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Lifecycle Objectives


Operation Concepts:

Our project is a class-based first-person action game which uses Valve Software's "Source" game engine.  The major features of this game are a class system where each class has a unique style of gameplay and an evolved melee combat system to allow for many playing styles.  The objectives of the game are simple – capture the flag, take turns playing offense and defense on a map ("O and D"), and capture and hold all of the command points (tug-of-war).  Each game type encourages team play; one person alone shouldn't be able to run through to the end of the enemy team's base and back and live.  The purpose of this game is not to have an intricate story or realistic basis, but rather to have unique and addictive gameplay with great depth.  Therefore, it will be entirely possible (and probable) in this game to have a good fight between someone with a sword and someone with a gun.


System Requirements:

The purpose of this game is to provide entertainment for teenagers and adults.  The two major features of our game is a character class system and melee combat.


Each class has unique abilities and strengths and weaknesses compared to other classes, similar to a role-playing game.  Examples of this are different types of attacks (lots of small damage over time vs. big attacks at a slow rate), range of attacks, amount of health and armor and unique abilities such as turning invisible or controlling a pet.  Although some classes will have natural advantages over others, each class will be designed to fare well in groups and will at least stand a chance when fighting one-on-one against a class with a natural advantage.


This game will differ from the traditional first-person shooter in that it will be more viable to run up close to someone to fight.  Other class-based shooters are exactly that – shooters.  For the most part, the only real distinction between players in these games is in the type of gun each class wields and one or two special abilities.  In order to accomplish this, a sophisticated first-person melee combat system will be introduced.  We envision something that involves timing, reflexes, and knowing when to attack as opposed to blocking or dodging.  To the extent of our knowledge, there hasn't been much work on this in first-person multiplayer games, so melee combat will be a major feature of our product.  Some classes will be far more lethal up close instead of at range, and vice versa.


System and software architecture:

Valve is a company which is very friendly to third-party developers – they provide many, many resources to developers including the use of the Source Software Development Kit (which was used to develop Half-Life 2) for free, which includes modeling programs, face posers, base code, mapping programs, online documentation and developer communities and even content distribution via Steam.  With the Source SDK, the common network code and physics engine is in place, which allows the developers to focus on the unique parts of their modification.  What we need to do is to modify and build upon the existing base to go from a simple "shoot everything that moves and doesn't move" deathmatch mode to teams and classes with completely different weapons and gameplay and maps with team-oriented objectives.  The melee combat system will need to be designed and implemented so it is easily playable yet not as repetitive as bludgeoning each other with crowbars.  Even though the set of controls is very limited (keyboard and mouse), there are many ways to implement up-close fighting because it is so much more complex than point and shoot.


The multitude of tools in the Source SDK is overwhelming at first.  The primary objective of this project is to get the gameplay mechanics working first, with artwork and modeling a very low priority.  Many developers spend many hours to create games, and a working product is not even guaranteed.

Lifecycle plan:


Since the product is a game, it is obvious that gamers will be the primary users.  Ideally, it would attract both casual and hardcore gamers. We want to make it easy to learn, but difficult to master.


As developers, we will support this product for everybody by providing bug fixes. We will also provide future game content updates; the game will be designed with a modularity which makes expansions with more abilities, more styles of fighting, and more classes painless.  Also, since testing will be very limited during implementation, classes and abilities will probably experience a lot of changes to maintain class balance.


These patches and updates will be distributed through Steam.  Valve provides support to third-party developers using the Source engine by providing content delivery, digital rights management, and a server browser so players can join any game whenever they want.  The Source engine also makes it possible for any computer to host a server, so there is no need for an expensive, central server to host every game.


Support for games come not only from the developers, but from users as well.  Users provide feedback for the game, which allows the developers to make the game better for everyone.  To get these users, Valve has a game browser in Steam which allows gamers to view and download games created by third parties.

Feasibility Rationale:


The ideas behind this game are not totally new; the original Team Fortress for Quake (which we consider to be the first major team strategy first-person shooter) was released in August of 1996.  Team Fortress Classic, which was a modification of the first Half-Life game, was released in April of 1999 and was a huge success.  Team Fortress 2 has been eagerly anticipated by the Team Fortress community, but as of 2006, there has been no word on its progress.


Most games also have some sort of melee combat system, but they are meant more as a joke or a very last resort.  Half-life and Quake have a crowbar and ax weapon respectively, while Counter-strike has a combat knife.  The only reasons these weapons are used are if the player has run completely out of ammunition (you're far more likely to die first), if everybody has agreed to use no guns (usually one person breaks the agreement and kills everyone else), or for just fooling around (one-on-one knife fights which end in some third person shooting the other two).  Our intent is to make close-up fighting more diverse and viable.


Many games have been produced with the Source engine, the most famous being Half-Life 2 and Counter-strike: Source.  Because Valve provides so much support for developers, this project is certainly implementable.

