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TECHNICAL DESIGN DOCUMENT

   When developing this game we decided that it would be best to properly project the implementation and creation as if we were it being created by us with the sources we have and can realistically acquire. This is because we may create the game in the future.
Development Environment

   For the development environment we decided that due to our prior knowledge we should probably pick language that we not only knew how to use, but also an environment that we felt comfortable with. We also felt that the benefits would seriously outweigh the troubles that may occur. The environment we have chosen was C# and XNA game studios. The main benefits to this are not only that we already have some experience with this language but also the fact that it is completely free to students, which we currently are. We considered many different languages such as Java, Flash and Objective C but decided that these would cost too much money, and it would take too long to learn how to use these, so we decided C# was the best option. This was due the fact that it would be easy to distribute throughout the Xbox Live Community and we could get maximum profit; since this game would be virtually free to create.
Task Breakdown
   Assuming we were definitely creating this game then we would process a proper document of deadlines and stop dates containing tasks for each group member. Each of our members has certain talents that we could utilize thus keeping costs at the lowest possible point. The task table would look like this for the year 2010.

	Jan
	Feb
	Mar
	Apr
	May
	June
	July
	Aug
	Sept
	Oct
	Nov
	Dec

	 (
Beta Level Design
) (
Documentation and Game Development
) (
Begin Genre research and
 
other
 game creation ideas
) (
Finalise Design
 Document
) (
Beta Implementation
) (
Gameplay Development & Screen layout
) (
Main Game Implementation
) (
Music Creation
) (
Financial creation
and
 projection
) (
Beta Character
 Sprite Creation
)
	 (
Beta Object
Sprite Creation
) (
Beta Plot
)
	
	 (
Main Game Sprite Creation
) (
Main Game Level Design
) (
Main Game Plot
)
	
	
	 (
Create artwork 
for
 advertisement
)
	
	
	
	
	 (
Game
Completion
And Testing
) (
Beta
Completion
) (
Group
) (
Shona L
) (
Steven L
) (
James M
) (
James H
)



Personal requirements for Creative Components

   Earth: 2060 will be 2.5D so we don’t expect to have any need for 3D software, which keeps costs down to a minimum. The music programme used to create the music will be Audacity, which is free to download and easy to use. We decided this would be the best programme to use as James Moore (who is creating the music) has been using this software for a long time. The documentation will be completed by all team members at different intervals through-out the year. As James Hodgart is the Project Manager he will make sure that all tasks will be completed on time and that costs are kept to a minimum. All of the images will be created using such free programmes such as Paint.NET and MS Paint which will then be put into image strips for animation. The advertisement such as word of mouth and posters will be created by James Hodgart and Shona Logan if she has some spare time at the end. The testing will be carried out by various friends and family, hopefully for free, and the fixing will be completed during this phase. Once the game has been fully created we will upload it to the XBOX community and sell it there.

Target Hardware and Demographic.

   The game will be created on various different computers and laptops and as we already own computers and laptops, the cost is kept very low. The PC’s are all fitted with MS Vista and the programmes such as Word are already bought. Since we don’t plan to pitch this idea to any producers, we don’t have to rally for money, so we try and keep costs as low as possible. The game will ultimately be created for the XBOX 360 and they are already owned by the whole team. This game involves mild language and some blood so we aim to sell it fifteen plus as it doesn’t contain any nudity or heavy violence we don’t think it needs to be an eighteen.


Costs

   The development costs will be kept to an absolute minimum and funds will only be spent on items that are out with our control. The maximum budget we are willing to spend on the game is £1000 which would be input by all members. This sum however, should not be needed, and should only be used for certain materials such as pens, paper and ink etc. Everything we need we already have so this won’t add on to any costs. When we upload it to The Xbox Live Community Microsoft will take about 40 – 60% of the profit but we are sure that the game will be popular enough to easily sell over 250 copies which when each copy is sold for £8 would make back the £1000 that we had reserved. This is just a practice game so anything surplus would be split equally between all four of the team members and would be a bonus. The advertising costs that Microsoft imposes can be avoided if we convert the beta into flash and post it online for free. This however may cost some extra time and most of our budget and is only an idea. As this is just a student project we would take this route only if we wanted to learn more about commercial advertising and it would only be relied upon if initial advertising fails.
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