CS 134 Spring 2008 Computer Game Project
1. Objective

Design and implement your own computer game.

2. Platform

You may build on existing game engines, or you may develop your own game from scratch. In your project proposal and final submission, state clearly any modules or code you obtained from other sources.
3. Teams

Every student MUST be in a team of either 2 or 3 students.

Each team submits only one project.
4. Requirements and Due Dates

Proposal: Submit a one-page proposal describing the game that your team will develop. List the modules of the game. You are allowed to use open-source code such as existing game engines. State clearly which modules you intend to write yourselves, and which you intend to adapt from other sources. The proposal is due by 11:59pm, Feb 6. Submit your proposal as a Word document or text document via email.
Discussion: Each team will have a 10-minute project discussion with me (the instructor) on Feb 11. A sign-up sheet will be available in advance. The discussions will take place at the usual lecture location (MH 223). After the discussion, I will list the project specifications for your project. These specifications are to be completed in your Project Version 1 submission.
Project Version 1: Project Version 1 is due 11:59pm, Apr 7. Submit the source code of your game. Your game should run on either the Windows or Linux platform. Include a README file that explains clearly how to compile and run your game. Include any libraries (other than the standard C/C++ libraries) needed. Your project should be no larger than 10MB. If your project is smaller than 2MB, submit it by email. Otherwise, submit it on a CD or put it at an ftp site. If your project compiles and runs in Windows, submit your project in a .zip file. If your project compiles and runs on Linux, tar your project, and then use gzip to compress your project, so that your submission is in a file called project.tar.gz
Play-testing: Each team will be present at lecture on Apr 9. Each team will play-test another team’s game. Each team will then write a one-page play-testing report, stating any problems encountered while testing the other team’s game. Make suggestions for improvements. The play-testing report is due 11:59pm, Apr 14. Submit your report as a Word document or text document via email. In the same email that you send to me, include all the members of the other team as recipients of the email.
Project Final Version: Project Final Version is due 1:30pm, May 5. The submission instructions are the same as for Project Version 1. In the final version, make at least 2 improvements to Version 1, according to any problems you have observed and the play-testing report submitted by the team which tested your game.
Demo: Demo your game on May 5 or May 7 during lecture. A sign-up sheet will be available before the demo dates.
5. Grading
The project is worth 30% of the class grade. The grading components are as follows:
Proposal: You get a 0 for the entire project if you don’t submit a proposal.
Discussion: You get a 0 for the entire project if you don’t show up for discussion.
Project Version 1: 20%

Play-testing: 3%

Project Final Version: 5%

Demo: 2%
Late submission: You may submit your project within 24 hours after the due time for a 10% deduction of your grade for that part. You may submit your project within the next 24 hours for a 20% deduction. No credit will be awarded for projects submitted more than 48 hours after the due time.
6. Additional Information

Some open source game engines you may look into include:
Genesis3D: http://www.genesis3d.com/
Irrlicht: http://irrlicht.sourceforge.net/
OGRE: http://www.ogre3d.org/
Torque game engine ($100): http://www.devmaster.net/engines/engine_details.php?id=3
XNA: 
Some graphics editing tools you may look into include:

Anim8or: http://www.anim8or.com/
Milkshape 3D ($25 after trial): http://www.swissquake.ch/chumbalum-soft/
3D Studio Max: http://usa.autodesk.com/adsk/servlet/index?id=5659302&siteID=123112
Maya: http://www.alias.com/glb/eng/products-services/product_details.jsp?productId=1900003
XSI 6 Mod Tool: 
