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NeTwork RTS game
project plan

Abstract

This document is a project plan for developing a network based real time strategy game.
Public

For everyone that in some way is involved in the project, students , teachers.
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1 
BASIC INFORMATION

1.1 PURPOSE
The purpose of this project is to gain experience in network programming, general game programming by using XNA Game Studio 2.0 and real time graphics.
1.2 BACKGROUND

The background of this project is to make a network based real time strategy game in the specialization project course in gsCEPT Skellefteå, Sweden.
2 Goals

2.1 PROJECT GOALS
A playable demo of a real time strategy game, the game must be possible to play with several players across at least a local area network. The game itself will be a very simple RTS with unit and resource management. The players should be able to choose from two different teams with variations in graphical style and strategy.
At the end of the project we will write a Post mortem document detailing the projects accomplishments.
2.2 PROJECT OBJECTIVES

We aim to learn general game and network programming by using C# and XNA Game Studio 2.0.
And practice creating real time graphics for a game.

2.3 STRATEGY
Start by researching, game programming and 
Examine free 3rd party game engines and libraries we might use.

Determine what is necessary to make the game a possibility.

Create a game design document.

Plan the implementation of the code and the graphics.

Create the code and the graphics.

We will be working parallel as much as possible, so it will be necessary to divide the work areas efficiently, this will be hardest during the implementation phase of the project so we will try hard to plan this part for parallel work.
2.4 REQUIREMENTS
The game must be playable on an average computer system.
ASSUMPTIONS

Computers and IDE provided by the school.
2.5 INCLUDED/ EXCLUDED

2.5.1 INCLUDED
· A playable demo of the game with multiplayer support over network.

2.5.2 EXCLUDED

· We will not include a AI based player.
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
	Research, study and game design.
	First version of the Game design document.
	Robert

	MS1 Graphic
	29/11
	Research, study and game design.
	First version of the Game design document.
	Lasse

	MS2
	14/1
	Design, technical tests.
	A tech demo of the game.
	Robert

	MS3
	25/3
	Programming, Real time graphics
	A playable demo of the game and the post mortem document
	Erik

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	


PROJECTS PHASES

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

	Phase
	Entry criteria
	Activities
	Output

	Study
	None
	Study and learn about real time graphics, Direct3D/network programming and general game programming. Examine 3rd party game engines and libraries.
	Tech spec.doc

	Brainstorming
	Tech spec.doc

	Work out ideas and decide on what to focus on in the game.
	Design document draft

	Design
	Design document draft
	Write the game design document
	Design document.doc

	MS1

	Code design
	Design document
	Plan the class structure of the games code.
	UML document

	Prototyping
	First version of the game design document
	Attempt to solve important program issues. Testing different approaches.
	Tech demo samples.

	Tech demo implementation
	Tech demo samples.
	Create a technical test demo with graphics.
	A tech demo.

	Concept
	First version of the game design document
	Concept the visuals of the game
	A concept document

	Creating graphics
	Concept
	First Modeling, texturing, animation tests
	A tech demo

	MS2

	Programming & graphics
	A tech demo
	Implementation of the game. More graphics.
	All features at least somewhat implemented

	Testing & Bugfixing
	All features
	Testing the game and to fix all bugs we can find. Stop implementing new features and make the current ones work.
	A playable demo of the game.

	Demo completion
	A playable demo of the game
	Write and design a basic manual for the game.
	Game installer and manual.

	Project conclusion
	Game demo with manual.
	Writing of the Post Mortem document.
	Post Mortem.doc

	MS3 – Project conclusion.


4.2 TIME SCHEDULE

See TimeSchedule_new.xls
4.3 RESOURCE PLAN

Robert Nilsson (Programmer) , Erik Sundén  (Programmer) , Lasse Partanen (Graphic artist).
4.4 PROJECT BUDGET
N/A
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 plan
	Project goals and objectives, organization, responsibilities, communication.
	Erik

	Project proposal
	Proposal for project subject and project goals
	Erik

	Design document
	Document for the game design, game elements
	Erik

	Time plan
	Time plan for project activities
	Erik

	
	
	

	
	
	

	Post Mortem/Final Report
	Project conclusion.
	Erik


6 QUALITY PLAN

6.1 QUALITY OBJECTIVES

The quality objectives of this project are:

Milestone deliveries.
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
· Failure to prioritize correctly. This is almost inevitable during game development, but its usually not disastrous. It will only slightly lower the quality of the finished product

· Bad group structure. This is a problem that might occur from the start of the project and only be understood later on, it is likely to cause delays and lower the quality of the finished product.

· Technological issues. Technology is a part of this project in all areas, we work on computers and we’re going to create a game that is in itself technology. It is likely that faulty equipment or unexpected software/hardware issues will cause problems for us, this is not uncommon and is probably just going to be a part of our everyday workflow.
7.1 Solutions and precautions

· Failure to prioritize: As soon as any member of the group notices a problem of this kind he should quickly make changes in work schedules and together with the rest of the team discuss new ways to prioritize.
· Bad group structure: This is something that should be discussed during all weekly project group meetings. If a problem of this nature exists the group should discuss new ways to work together and modify the group structure accordingly.

· Technological issues: This is something that will be a problem, it is only more or less likely during different parts of the projects, if we think it is more likely during one phase we should give that phase more time to be completed and if we have these problems unexpectedly they will only cause delays of varying degrees. The best solution to these problems is to solve them when they arise and expect them to happen during the planning.
8 PROJECT CONCLUSION
The project ends when the post mortem document is completed.
9 REFERENCES

9.1 ABBREVIATIONS

	RTS
	Real-time strategy game

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	


9.2 REFERENCE LIST

	
	
	

	
	AI Game programming wisdom
	Mainly for path finding

	
	Game art creation
	

	
	3D game textures: Create professional game art using Photoshop with CDROM
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