IAT 455 Idea Report  

Idea Team #: 12  (E100)
Team Members: Drew Batcheller, Angelus Chang, Andy Huang, Micky Tang, Stephanie Yin
1. Idea
Based on the skills and interests of the class, we came up with a concept that is most suitable.  Our idea is to create an immersive, digital game that any arbitrary number of players can participate in.  Although we will most likely be influenced by existing digital and analog games, how the game is played (essentially the rules) will be determined by the class.  The players act as their respective game pieces while they play the game.  This project will be created in three stages.  In stage 1, the physical game will be created.  In stage 2, the game will be digitized so that it can be played on a computer or other gaming consoles.  In stage 3, we will link an immersive component to the game.  For instance, we could make the physical game large enough that people can be a part of the game world.

2. Goals
For our team, we have discovered each team member has three goals in mind for this project and the rest of the semester.  These goals are:

· To have some fun while creating a working, immersive game.  
· There will be challenging components during the creation process and overcoming these would provide a valuable learning opportunity to work with so many diverse people. 
· We hope that the final product from this project would prove a valuable portfolio piece for everyone involved in the class.  
Our idea matches our goals because many of us have created video games before, and many of us found the entire process very fulfilling. With the added immersive component, it will definitely provide a challenge and significant learning opportunity for all involved. 
Because of the nature of the proposed game medium, the players would be required to be kinetic during game play, incorporating physical activity as both a goal, and a form of fun the environment provides.
3. Skill Sets Needed:

· 2D artists and conceptual designers to draw and design the physical game (conceptual art, level art, etc) as well as come up for graphical components (“promotional art”) in the press release brochures/pamphlets.
· Writers to create the story, game mechanism, game rules, and press release content for the game.
· 3D artists to design the digital version of our game. 
· Programmers to do the backend of the digital game.
· Programmers to match human/user interaction to the game world.
· Sound designers to give more depth to the game by integrating appropriate sounds and music that set the overall mood or tone for the game.
4. Skill Set Concerns:

· Do all programmers have a common language they can code in?
· Are there people that can integrate the immersive component into the game?  For instance, can they use devices to capture live human action AND integrate that into the movement of the game pieces?
· Is there someone skilled enough to coordinate all aspects of the production schedule?  Has anyone managed a team this size?
· Has anyone developed a working game engine?
· Is there enough time to get all the components completed?  Will the team leaders be able to get their team have the expected work done each week?

· Will the end product keep to one uniform style? For example, will all the ideas behind the art be smoothly transitioned from one artist to the next?
5. Timeframe:
Week 3 to 4

· If our idea gets chosen.  Between week 3 and 4 we have to come up with the mechanics, rules, and basic layout of the game (6 – 7 idea people pounding out ideas, ~12 hrs) and (3 - 4 artists standing by to create the basic look of the game during the idea team discussion, ~ 8 hours)

· The hardware team will get together with the programmers and figure out how motion capture can be setup and what hardware + software skills are needed to accomplish this (6 – 8 people, ~ 15 hrs)

Week 4 to 5

· After the basic layout is done, we will refine the game again, creating a prototype for feedback.  The art team will further define what the game is going to look like (working with the idea team)  (~24 hours, 12 for art team, 12 for idea team)

· The 3D artists should start working on a wire frame of the 2D game and send it to the programmers so that they can start coding the rough mechanics of the game (~12 hrs)
· The programmers should be starting to mock up a general digital prototype of the board game.  For example, given the 3D wire frame of the board and pieces, the pieces should be able to move based on input. (~20 hrs)
Week 5 to 6

· All art teams (2D+3D) get together to pound out the game environment and what it should look like. Concept arts are drawn (~10 hrs)
· The idea team gets together with the writers and decides on the PR part of the game. (~10 hrs)
· Programmers works on the game mechanics still (~20 hrs)

Week 6 to 7

· Idea team gets together with the 2D team and start developing ideas for brochures, photos, pamphlets, etc, that will help promote the game to the public (~10 hrs)

· 3D artist team keeps on creating the game world based on the concept art (~25 hrs)
· Programmers keeps working on the game mechanics (use stand ins for the time being)
Week 7 to 8

· Continue what we’re doing last week

Week 8 to 9

· Game alpha should be done
· 2D physical game should be completed to Beta version

· 3D digital game should be playable with some bugs

· Writings should be 80% complete

· 2D PR stuff should be 80% complete

Week 9 to 10

· The game should be integrated with the motion capture
Week 10 to 11
Week 11 to 12

Week 12 to 13

Week 13

· presentation

6. Timeframe Concerns:

· Each team must have constant meetings to check for weekly milestones.
· Lots of time scheduled for delays (week 10 – 13).  These last weeks are reserved for any unforeseen problems. 
· If immersive environment doesn’t work, we still have a working game that will meet course requirements. 
· As mentioned in class, we must watch out for interdependencies.
· Each person cannot afford to procrastinate, as feedback and revisions are important. 
7. Project Benefits:

We believe the reason we’re all in the school of Interactive Arts and Technology is because we’re all interested in the future of the Design field.  Some of the benefits of working on this project are:

· Learning to work with a large group of individuals

· Challenging yourself to better work on your skills

Many people in this class have expressed a wish to work in the gaming industry after moving on from SFU, and the survey list passed around the class proves this –many people checked off ‘gaming’ as an interest.  Having a game where the whole class participates in making a game is proof of this interest.

8. Press & Marketing:

We could have a group organized specifically for marketing.  We might want to have the students whose primary work has been completed to take on an active role in marketing.  This group will be comprised of mostly the 2D/3D artists group and writers group collaborating on the marketing.
Marketing ideas we’ve come up with are to put up flyers around the school, notify other students via the SFU emailed newsletter, and distribute glossy, interest-catching pamphlets.

9. Feasibility/Logistics
Materials we need for this project are: 

· An empty room
· A computer
· Webcam sensors setup
For further promotion, we could try buying webspace.  Depending on the server, this could range from being reasonable to expensive.
10. Examples


Bomberman Evolved is a game of Bomberman controlled by players moving around in a confined room which is mapped into the game world.  As the player moves around in the room, a camera tracks their position and maps it into the game world; this creates a new level of game play beyond the conventional “let’s hold a controller and move my character around” game play.  Their website contains more information as well as footage of the game in action and can be found at http://www.bombermanevolved.com/.   We will be using a brief footage off of their website in our presentation to demonstrate the above described technology which we would like to apply on our game.


Squares 2 is a viral flash game which appeared on the internet a while back; the general idea is that the player controls a single black square that moves around the game screen trying to collect moving black squares while avoiding red squares.  Occasionally, black circles appear which help the player (IE: slow down movement of everything else, bonus score, etc.) when collected; and red circles appear which penalize the player (IE: make everything else move faster, minus score, etc.) when collected.  This could very well map to a single player in a room running around to dodge the red squares by controlling the player square.  This game can be played online at http://www.arcadestreet.com/play-squares-2.htm or at any other instance available online.

