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Basic Pitch Outline

Last Updated 8/11/2007
Please complete this outline before pitching. Bonus points for detailed responses.
Semester/Year: Spring 2008
Project Title: Bossmen
Dev Path (check website for more information): Large Scale
Reason for Creation: 
GCS Games typically end up running out of time to implement epic boss battles. So I thought I’d  make a game focused entirely on that.
Estimated Project Complexity (8-bit, 16-bit, 32-bit, Current Gen): 32-bit PSX era 3D game
Game Genre(s): Space Shooter
One sentence summary: 
Bossmen is a game where one gun wielding hero with a jetpack is pitted against  a variety of cubic monsters in one-on-one battles.
Description of Gameplay:  what makes this game fun?

The game loop is such:
1) Meet boss

2) Figuring out the correct course of action to defeat bosses
3) Jetpack around and not get hit by boss

4) Shoot boss/trigger at correct time/place/order/etc

5) See hilarious boss reaction

6) Repeat
Description of Setting: what artistic decisions need to be made based on setting?
3d super low poly world, where everyone exits in closed rooms with flat planes, and everything is made out of simple geometric shapes.
Pre-production: what work has already been done on the project?
Creation.Engine, player moment, player shooting, and the two types of camera that exist for this game.
Expected Asset Requirements

Programming: What needs to be programmed? How will you do it?
Boss AI
Particle System

Shaders

The glue which binds the game together

Technical Stats:
Language: C#

Graphics Library: Ogre 3D
Other technologies: everything else ogre uses
Art (Interface, Animation, Sprites, Models, Menus, etc.): 
What types of art will be needed? How much art will be needed (estimated #s per type)?
Player Character (model and animation if needed, he is on a jetpack after all)
Player health meter, Boss health meter (2D art)

Around 4 Bosses

texture + animation for state when hit

texture + animation for state when attacking
Design (Levels, Controls, etc.): 
At least four levels, dependent on number of people who join the project and their skills perhaps more.
Two camera angles (fixed circular around the boss, fixed horizontal with boss facing screen)

Mouse to control shooting, aiming (shoots where player faces), and jetpack usage

WSAD to control player position
Music/SFX:
A track per boss
Writing: 

Witty messages during boss battles will have to be formulated at some time.
Anticipated Difficulties: 

Bosses may take more time than anticipated. May have to cut number of bosses.
Projected Feature List:

List the major “core” features of the project. These should be very few in number and represent what defines your game. This is used to prioritize tasks and help determine which features to cut if time becomes an issue.
Sleek Camera Styles

Player movement and shooting

Simple Boss AI (hardcoded per boss, and based on boss design)

More Complex Boss AI

Boss expressions dependent on state (happy, sad, angry, etc)

Project Team Requirements
Plan on having at least three positions already filled prior to pitching. Projects are expected to truthfully state the bare minimum human resource requirements. If two weeks after the pitch, a project does not meet its stated minimum HR requirements, a project can choose one of two options:
1) Re-evaluation of Project: redesign of project, schedule and goals so as to fit the number of human resources and remaining time
2) Project postponement: project will not continue as a GCS project for the current semester, though is still eligible for pitch in semesters following
	Absolute minimum # needed
	Role
	If the position is already filled, enter team member name(s) here

	1
	Project Leader
	Gregory Peng

	1
	Lead programmer
	Jay Meistrich

	4
	Programmers
	Gregory Peng, Jay Meistrich

	4
	3D artists/animator
	Gregory Peng

	1
	UI artist
	

	2
	Junior Designers
	

	1
	Musician
	Eric Foote


To put it simply, there will be immense sharing of roles based on what each person can do. Because the barrier to art is so low, perhaps we’ll see artist/programmers or designer/programmers. Ideally we have sub-teams work per boss, with Jay supporting on the framework and features that apply to all bosses.
As many of these boss-teams we can get working in parallel, the better. But the 3 week limit for any boss, regardless of the number of people working on a single boss, is law.
Projected Time Frame
	Week
	Goals
	Engineering
	Art
	Design

	0
	Pitch project to GCS

	Super simple boss finished (mr. cube)
	
	Design doc finished

	1
	Get everyone situated

	Teach young ones the system for boss scripting
	Design some boss sketches on paper
Do UI art
	Understand common mechanics and system limitations, create specs for bosses

	2 - 11
	For each two week cycle, finish a boss. If boss isn’t done by a third week, simplify the design and move onto the next boss.

	Implement boss behavior based on design spec, as well as animation and artist reactions
	Put together 3D boss, with textures and animations for attacking and hit states
	Make sure artist and engineer are on the same page with design. In some ways, the designer is a project lead for a mini-group, aka who ever is immediately in charge of the boss

	12
	Polish this shiz up

	Fix bugs
	Fix animation bugs
	Fix design bugs


Any additional notes, sketches, diagrams, etc. 
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