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RTS Game Project
project plan

Abstract

A project plan for our RTS Game.
Public

This document is for the tutors, mentors and public.
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1 
BASIC INFORMATION

1.1 PURPOSE
The purpose of this project is to develop skills in a specific area, such as character modeling, environment modeling, animation, AI programming, Gameplay programming, network programming, graphic programming.
1.2 BACKGROUND

We choose to do an RTS Game because it gives each and all of us de opportunity to work many different aspects of game developing.
2 Goals

2.1 PROJECT GOALS

The project goal is to create a complete game including:

· Characters with animation

· High quality ingame environment

· Custom shaders

· Installer

· Both unit and opponent AI

· GUI and Menu

· Gameplay

2.2 PROJECT OBJECTIVES

The objectives is that each person in the group gets more knowledge in the specialized area and at the same time get more experience in game development as a group.
2.3 STRATEGY
We are going to achieve the goals by hard work and weekly meetings. The use of Ogre3D will lessen our workload so we can concentrate in the making of the game.
2.4 REQUIREMENTS
Maintain a decent frame rate and playability on a computer from LTU ( The computers in our classroom).
ASSUMPTIONS
MotionCaputre equipment

videocamera

2.5 INCLUDED/ EXCLUDED

2.5.1 INCLUDED
Toolcreation

Custom shaders

3d models and textures

Artificial Intelligense

Network support

Gui

Gameplay programming


2.5.2 EXCLUDED

Soundeffects

Music

Conceptart

Physics
3 CONNECTIONS TO OTHER PROJECTS

3.1 FEEDBACK FROM PREVIOUS PROJECTS

< Other similar projects in this area that you want to refer to? >

4 pLANS

4.1 MILESTONE PLAN

	MS/TG
	Date
	Scope
	Exit criteria
	Responsible

	MS1
	081209
	Research phase / Game design phase


	RTS_projectplan.doc

RTS_design.doc

Project_Proposal_Anton_Larsson_o_Co.doc

RTS_CG_Pipeline1.doc

RTS_CG_Pipeline2.doc

RTS_CGPrio.xls
RTS_techdoc.doc

Anton_Larsson_Research.doc
Bo_Isaksson_Research.doc 

Fredrik_Andersson_Research.doc 

Lukas_Grochowski_Research.doc 

Markus_Eliasson_Research.doc 

Marin_Andersson_Research.doc 

Martin_Olsson_Research.doc 

Martin_Samuelsson_Nebez_Kassem_Research.doc

Anton_Larsson_TimeSchedule.xls 

Bo_Isaksson_TimeSchedule.xls 

Fredrik_Andersson_TimeSchedule.xls 

Lukas_Grochowski_TimeSchedule.xls 

Markus_Eliasson_TimeSchedule.xls 

Marin_Andersson_TimeSchedule.xls 

Martin_Olsson_TimeSchedule.xls 

Martin_Samuelsson_TimeSchedule.xls 

Nebez_Kassem_TimeSchedule.xls
	Group

	MS2
	090115
	Prototype phase / Implementation phase
	Tech demo, Alpha Version of game

RTS_Prototype.zip
RTS_Manual.doc

RTS_presentation2.ppt
	Group

	MS3
	090320
	Implementation phase / Testing phase
	Working and playable release of the game.

RTS_postmortem.doc

RTS_Game.exe

RTS_presentation3.ppt
	Group


4.2 TIME SCHEDULE

See appendice.
4.3 RESOURCE PLAN

Yes we are officially 4 CG artists and 5 programmers in the project and we will receive external help with one sound technician, two concept artists, as well as an additional modeler. All in all we will be 13 members working on this project. The external help is needed due to the extent we want to take this project, and therefore we cannot produce all features by ourselves with the current time budget. The project is fully executable without the external help but will lack some important key features we feel are necessary in order to create a high-end game. 
The additional help will be put into action as soon as possible and are working along side with us at all times, but as stated before, they are additional help and do not have the same workload as the official crew and can leave at any time if they feel so.
4.4 PROJECT BUDGET
We have currently no plans to expend any budget on this project, except for our will and time.

5 PROJECT ORGANIZATION
5.1 ROLES, RESPONSIBILITY AND AUTHORITY

Roles, responsibility and authority are described in the following section.

Martin Samuelsson: Environment Modeling & Texturing 

Nebez Kassem: Environment Modeling & Texturing + Shaders

Martin Olsson: Characters Modeling & Texturing

Lukas Grochowski: Character Animation
Bo Isaksson: AI programming
Markus Elisasson: AI programming
Fredrik Andersson: Network programming
Martin   Andersson: Gameplay programming, engine programming
Anton Larsson: Gameplay programming, project leader
5.2 REPORTING AND COMMUNICATION PRINCIPLES

5.2.1 Project Communication

The project uses a blog for tracking progress and uploading documents.
E-mail and blog comments will be used as the primary project communication tool.

5.2.2 Project Meetings

A project meeting with LTU staff can be requested by the student if there are functional and design changes or other change requests that can not be regarded as minor in the project.

Agreements and decisions are documented in the minutes of meeting (of project meetings and technical meetings). Minutes on meetings must be available on the blog site no later than two working days after the meeting.

5.2.3 Project Reporting

Reports and results will be delivered with every milestone using the blog and upload function. 
The Milestone presentation material must be available on the blog at least four working days before the presentation date.
5.2.4 Document plan

The following documents will be prepared within the scope of this project. These documents will also reference documentation not listed in the plan.

	Title
	Description
	Doc name
	Resp.

	Proposal
	Proposal for the project.
	Project_Proposal_Anton_Larsson_o_Co.doc
	All Group Members

	Project Plan
	Project goals and objectives, organization, responsibilities, communication.
	RTS_projectplan.doc
	All Group Members

	Design Document
	Describes the game design
	RTS_design.doc
	All Group Members

	Research Document
	Individual research documents
	Anton_Larsson_Research.doc

Bo_Isaksson_Research.doc 

Fredrik_Andersson_Research.doc 

Lukas_Grochowski_Research.doc 

Markus_Eliasson_Research.doc 

Marin_Andersson_Research.doc 

Martin_Olsson_Research.doc 

Martin_Samuelsson_Nebez_Kassem_Research.doc
	All Group Members

	Time plan
	Individual Timeplans
	Anton_Larsson_TimeSchedule.xls 

Bo_Isaksson_TimeSchedule.xls 

Fredrik_Andersson_TimeSchedule.xls 

Lukas_Grochowski_TimeSchedule.xls 

Markus_Eliasson_TimeSchedule.xls 

Marin_Andersson_TimeSchedule.xls 

Martin_Olsson_TimeSchedule.xls 

Martin_Samuelsson_TimeSchedule.xls 

Nebez_Kassem_TimeSchedule.xls 
	All Group Members

	CG Pipeline document
	pipeline/workflow document Environment
	RTS_CG_Pipeline1.doc
	Martin Samuelsson

Nebez Kassem

	CG Pipeline document
	pipeline/workflow document Character modeling and animation.
	RTS_CG_Pipeline2.doc
	Martin Olsson

Lukas Grochowski

	Technical Specification
	Specofication for Ogre & OpenAL
	RTS_techdoc.doc
	Martin Andersson

	CG Priority doc
	Priority for environment
	RTS_CGPrio.xls
	Martin Samuelsson

Nebez Kassem

	Manual
	A user manual for the game.
	RTS_Manual.doc
	All Group Members

	Prototype
	A prototype of the game.
	RTS_Prototype.zip
	Anton Larsson

	Tools Specification 
	Ogre graphics engine, Visual Studio 8, Maya 2008, Mudbox, Photoshop, Mental Mill
	
	All Group Members

	Final Release
	The game in its playable form
	RTS_Game.exe
	All Group Members

	Post Mortem Document
	Summarize the project
	RTS_postmortem.doc
	All Group Members

	Presentation MS1
	A professional PowerPoint presentation
	RTS_presentation.ppt
	All Group Members

	Presentation MS2
	A professional PowerPoint presentation
	RTS_presentation2.ppt
	All Group Members

	Presentation MS3
	A professional PowerPoint presentation
	RTS_presentation3.ppt
	All Group Members


6 QUALITY PLAN

6.1 QUALITY OBJECTIVES

The quality objectives of this project are:

6.2 QUALITY FRAMEWORK

6.2.1 Reviews

Milestone deliveries are performed according to in chapter 4.1

Review of the Milestone delivieries are made prior to the presentation. Changes or additional work might be needed for approval. This will be notified through mail two working days afterr presentation at the latest. The additional work must be completed and uploaded before the presentation is scheduled.
The presentation itself is reviewed and approval/failure will be notified by mail two working days after the presentation is made.

6.3 SUPPORTING ACTIVITIES

6.3.1 Document Management

All project-related documents shall be written in English.

Documents and material must be version managed. Each revision of project related documentation shall be uploaded.
Project correspondence (e-mails, faxes, and letters) with important information for the project will be treated as project documentation.

6.3.2 Change Management

Changed requirements or exemptions can be addressed at project meetings or by e-mail
6.4 VERIFICATION
6.4.1 Reviews, inspections and tests

The author of a document has the responsibility to initiate a review of a document.  This is planned to be for each milestone delivery. Additional reviews can be made if it considered to be needed by LTU. 

The student can also ask for additional reviews which will be performed if available time and resources are available at LTU.
7 RISKS AND OPPORTUNITIES
Aside from obvious risks such as sickness, injuries and other things not directly project related, a risk analysis has been done for each part of the project.
Programmers:

Programming always brings problems of some things that take longer time than expected. These problems are hard to foresee and will in the worst case cause us to cut off some part of the game or change the priority of it.

Engine: Though we have faith in the ogre-3d engine, we are aware of some complications there is using it. To be prepared for such, extensive research is being done by our assigned engine-lead Martin Andersson. 

Much time will be needed to fix those problems, but this is nothing we haven’t been unaware of, and preparations have been done.
AI: Programming AI for a real-time strategy game requires much work, first because it will have to be very complex and second because it’s vital to the game play. The problems caused by this are mostly time-based and it will take much time writing a competent AI, and debug it.
To avoid these problems work with the AI is assigned to two programmers, Bo and Markus, which will focus on just writing the AI, aiming to have a basic AI working before milestone2, this because of the need of time debugging the AI properly.

Game play: The main problem involving the game play is that it’s composed of many different elements. Some can cause more problems than other, since some are new challenges and some are known hard implementations. These problems can only be tackled by prioritizing different tasks and keeping the game play relatively simple.
Network: This is the first time anyone in the team has programmed network-applications in C++ so that’s quite a challenge. Therefore we have Fredrik who works on the network part full time. Much research and testing will be done to accomplish a working network support. 

To help all the other programmers need to write deterministic code so that syncing-errors might not occur.
CG-Artists:
Environment-modeling: The problems in this area mainly include the amount of models that will have to be made, to make the game less repetitive in a graphic sense, model scales and eventual artistic incapability. These have been solved by making a priority-list listing the most important content for the game, deciding on a scale, and by working closely together making it possible to make check-ups on each other regarding visual style etc.
Character-modeling: Having Martin Olsson as our only character-model artist causes problems with the amount of characters which we have had to decrease and prioritize in order to reach the best results for our game. The other problem regarding character-modeling is that it’s a possible bottleneck in the work pipeline. Unless Martin has modeled a character our animator Lukas cannot work properly animating that specific character. Solving this requires much communication between character-modeler and character animator. 

Animation: Aside from the already mentioned problem with the work-pipeline (see Character-modeling), there may be problems integrating animating objects in the engine. Trough research we have concluded it should work, but that doesn’t guarantee it will work as we want it too before we implement it.

Aside from those there may be deformation problems on a model, animating it. But we know of these, so it shouldn’t cause too much of a problem.
8 PROJECT CONCLUSION
The project is concluded when we have;

· A working playable beta version of the game, with all essential features and content. Deadline on the 20th of February.

· Complete documentation. 

· Delivered a presentation of the project.  
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