Workshop Assignment #1 

WORKSHOP ASSIGNMENTS

Games, CSC 470-01 & IMM 370-01

Fall 2006

Profs. Nakra & Wolz

Story & Screen play
Type: A
Date posted: 20-Sep
Absolute due date: Nov. 29, 2006

Please review the overview document!

The story for our game is an evolving entity that will only become concrete during the spring semester.  Collect together all the story elements that have been developed up until this point, including character treatments, dialogue, etc.  Analyze the existing documents for completeness.  What aspects are missing?  Are the characters fully fleshed out?  Are the dialogues written?  Are the levels scripted and described in detail?  Are there sufficient details in the story from which the art team can draw maps?   In a 2-3 page paper, analyze what has been done to-date by the story team, and describe the elements that remain unfinished.   In addition to your analysis paper, pick one element that is missing and finish it.  

Workshop Assignment #2 

WORKSHOP ASSIGNMENTS

Games, CSC 470-01 & IMM 370-01

Fall 2006

Profs. Nakra & Wolz

Toy Engine
Type: T
Date posted: 20-Sep
Absolute due date: Nov. 29, 2006

Please review the overview document!

A game engine is a very complex entity. This project involves extending the “toy engine” that some members of the class will build. By “extend” we mean to enhance the capability of some component.  The assignment for this workshop extension exercise is to choose some aspect of the toy engine and make it more robust than the definition in the book. For example, you might choose to increase the sophistication of the scripting language, add a graphics feature not implemented in the book version, improve the sound handling capability.  As part of this project you should fully document the enhancement you make including a reference document that will show others how to use it.

Workshop Assignment #3 

WORKSHOP ASSIGNMENTS

Games, CSC 470-01 & IMM 370-01

Fall 2006

Profs. Nakra & Wolz

Project management
Type: AT
Date posted: 20-Sep
Absolute due date: Nov. 29, 2006

Please review the overview document!

The exercise we did on project planning was intended to give you a sense for what it takes to coordinate a large project.  This project asks you to take that assignment a step further.  Look at the results we developed as a group for a projected time line.  Analyze what could go wrong.  Identify at least three events that could disrupt the process.  Re-examine the schedule to see how you could anticipate those events and prevent them from happening.  Think conservatively:  you cannot add staff, however you can replace or reorganized staff.  Submit a document that includes the original timeline as well as timelines that address what happens when ANY combination of your problems goes wrong.  (You should be creating 7 timelines.)  For each, identify what needs to be modified or added in terms of time allocated for jobs, staff hired (or fired), or staff reassigned.

Workshop Assignment #4 

WORKSHOP ASSIGNMENTS

Games, CSC 470-01 & IMM 370-01

Fall 2006

Profs. Nakra & Wolz

Character modeling
Type: A
Date posted: 27-Sep
Absolute due date: Nov. 29, 2006

Please review the overview document!

Supporting 3-D animation is no mean feat in a game.  In this exercise we ask you to create a very simple character to animate (it does not need to be a humanoid). You may do this in Maya if you have the requisite expertise (or you make learn to do this on  your own), or you can do this in XSI or some other tool you find on the web.  Regardless,  you must demonstrate that your creature can be "dropped" into UFONJ or an initial "mod" for the new game, AND also can be imported into the working engine the "toy group" produces.  Alternatively you may choose to do some complex animation and interaction in an "Alice story", however you must create the animation rules yourself (e.g. don't use a character that is already fully animated.)

Workshop Assignment #5 

WORKSHOP ASSIGNMENTS

Games, CSC 470-01 & IMM 370-01

Fall 2006

Profs. Nakra & Wolz

Toy engine interactivity
Type: T
Date posted: 4-Oct
Absolute due date: Nov. 29, 2006

Please review the overview document!

Game controllers appear to be converging on standard functionality.  In this exercise you are asked to explore alternative approaches to game controllers at the technical level.  Define a type physical communication you would like to capture in a user interface.  At the “signal” level what inputs would be required, e.g. what unique data would you have to capture for your input device.  Model the input signals via a “keyboard” mock up and attach this to the “toy engine.”  Note that you can combine this with assignment 6.

Workshop Assignment #6 

WORKSHOP ASSIGNMENTS

Games, CSC 470-01 & IMM 370-01

Fall 2006

Profs. Nakra & Wolz

Interactivity design
Type: AT
Date posted: 4-Oct
Absolute due date: Nov. 29, 2006

Please review the overview document!

This is the design analog to the “toy engine interactivity” assignment.  Design a physical interface for a type of physical communication.  You should include good schematics of the device itself (physical models are encouraged, but not required).  Include a precise description of what signals you intend to capture and how they are transmitted to your game engine.   Note that you can combine this with assignment 5.

