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1 
BASIC INFORMATION

1.1 PURPOSE

The purpose of this project is to specialize in a chosen area, and I’ve chosen to learn more about game AI and how to optimize to work well together with everything else in a game.
1.2 BACKGROUND
I enjoy programming game AI and game rules etc. so I feel like I want to specialize in that area.
2 Goals

2.1 PROJECT GOALS
The goal of this project is to create a playable demo of a 2D battle game with simple rules and player controls so that I can focus on the AI opponents. After a lot of searching for an existing 2D engine, I decided to simply make the game in visual c++ using the openGL graphics.
AI that will be included is:

· Path finding (thinking about using A* here).

· Object avoidance.

· Decision-making (attack, flee, gather powerups etc).
2.2 PROJECT OBJECTIVES
The objectives are:

· Implement AI Path finding in an actual game.

· Implement AI Object avoidance.

· Implement AI decision-making.

· Implement player to AI interactions (so they can attack eachother).
· Deliver a playable demo of a battle game.
2.3 STRATEGY
To reach the goals I will use these steps:

· Game Design.

· Technical Research.
· Implementing / Testing.

· Testing / Bug fixing.

2.4 REQUIREMENTS
ASSUMPTIONS

< Any special equipment or software needed? Or anything else? When? >
2.5 INCLUDED/ EXCLUDED

2.5.1 INCLUDED
· Game AI.

· Playable game demo.
· Sound.


2.5.2 EXCLUDED

< The following items are NOT included within the scope of this project >
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

< Must be filled in! Important information for examination! >
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

	MS1.1
	08/10
	Design and documentation.
	Design doc.
	Peter

	MS1.2
	31/10
	Technical research.
	Research document.
	Peter

	MS2
	14/1
	Implementation, testing and bug fix.
	Alpha testing demo of the game.
	Peter

	MS3
	25/3
	Bug fix and a Playable Final Demo.
	Playable Final Demo of the game.
	Peter

	---------
	31/3
	---------------------------
	--------------------------------------
	-----------------

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	


PROJECTS PHASES

< Breakdown of the milestone in to activities. Must be done – and the corresponding activities must be in the time plan!>

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

	Phase
	Entry criteria
	Activities
	Output

	1.0 – Design.
	
	Making the game design.
	Game Design Document.

	2.0 – Research
	
	Decide witch 2D game engine to use. Technical research.
	Research document.

	3.0 – Application design.
	Design Document.
Research document.
	Design how to implement the application.
	Technical specification.

	4.0 – Technical implementation.
	Technical specification.
	Implementation of the in game environment and rules.
	Game version 0.1 (Alpha Demo).

	4.1 – Game AI
	Game version 0.1.
	Implementation of the AI.
	Game version 0.2 (Beta Demo).

	5.0 – End result.
	Game version 0.2.
	Bug fixing and testing.
	Game version 1.0 (End Demo).


4.2 TIME SCHEDULE

See Timeplan.doc
4.3 RESOURCE PLAN

Peter Hultgren.
4.4 PROJECT BUDGET
None.
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.
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

< 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.
	

	Timeplan.doc
	Time plan
	

	GameDesign.doc
	Game design.
	

	Research.doc
	Technical research results.
	

	Technical Specification
	How to implement the game.
	

	Dragonia.exe 0.1.
	Game environment. (everything except the AI)
	

	Dragonia .exe 0.2.
	Additional AI behavior.
	

	
	
	

	Dragonia .exe 1.0.
	Playable Demo of the game with AI opponents.
	

	Post Mortem/Final Report
	Project conclusion.
	


6 QUALITY PLAN

6.1 QUALITY OBJECTIVES

The quality objectives of this project are: make a bug free playable demo.
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 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
The risks of this project are:
· R1: I can get sick, though that risk is very small and even if it happens I can still work.
· R2: I might loose some time if I find some code error that takes time to find and fix, can easily change the time plan if too much time is lost.

· R3: The game implementation can take more time than expected.
I can’t think of any more risks currently.

How to counter these risks:

· R1: Well, if I get too sick to work, there’s much I can do about it.

· R2: Will change in the time plan if this happens.

· R3: If this happens I will simply cut out bits of the game idea, the absolute minimum for the game is a player that can move around on a map and got 1 attack, anything else that that is just a bonus, though if there’s no time to implement powerups/downs etc there will be little choices to make the AI decision-making to choose from.
<If you identified a risk, do the calculation and take appropriate actions this may include changes in time schedule, better hardware, other software, more people involved etc… 
There are a few ways to do this, read: http://en.wikipedia.org/wiki/Probabilistic_risk_assessment

The idea of risk analysis is that you take the outcome and make changes to your time schedule so that you have given the aspect with the highest probabilistic risk the most time to succeed. To simply state that a certain aspect of the work may collapse will do you no good. Another useful outcome of the risk analysis is that you may conclude that some work will not be finished on time and therefore it simply must lose content or parts must be cut out.>
8 PROJECT CONCLUSION
The project is complete after milestone 3.
The Post Mortem document will be handed in and there’ll probably be a presentation as well.

9 REFERENCES
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