on couches/chairs (i.e. couch potatoes) and have to complete different missions in a house setting.

Missions:

Cooking spree, each person tries to cook everyone else.

Cooking spree with teams.

Capture the TV remote(s) (a reworking of traditional capture-the-flag).

Ordering pizza (time-based capture the flag).

Finishing all the food (team-based item collection).

What are the goals of the game, how do players win, how do they lose? 

Outcome of the game depends on mission (see above) that is being played.  For the ‘cooking spree’ missions, the goal is to ‘cook’ (i.e. kill) the other players until only the winner is remaining.  For the ‘capture the TV remote’ mission, whichever team brings back the TV remote first wins.  For the ‘ordering pizza’ mission, you have to order and collect pizzas until a specified timer expires, at which point the team with the most pizzas wins the game.  Finally, for the ‘finishing all the food’ mission, there will be all kinds of food, remote controls, etc. that you can collect as a team.  After a certain time period, the team with the most points (you get points per item) wins.

What are the interesting or unique aspects to your game? 

A team based game which lets players join team and use strategies to beat other teams.  Couch potato theme.

What are the list of features of your game? Prioritize them into at least three categories: "Must Have", "Would Be Really Nice", and "Cool But Only If Ahead Of Schedule". 

Must Have:

3D engine (10fps)

TCP/IP, Client/Server Network play

Basic Sound effects

Keyboard/Mouse control (for movement and view, respectively)

Loads a scenario from a file and synchronize with other clients

Hit detection / Collision Detection

Basic projectiles (weapons)

Cool looking graphics / textures (player models, vehicles, level environment all with textures)

Floating couches (players)

Flat land

Sky

One Level

Single Viewpoint

Support for 4 players

Would be Really Nice:

Faster 3D engine (20+ fps)

Messaging System

Musical Score

Joystick/Game Pad Control

More Interesting projectiles / Weapons

Cool Graphics / special effects / smoke, fire, explosions, shadows

Sloped Land

5+ players ( at least 8 )

Animated Sky

Multiple Levels

Multiple Views (different camera angles player can see from)

Lighting Effects

Multiple kinds of ‘vehicles’ (couch, lawn chair, recliner, etc.)

Teams

Radar ( to know where the other players are )

Extensible framework

Cool But Only If Ahead of Schedule:

DirectVoice (Voice communication)

Layered Sky

IPX

More advanced AI

Shattered Windows

Paint Ball Effects

Freelance ‘Monsters’

Flock of inhabitance

3D sound

What are the major roles in your group's management? 


In a nutshell, to make sure everyone’s busy, to rganize meetings, and to define roles.

How will decisions be made? By leader, consensus? 


Now, consensus.  But later, as the project goes on, it will depend on subgroup needs.

How will you communicate? Email, meetings in the lab, discussion board? 


All.

How will you know when you're off schedule, and how will you deal with schedule slips? 


We will have weekly milestones and group meetings.  If we slip in our schedule, we will re-evaluate the goals that we’re currently working toward, and modify as necessary to make the development process continue successfully.

How will you produce the weekly group status reports? Individually, by a documentor? 


Done by group.

Project Development 

What are the development roles and who will handle them? 


These are very general and should not be considered the ultimate plan.  As different phases of the project are undertaken, we will have to devote more people to specific resources as needed.

Direct Play – Nick, Dave, Baylor


Direct 3D / Graphics – Cyrus, Daryl, Sanjit


Direct Input – Everyone


Direct Audio – Sanjit, Dave, John, Nick


General Game State data structure / Setup / API – Everyone

What tools will you use? 


Direct X 8.0a, Visual Studio 6, 3DS Max 4, WinCVS

How will you do testing? 


We all will play our game.  Friends will also be used as beta testers.

How will you do documentation (both internal group documentation as well as external player documentation)? 


Coder will document his code.


For player – simple manual as the game/features develop.  Done by the group.

Project Schedule

Define a set of milestones with a specific definition of what each milestone is, what it means to complete each milestone, and when you expect to complete them. Define the milestones at two scales, a high level set of key milestones like integration and design freeze, and a low level set of weekly milestones. 

Week 1 – Project development

Week 2 – Basic API.  Simple graphics loop. Figure out how to import 3DS models into Direct3D.  Play with client/server networking in DirectPlay.  Work mainly as a group to coordinate efforts of all members during the beginning stages.

Week 3 – Get basic 3D environment up and running.  Display simple UI and have crude navigation through 3D space.  Start implementing core keyboard commands and mouse support.  Finish with group development and start on individual development as basic engine comes together.

Week 4 – Begin component development.  Make UI more feature-rich, add more environment and physics to 3D engine.  Support client/server networking with basic ability to see multiple users navigating through the same 3D space.  Simple collision detection in place.  Begin adding specific features.

Week 5 – Feature Development.  Add some intelligence to engine to allow specific types of missions.  Finalize UI look and feel, focus on getting a fun, working game by end of week (without all the features, of course).  Demo.

Week 6 – Feature Development.  Get currently implemented features running as flawlessly as possible.  Add new features to complete feature set.

Week 7 – Continue feature development until satisfied for alpha release.  Spec freeze at end of week.

Week 8 – Alpha Testing

Week 9 – Beta Test

Week 10 – Determine team name.  Demo.

Week 11 – We’re done, play our game all summer.

