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Game Proposal Review
Team giving review: Team 8

Team getting reviewed: Team 3

Game type: 3D RPG
Is the game doable?  
Yes, the 3D RPG game that team 3 will be creating this semester is very doable.  The toughest and most time consuming thing they will encounter is creating the specific engine for this game and creating the A.I.  Both John F. and Priyesh have earlier experience with building game engines so this team has a better chance at building a successful engine than other teams.  The A.I. will be somewhat difficult because no one in the team is very familiar with A.I. and it is a portion of the game that could really make it spectacular. 
One thing they do well:  
As well as being the toughest aspect of this game, the engine will also be the most rewarding.  With the creation of a specific engine designed around the needs of their game they won’t have extra characteristics in the engine not being used and will have everything that they expect to use.  Another aspect of this game that it 

“Will do well” is being cross platform for use on Windows system and a Linux system.

Value of the chosen tools:  
The tools they will be using are C++ for the engine, OpenGL for the coding and graphical interface, Anim8tor and 3D Game studio for modeling and SDL for the cross platform.  C++ will be the perfect program for creating the engine.  Anim8tor and 3D studio will also be good for designing the models and map(s) of the game.
Plan in layers:  
The team’s timeline is logically laid out.  The team proposed as their functional minimum the ability to move around in a 3D world which I see as too low.  The functional minimum should have a story, 3D models in world and playability.  It’s a computer game that we are designing and there has to be a reason someone wants to play it other than walk around in a 3D environment with no interaction or goals in the game.  The low target includes having a menu system in place, models in game and ability to talk to NPC’s.  The menu system should be in a later category and monsters in world and combat working A.I. should be moved into this low target.  Also, the menu system is an early target but they are not sure who will be working with it.  All low targets should be able to be assigned throughout the team.  The team members should be able to work smoothly throughout the year as soon as the engine is created, which I think it already is.
Fun factor:  
This 3D RPG game sounds like it should be fun.  I’m interested in seeing the how the interface works and how different it will be from other RPG’s out there.  The story has a nice layout with a twist, the hero having to be bad t be the hero.  The weapons and interaction with NPC’s will be another fun element in this game.  They have a fairly detailed attack scheme designed that will boost the fun factor, making it somewhat different from other RPG’s.
Presentation:  

During the PowerPoint presentation there was a main speaker who introduced the proposal, Priyesh.  After the introduction each member of the team briefly described what skills they would be putting in the game. This is a good way to give a proposal because it let’s the audience put a face with a task that the team is hoping to complete. Every question that the team was asked, mostly about the creation of the engine, they answered promptly and with knowledgeable answers.  The team should have had some images in their slideshow.  The images could have been of the environment, the menu system, characters or the story.  Images would have helped the class to remember a specific characteristic about the game and proven that the group had already begun investigating portions of the game.  Overall the presentation was very clear and precise.
Key strengths and weaknesses:  

The key strength of this game will be the creation of the engine.  The engine will determine how far they can actually take this game into being great.  The environment using 3D Game studio and Anim8tor will also hopefully be strength in this game.  A detailed, well constructed environment can increase replay ability as well as convey the story in greater depth than a non detailed environment.  The last thing to point out as a key strength or weakness is the player’s interaction with NPC’s.  This could be strength or a weakness depending on how the team creates the attack mode and how much “free-roaming” capability the player is given.    

