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1 
BASIC INFORMATION

1.1 PURPOSE
The purpose of this project is to get a greater understanding of the process of AI programming for games. 
1.2 BACKGROUND

In short we want to learn more about developing AI for games. That’s why we chose to make an RTS AI which is one of the most complex AI types. The game concept is based on a board game, that we will try to transfer to the world of computers. More about the game itself can be read in the design document.
2 Goals

2.1 PROJECT GOALS

The purpose of this project is to get an understanding of game AI creation and the pitfalls associated with development of RTS AI.

Our plan is to implement the AI in a (basic) RTS game and since the main focus of this project is game AI, the “RTS game” will be “barebones” in all non AI critical elements, like graphics, GUI, sound and menus.

The AI should be able to handle:

· Units

· Movement

· Coordination

· Decision making

· Cognition

· Tactical planning

· Resource management

We will use XNA, C# and a scripting language or some other form of “variables from file” loading system.
2.2 PROJECT OBJECTIVES

· Increased knowledge in game AI development.

· Dealing with harsh times and a hard time schedule

· Improve our project working skills

2.3 STRATEGY
Trying to avoid any non-AI problems since the main focus of this project is to develop a good RTS AI. Therefore the graphics will not be high end.
2.4 REQUIREMENTS
N/A

2.5 ASSUMPTIONS
· Visual C# studio express

· XNA

· MilkShape 3d ( the same graphic program as used in graphics programming) 

· Internet
· Admin on computers

· Books : AI Game Programming Wisdom 1-2 , Programming Game AI By example , XNA Game studio creator’s guide
2.6 INCLUDED/ EXCLUDED

2.6.1 INCLUDED
· This part will be written in the design document.
2.6.2 EXCLUDED

· Multiplayer
· Detailed Graphics

· HD sound.
3 CONNECTIONS TO OTHER PROJECTS

3.1 FEEDBACK FROM PREVIOUS PROJECTS

As we now have worked on different types of projects we have all realized that planning and more planning is good. And when it comes to programming drawing the problem is also a good thing to do. 
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
	07-10-31
	Research phase done
	Project plan. 
Design Doc.

Research Doc. 
Tech Spec.
	All group members

	MS2
	07-01-14
	Tech phase
	Basic prototype game,
AI Tech Demos
	All group members

	MS3
	07-03-25
	Implementation Phase
	Finished game demo.

Post mortem doc.

Presentation 
	All group members


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
	Proposal  Approved
	Planning.
	Project Plan , Design Doc.

	1.1
	Project Plan
Design Doc
	Research XNA.


	Tech Spec,
Rev. Design doc

	1.2
	Project Plan

Design Doc
	Research AI types.
	Research Doc,
Rev. Design doc, Progress Report MS1

	MS 1

	2.0
	Research Doc

Tech Spec

Rev. Design doc
	Graphics engine / Interface
(AI test environment)
	Game Prototype

	2.1
	Game Prototype
	Testing AI types
	AI Tech Demos

	2.2
	Game Prototype
	AI Managers
	AI Tech Demos, Progress Report MS2

	MS 2

	3.0
	Game Prototype
AI Tech Demos
	Implementation
	Game Demo

	3.1
	Game Prototype

AI Tech Demos
	Load Balancing
	Game Demo

	3.2
	Game Prototype

AI Tech Demos
	Tweaking
	Game Demo

	3.3
	Game Prototype

AI Tech Demos
	Test Playing
	Game Demo

	3.4
	Game Prototype

AI Tech Demos
	Sound Implementation
	Game Demo

	3.5
	Game Demo
	Delivery
	Finished game demo.

Post mortem doc.

Presentation

	MS 3


4.2 TIME SCHEDULE

See: AI_RTS_timeplan.xls
4.3 RESOURCE PLAN

Fredrik “KarCuss” Medeström

Johan “Ashaman” Larsson

Hans ”GasMusK” Hartman
4.4 PROJECT 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.
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
	Doc name
	Resp.

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

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

	Research Document
	Technical research document
	AI_RTS_research.doc
	All Group Members

	Tech Specification
	Technical Specification document
	AI_RTS_tech.doc
	All Group Members

	Time plan
	The time plan for the project
	AI_RTS_timeplan.xls
	All Group Members

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

	Progress Report MS1
	A report describing  the progress up to MS1 and how we have followed the time plan
	AI_RTS_progressreport_MS1.doc
	All Group Members

	Progress Report MS2
	A report describing  the progress up to MS2 and how we have followed the time plan
	AI_RTS_progressreport_MS2.doc
	All Group Members

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

	Presentation MS2
	A professional PowerPoint presentation
	AI_RTS_presentation2.ppt
	All Group Members

	Presentation MS3
	A professional PowerPoint presentation
	AI_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 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
	Risk
	Probability
	Consequence
	Risk Value

	Technology
	3
	5
	15

	Priority
	3
	3
	9

	Resources
	2
	3
	6

	Quality
	4
	2
	8

	Components
	3
	3
	9


· If some technology or some component fails then we’ll try to work around it. 

· If we seem to be prioritizing wrong we will hold a planning meeting to correct what we should be doing.

· If a group member is missing, we’ll shift the workload around.

· If there’s a problem with quality, we’ll increase testing.
8 PROJECT CONCLUSION
Project is finished after Milestone 3 when Post Mortem document is handed in an the presentation is done.
9 REFERENCES

9.1 ABBREVIATIONS

	RTS
	Real Time Strategy

	AI 
	Artificial Intelligence
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