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3rd Person Shooter
project plan

Abstract
This is the project plan for a 3rd person shooter game project.
Public

The use of this document will be for LTU supervisors and internal group use.
Version history
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1 
BASIC INFORMATION

1.1 PURPOSE
The purpose of this project is to first and foremost gain further experience in developing a game and working as a group. Furthermore we wish to increase skills in different areas of game development such as game-play implementation, AI, level design, texturing- and lighting-techniques. Of course we also wish to produce portfolio material for future references and job applications.
1.2 BACKGROUND

We are all students at Luleå Technical University and the last big project is the specialization project where students are free to specify the project themselves. Every participant of this project wish to work in the game industry and this is our best opportunity to further gain skills and specialize in an area of individual choice in game development.

2 Goals

2.1 PROJECT GOALS

The project goal is to create a complete game with documentation and all of the surrounding materials.

· Animated character and enemies
· One textured and lit level

· Installer

· Enemy AI

· Fully functional physics
· Lightmap’s and hardware lights

· Sounds and Music

· GUI and Menu

· Presentational material (DVD cover, homepage, PowerPoint)

2.2 PROJECT OBJECTIVES

Game Objectives:

· A carefully planned and detailed level

· A fun and challenging game play
CG artists:

· Reel material

· Increased knowledge and experience in game graphics
· Project experience

Programmers:

· Portfolio material

· Increased knowledge and experience in game programming

· Project experience

2.3 STRATEGY
We hope to use applications and libraries already present to lessen workload and use regular work schedule with a calculated time-plan to save time. Good internal communication in the group to keep work smooth.

2.4 REQUIREMENTS
Maintain a decent frame rate and playability on an average computer.
ASSUMPTIONS

· Motion Capture equipment

· Maya software
· Microsoft Visual Studio 2005
· Similar hardware for CG artists and programmers

2.5 INCLUDED/ EXCLUDED

2.5.1 INCLUDED
2.5.2 EXCLUDED

There will NOT be any network game play, or a map editor.
3 CONNECTIONS TO OTHER PROJECTS

3.1 FEEDBACK FROM PREVIOUS PROJECTS

4 pLANS

4.1 MILESTONE PLAN

The milestone dates assume that project can be started no later than ?
The following MileStones (MS) are defined:

	MS/TG
	Date
	Scope
	Exit criteria
	Responsible

	MS1
	31/10
	Documentation Phase
	Design Document.doc
	Group

	MS1
	31/10
	Game Design Phase
	Design Document.doc
	DP, DR, FP

	MS1
	31/10
	Code Research Phase
	Research.doc
	FH, PL

	
	
	
	
	

	MS2
	14/1
	Code Prototype Phase
	Working prototypes through sample applications.
	FH, PL

	MS2
	14/1
	CG Test Phase
	Placeholders (level, characters, enemies etc), a working pipeline, 
	DP, DR, FP

	
	
	
	
	

	MS3
	25/3
	Implementation Phase
	A working release of the game executable.
	Group

	
	31/3
	Presentation Phase
	Present the complete game to an audience.
	Group


PROJECTS PHASES

The table below describes the activities, entry criteria and expected documented output from each project phase.

	Phase
	Entry criteria
	Activities
	Output

	Documentation Phase
	An approved project proposal.
	Writing Design Document and Project Plan
	Design Document.doc, Project Plan.doc

	Code Research Phase
	An approved project proposal.
	Investigating different libraries and possible game devices.
	Research.doc

	Game Design Phase
	An approved project proposal.
	Concept art, reference material, level design, character design.  
	Concept Art.doc, Design Document.doc

	Code Prototype Phase
	Completed research and documentation  Phases
	Particle effects, physics, lightmaps, dynamic lights, sound, music, GUI, menu, animation, state machine, AI
	Samples and executable applications which demonstrate how to use the different prototypes

	CG Test Phase
	Completed Concept Art & Design Phases
	Placeholder (character, level, textures, etc), a working pipeline
	Placeholder level, character etc and a tested work-pipeline

	Implementation Phase
	Completed Code &  CG Test Phases
	Compiling prototypes into one application
	A working game release, <game name>.exe

	Presentation Phase
	Completed Implementation Phase
	Present the game to an audience.
	A public project presentation and a presentation.ppt


4.2 TIME SCHEDULE 
timeplan.xls
4.3 RESOURCE PLAN

Sound Engineer

Brian Fieser
CG Mentor

Steven Stahlberg

4.4 PROJECT BUDGET
Zero budget.
5 PROJECT ORGANIZATION
5.1 ROLES, RESPONSIBILITY AND AUTHORITY

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

5.2 REPORTING AND COMMUNICATION PRINCIPLES

5.2.1 Project Communication

The project uses a blog for tracking progress and uploading documents.
IM, vocal cords and blog comments will be used as the primary project communication tools.

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

< Important!! The documents produced in the project. Sketches, movies, executables etc >
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
	Resp.

	Project Specification
	Project goals and objectives, organization, responsibilities, communication.
	

	Project Leader
	Responsible for keeping the whole group up-to-date on information regarding the project.
	FP

	Responsible for documents
	Responsible for keeping the documentation up-to-date and accurate
	PL

	Proposal
	Specialization Project proposal, Proposal2007.doc
	Group

	Functional Specification
	-
	

	Technical Specification
	Prototypes.exe, <gamename>.exe, Coding Conventions.doc, research.doc
	PL, FH

	Design Specification
	DVDcover.png, Concept Art, All CG material
	DP, DR, FP

	Tools Specification 
	-
	

	Post Mortem/Final Report
	Project conclusion.
	Group


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 deliveries are made prior to the presentation. Changes or additional work might be needed for approval. This will be notified through mail two days before 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
We suspect certain risks that may occur during the project:

· Export pipeline for models may have bugs and problems
· The animation system may become a Herculean task

· We are aiming to have character bi-animation (upper- & lower-body animations)

· Motion Capture could consume a large amount of the time schedule
· Hardware differences between Programmers and CG Artists may cause problems

· The hardware provided to us may not reach the requirements of the game
There are also some opportunities we have identified:

· Motion Capture could go very smoothly and save us an enormous amount of time

· Combined libraries like YAKE would save us a large amount of work

· Our Mentors will probably be a great benefit

· Texture libraries will probably be of great help for the CG Artists

If a risk occurs during the run of the project we plan to have a full group meeting to discuss the matter and figure out what alternatives and/or actions to be taken.

8 PROJECT CONCLUSION
The project is concluded when we have:

· Presented the game at the end of the project

· Delivered a working game (in a installer)

· Delivered the complete documentation of the project

· Delivered presentation material (DVD cover, homepage etc)
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