Team Sniper’s Game Proposal and Design Sketch

 A Resubmission of our First-Person Shooter

Game based on the Half-Life 2 Engine

Team Members – 

Amanda Chaffin

Michael Magee
John Paul Stewart

Game Concept

Counter-Strike (CS) is a multiplayer action game built on the Half-Life engine.  CS mixes elements of strategic gaming into its unique blend of team-based action play.  Today, more gamers are playing Counter-Strike than the sum total of all other games combined -- making it the most popular online action game of all time.  Counter-Strike is team-based, and casts players in the role of terrorist (T’s) or counter-terrorist (CT’s).  Each team has access to different ammunition and equipment, and each player has unique attributes and the ability to upgrade their gear as they successfully complete each mission.  A growing number of missions are available, each having specific goals, such as rescuing a hostage or eliminating key enemy structures.

Mission Details – Single Player

The general purposes of the single player mission will be to save the main character’s (Gordon Freeman) love interest (Alex).  As shown in our storyboard, the basic premise is for Gordon to meet a scientist in Tower A and the scientist tells Gordon that Alex has been kidnapped.  The scientist offers to create a diversion so that Gordon can get over to Tower B without encountering too many enemies.  As Gordon is trying to get to the bridge, encountering fierce enemy resistance along the way, the scientist blows up the bridge that Gordon needed to cross, necessitating Gordon having to backtrack through the tunnels connecting the two buildings.  After blowing up the debris covering the tunnel, our hero makes his way through the tunnel and up the stairs to the top of Tower B.  Once there, Gordon shoots all the terrorists and he and Alex escape to the docks.  

The single player mission will implemented using the Half-Life 2 game engine.  We will be designing a map level that will be portable to the Counter-strike source engine for the multiplayer level.  The single player mission will be using NPC’s (Non-player characters) to direct the general game flow of the single player mission.  The game missions will be relayed to the player by NPC’s speaking through text boxes (for a low target and have actual voice-overs for a high target) to the main character.  We will also have to include navigation signs so the player will know where to go in the map level.  The single player mission will include the same map area than the multiplayer mission.  We will also have to use the development tools so that the main character or enemies cannot shoot NPC’s that are central to the story line or provide helpful information.  The entire single player level will be made of two or three maps that will have loading points when you get to a certain area.  This reduces the amount of memory that has to be handled by the system running the game and increases the performance of the game.  Small levels with load points will run better than one huge level with no load points.  The single player game will include NPC enemies that you have to fight and kill your way through to achieve your goals.  Weapons will be provided by friendly NPC’s or picked up from deceased enemy NPC’s as well as ammunition for the weapons.  The level editor provides several useful functions for developing large numbers of scenarios useful for game design.  It will control the virtually every aspect of the NPC characters, allow for entity creation and level design. 
Mission Details – Multiplayer


The terrorists’ mission for this map is to plant a bomb in the counter-terrorists spawn point (which also happens to be one of the two main buildings for the map) or to kill all of the counter-terrorists.  The counter-terrorists’ mission is to either prevent the bomb from being planted to begin with, to disarm the bomb once planted (which can only be disarmed in the terrorists’ spawn building), or to kill all of the terrorists before time runs out on the map.  
Map Description – for both single and multiplayer

The map is set on the tip of the peninsula overlooking the New York Bay after the apocalypse.  There are two main buildings, four stories tall, diagonal from each other that are about a block apart, and the third story for both buildings are the spawn points for either the CT's or the T's.  The roof is accessible on both buildings and is the only spot of either building that has direct line of sight to the other building (for the snipers).  The two buildings are mirror images of one another on the inside and outside (if we have time, we will make the two buildings different as a higher target).  The first two stories will be open warehouse style but the staircases to the third and fourth stories will actually be on the outside of the building.  The third and fourth floors will be half finished offices (cubeville) with interior staircases and roof access.

There will be a tunnel that connects the buildings together underground with three access points on the map (i.e. where you come out of the tunnel).  There is also the option of going over to the water and swimming in behind or to the side of one of the two buildings and the final option of moving across the grounds.  To provide cover for the ground forces, there will be various piles of debris and fallen-down buildings.

The tunnels will be cylindrical with flowing water underfoot (meaning not very much) made of concrete with florescent tube lighting (lights are optional).  To get out of the tunnel, you have to climb a ladder to the open manhole in the ground.  The middle of the field will have a toxic river with two bridges.  The width of the river will be wide enough that players cannot jump to the other side.  If touched the contents of the river will diminish the player's health.
 Layered Schedule and Team Member Assignments – (since there are only three of us, we will all be doing all of the work)
1. Set up the area and grounds for development – February 14th
2. Set up the buildings and debris – February 14th
3. Landscaping – February 14th

4. Sky and lighting.  3-d sky boxes (no clip plane) – February 14th
5. Tunnels – February 19th
6. Fix leaks (tunnel) – February 28th
7. Texture and lighting - rough working copy – March 1st
8. Entities (NPCs and brush based) - rough playable copy – tentative date March 15th
9. Port over to the multiplayer system – no later than April 15th 

10. Test runs by other and us teams – no later than April 1st
11. Modifications to map, game play, and entities if necessary.

12. Test again for playability, leaks errors, etc.

13. Modifications.

14. Alpha test.

15. Modifications

16. Beta test.
1-7 - steps needed for the functional minimum and should be completed no later than March 1st.  That will give us enough time to get the map together and start figuring out some of the bugs before the in-class demo

By the end of March, we should have all the NPCs in the game and start test running the game so that we can work on the errors.  At first, some of the NPC’s will be clones of one another as we work to get a handle on how to program the AI of the game and then, hopefully, we will be able to customize a good many, if not all, the NPCs.  Ideally, we will have all of the major work done by the end of March so that we can begin fine-tuning the game as well as hammering out all of the bugs.  If we have time, we are also going to try to do the AI modifications.

April is entirely dedicated to testing and fixing the map and whatever else we have time for.

Functional minimal -map and storyboard

Low Target - playable

Desirable Target - moderate graphics, smooth game play (on a decent system), single player system up and running with the storyline in place 
High Target – make the two towers different and do voice-overs for NPC characters, if possible
Ultimate Target – port over to multiplayer and get it in the counter-strike repertoire 

Extras - a new gun model, advanced AI, a swamp boat

Assignments - 

Project Manager, Storyboard, Documentation, and Designer - Amanda (who will freelance in and out of what JP and Michael are doing as needed)
Level Design, AI, Entities – Michael and J.P.
Assessment-

The main strength of the game will be the graphics and game play.  The coolest part of the game will be game play.  Any person that plays first person shooter games will want to play this map (with the addendum that they have the machine to run the game).  Depending on what team you are on, the objective is to either blow up the two buildings or to prevent the two buildings from being blown up (which, as far as any of us can tell, has not been done in the Counter-Strike world yet).  The virtual world that this game simulates is New York after the Apocalypse and you will know if the game is successful if it works on a networked server.

