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Brief Description:

The player assumes the role of an average person beset on all sides by hordes of every imaginable type.  Zombies, girl scouts, jehova’s witnesses, door-to-door salesmen and more launch an assault on the player, who doesn’t have access to the kinds of weapons that the typical action hero uses to battle off such creatures.  Instead, the player must make use of common items in the environment to barricade the entrances, keeping the hordes out until help arrives to be rid of them.  As the game progresses, the different types of enemies will arrive, with different skills to circumvent the player’s obstacles. While barriers are the easiest to erect, the player can also gather components to build traps to kill off some of the attackers, although traps are far more intricate and the pieces are far less common.
Game Features:
1. 5 types of enemies
2. Large complex with multiple escape options and horde paths

3. Multiple barricade types
4. Buildable Traps

5. Radio communication with ally NPC’s
Significant Technical Features:
1. Interactive environment

2. Increasing difficulty as time progresses
3. Enemies that follow paths

4. Inventory system

5. Menu for using items

6. Health system for barriers

7. Timed gameplay

8. Periodic alerts to inform player of horde progress through barriers

9. Traps

10. First-person view
Significant Artistic Features:
1. Multiple enemy types

2. Decaying barrier objects

3. Trap animations

4. Multi-floored environment

5. Items to build barriers/traps with

6. NPCs

7. Music changes depending on barrier status
Implementation Plan:

The artists will use Maya to make artistic elements and models.

The technicians will write code for the game that integrates into the C4 game engine. The game will be made in an iterative fashion.

Distribution of Work:

Tim, Dave, and Sam will do the modeling of the game assets, sound assets, etc.

Kirk and James will do the program coding for the game, including integration into C4, script coding for the obstacles, and be in charge of testing.

Schedule:

The Barricade project will start on January 29, 2009, and is planned to be completed in six weeks to meet a March 5, 2009 rollout. The major milestones of the project are the following:

Jan. 23 (Fri): Project summary ideas due

Jan. 26 (Mon): Project approved

Jan. 29 (Thu): Detailed Game Plan due

Jan. 29 (Thu): Project kickoff meeting!
Jan. 30 (Fri): SourceForge Project set up

Jan. 30 (Fri): Web page set up to show your progress

Feb. 03 (Tue): Basic game structure in place, characters and basic objects modeled an in game

Feb. 06 (Fri): Milestone 1: Progress presented in class

Feb. 13 (Fri): Milestone 2: Playable game alpha presented in class

Feb. 14 (Sat): Begin internal testing of implemented parts. Build, build, build!

Feb. 20 (Fri): Milestone 3: Playable game beta presented in class

Feb. 25 (Wed): Progress presentation in class

Mar. 02 (Mon): Milestone 4: "Feature-complete" game, all major functionality in place. No new ideas! Time to finish up and test, test, test!

Mar. 04 (Wed): Game complete. Go home and get some sleep before launch day.

Mar. 05 (Thu): Final Prototype Presentations
Further Description of Game:
The game takes place in a multiroom, multifloored building complex modeled after a mall. Enemies spawn at entrances around the edge of the building and try to reach the player. The player protects himself by blocking off entrances between rooms and setting traps to eliminate enemies. There are several different kinds of ways to get between rooms, including normal doors and air vents. These entrances can be blocked by the player in different ways, such as by locking doors, boarding them up, moving boxes behind them, etc. Enemies try to get by these barriers to reach the player by either circumventing them or destroying them. The player can set traps which can destroy groups of enemies, thereby eliminating them from the field. This buys the player time, but more enemies will eventually appear to replace the destroyed ones. Traps include:

· Electrified door handles, which kill enemies who touch the door they are set on. These break after killing a certain number of enemies.
· Hairspray bombs, which the player sets up, but are activated by the player.
· Molotov cocktails, which are more of a last resort weapon that can be thrown short range to kill/hold off enemies. 

The player must collect items in the building in order to create traps and most types of barriers. Items include keys, wood boards, car batteries, hairspray cans, vodka bottles, and lighter.
There are several types of enemies who have different characteristics:
· Zombies: slow and stupid.  Can be stopped by all barrier types (including normal old closed doors), but will eventually break through them.

· Gremlins: small and stupid.  Can get in through air vents, but walk right into traps and will sometimes fall out of the vents to their deaths.

· Door-to-door salesmen: Faster and smarter than zombies.  Can open doors, and use the products they're selling to get through barriers faster.

· Religious affiliate: Slow like zombies, but can pray to their respective god figure to destroy certain barriers at an alarming rate.

· Girl scouts: can get in through the vents like gremlins, and use their elite training to disable most traps in their way.
As the game progresses, larger numbers of enemies will appear in the level at once, coming from an increasing number of entrances. Initially, only simple enemies such as the zombies will appear, but more advanced enemies will appear later on. The camera is in a first person perspective all the time. The player is given radio warnings about enemies damaging barriers or getting closer, keeping him informed about where they are. The ultimate goal of the game is to survive for a certain amount of time. The player can set the difficulty and length of the game before starting.
