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[bookmark: _Toc257229791]1. HIGH CONCEPT
[bookmark: _Toc257229792]1.1 The Pitch
Players control Sharky, a cute and ravaging pizza slice shaped monster that moves throughout a single screen underwater arena gobbling up tasty treats dropped from a boat of tourists. Various enemies will appear from either the left or the right side of the screen that will hurt the player if touched. If a player is damaged three times the game is over.
Shark Park! Becomes increasingly more difficult as time passes with the enemy spawn rates becoming increasingly quicker until the player is ultimately defeated. Players then post their high score to a leader board to see where they stand.
[bookmark: _Toc257229793]1.2 Scope
[bookmark: _Toc257229794]Product: Shark Park! Is a single player Jacksonville University student game project designed and created for the use of the Rainbow group’s core members. This game will be created in Microsoft XNA to run on the PC and XBOX 360 using either a mouse or a keyboard. Shark Park! Will be designed with the core members disabilities in mind; always understanding that the core members needs come in front of the development teams personal wishes.
[bookmark: _Toc257229795]Quality: Shark Park! Will be designed, created, and distributed within the Jacksonville University Spring 2010 semester. Therefore by necessity the game will be limited to a traditional two-dimensional single screen arcade like experience, with the main drive being a high score instead of a more commonplace set of objectives or level system. Graphical design will be sprite based with no use of advanced three dimensional graphical output. Audio will be handled using either unique voice recordings or through simple sound melodies available freely online.
[bookmark: _Toc257229796]Time: 	Shark Park! Will be fully designed, created, and distributed to the Rainbow core members before the end of the Jacksonville University Spring 2010 semester. If possible after the Rainbow core members receive the game Shark Park! May see distribution through XBOX Live indie marketplace for a nominal fee.
[bookmark: _Toc257229797]Cost:	 As Shark Park! Is a student created project with a small time frame for completion no costs to the development staff should be incurred. Should the development time allow for distribution over Xbox Live Indie Marketplace within the semester than fee’s for using that distribution model may be incurred at that time. Estimates for distribution run at $100 for the XNA Members Club Gold fee, a relatively small amount when split by development team evenly.
[bookmark: _Toc257229798]Resources: Resources used are all freely available within the confines of the Jacksonville University computer labs throughout the campus. Resources for Shark Park contain but are not limited to…
	
Producers
	Microsoft Office
	Microsoft Visio
	Microsoft Project
	Whiteboards & Dry Erase Markers
	Programmers
	Microsoft Visual Studio (With XNA plug-in)
	Artists
	Adobe Illustrator
	Adobe Photoshop
	Audio Technicians
	Audacity
	Recording Equipment (Microphones)
	Writers/Script Personnel
	Microsoft Office
	Web Designer
	Microsoft Office
	Microsoft Expression Web
	Community Manager
	Microsoft Office
	Internet Access (Firefox)
	Cell Phone
[bookmark: _Toc257229799]1.3 Statement of Work
[bookmark: _Toc257229800]I. Purpose:	
To create an entertaining video game for the core members of the Rainbow group to play on their personal computer.
[bookmark: _Toc257229801]II. Background:	
Jacksonville University students initiated contact with the Rainbow group at the start of fall 2009 in order to inquire about the possibility of creating a small video game that could be enjoyed by the Rainbow group’s core members. Negotiations followed with development scheduled to start at the beginning of the spring 2010 Jacksonville University term.
	Product Description: 
An arcade style two-dimensional video game where players control a cute pizza-slice shaped shark aptly named “Sharky”; with a ravenous appetite for the many food stuffs falling from above due to a group of tourists. Players compete for a high score on the local leader boards against their friends or family.
Specifically designed to meet the needs of the disabled members of the Rainbow group in Jacksonville Florida, Shark Park! Provides a friendly and fun video game experience for those with disabilities such as blindness, autism, and mental retardation.
[bookmark: _Toc257229802]III. Scope:
Stakeholders – Rainbow group core members
Data–The information gained from visiting the Rainbow core members and finding out their various likes and dislikes. Also discovering what disabilities that we should be design around. 
Processes – Concept development, design, implementation, testing, deployment.
Locations – Jacksonville University, Jacksonville University Blackboard, and Rainbow group headquarters
[bookmark: _Toc257229803]	IV. Project Approach:
Route –Acknowledging the disabilities of the Rainbow core members when creating the game design documentation, once documentation is completed we will move onto the implementation phase, once we have a playable build with the game design at a stage where we feel the game is fun the Rainbow core members will test the game and provide feedback. Afterwards final implementation and testing will occur and deployment to the Rainbow core members and Xbox Live Indie games will occur.
Deliverables – Weekly updates on the each student’s goals to the team leads, with the team leads reporting their team’s status to the assistant producer, who ultimately keeps the lead producer informed on each team’s status.
Design Documentation, Storyboards, Audio Samples, Art Samples, and programming algorithms will all be submitted each week for in order to check that the project is staying on track and on time and hitting a high quality mark.
Weekly builds of the game running on the Jacksonville University PC’s in order to show each teams weekly progress and to highlight any concerns.
Milestones for this project include…
Completing the Gamedoc to v.1 (Ready to begin development of Shark Park!). Initial web site design sketches shown.
Game Engine running, runs with placeholder graphics and placeholder sounds, logic is not yet implemented at this point.
Game Engine includes preliminary sprites for main character and enemies, plays without the slot machine or start menu logic or leaderboards logic. Includes preliminary sounds and writing implemented. 
Game Engine includes final sprites for main character and enemies and backgrounds. Slot machine logic implemented and working. Final sounds and music and text implemented into project. Web site implemented with placeholder graphics and final text.
Rainbow Group tests alpha build of Shark Park!
Changes made to gameplay and design based off of Rainbow member’s feedback. Web site receives final graphics
Preliminary start menu graphics and start menu logic implemented into the game. Start menu sounds and music implemented. Start menu functional.
Local leader board function implemented, leader boards graphics and audio/music implemented. Web site posted on JU servers.
Rainbow Group tests Beta build of Shark Park!
Final tweaks to game design/graphics/audio/text implemented.
Rainbow Group receives gold version 1.00 of Shark Park!
Shark Park! Edited/modified for Microsoft Xbox Live Indie games service and placed online. Web site changed to reflect this final milestone.
Shark Park! Launch completed. Update the game for bug fixes/other issues as seen fit for the future.
[bookmark: _Toc257229804]	V. Managerial Approach
Team Building Considerations – In order build a stronger bond with the team the producer’s task on Shark Park is to keep team morale high within the students by providing reassurance when the project slips schedule, to answer questions other students may have on their specific tasks, and to make sure that arguments and other counter-productive situations are minimized.
Manager and Experience – The producer must have an intermediate understanding of the programming languages used for development (C#, XNA). If possible the producer should also have an understanding of 2D graphic design and a great understanding of game design. Team managers must have a good understanding of their individual sections in order to answer questions and teach their team members that have less experience. 
Training Requirements – Before the game documentation of Shark Park! is completed all programmers will be briefed on the nuances of the XNA project pipeline using tutorials gathered from across the internet along with one on one discussions for individual questions with either the producer or the team leads. In terms of art, audio, and writing the team members will be expected to have adequate knowledge to face any problems faced in a project of this scale. The producer will also provide small lessons in game design to the team members in order to explain why certain decisions are being made and to answer any questions.
Meeting Schedules – Team members will meet every Monday/Wednesday/Friday between 11:00am-11:50am at the Merritt Penticoff building room 116A at Jacksonville University, Florida. Changes in schedule will be made available by teammate request and any abnormalities in the meeting schedule will be sent to the students ahead of time through email and the Jacksonville University Blackboard.
Reporting Methods and Frequency – Students will be expected to give updates on their progress on their sections to the producer during the meetings.
Conflict Management – Should heated tensions develop it will be the producer’s job to contain all parties involved and provide a means to end the argument quickly. If arguments pertaining the games design arise the producer ultimately has the last word due to being in charge of the projects ship date and quality control. Having a central source for decision making also provides a way to end debates that may rage on if not contained.
Scope Management – The producer will ultimately be in charge of making sure that the scope of Shark Park! does not extend beyond the scope listed in this Gamedoc. Should the producer find that the project will not make it in time to ship then he has the power to cut out any secondary features in order to make the project hit its end goal. Milestone slips will not be tolerated on this project as once the semester is over the team members will have disbanded and will not be able to finish work on Shark Park!
[bookmark: _Toc257229805]	VI. Constraints

Start Date – The start date for the planning phase is January 7th, 2010
Deadlines – The ultimate deadline for Shark Park! is near the end of the school semester. This ship date is on April 7, 2010. On that date Shark Park! will be installed on the Rainbow Core Group’s personal computer and will be fully playable. Shark Park! will be sent to Xbox Live Indie Games two weeks afterwards in order to be posted to the service for the world to see.
Budget – Shark Parks! Budget is essentially $100.00, which is to pay the XNA Gold Subscription fee in order to submit the game to Xbox Live Indie Games.
Technology – Windows PC’s using Windows XP with Visual Studio 2008 and the XNA 3.1 API will be necessary for programming. Audacity (on the PC) and Froot Loops (on Mac) will be used editing the audio. Photoshop and Illustrator will be necessary for 2D graphic design. Microsoft Office (Word, Excel, Powerpoint, Project) will be used on the PC and Mac. Drupal (PC Server software) will be used to handle the backend of Shark Parks! Website. One Xbox 360 USB controller will be used to test input with the gamepad to insure that it is playable on Xbox Live Indie Games.  
[bookmark: _Toc257229806]VII. Conditions of Satisfaction
Success Criteria – Submission of Shark Park! to Rainbow Core members on April 7th with the game running properly and the core members understanding how to play and enjoy the experience.
Assumptions – The development of Shark Park! lies upon the assumption that the students involved have reached a level in their individual expertise that they will be able to design and implement Shark Park!
Risks –
HIGH POSSIBILITY
Team members may have insufficient knowledge of programming in XNA and/or with game design. This can be combated by providing the students with tutorials during the design phases of the project and by making in depth discussions of the nuances of XNA a part of every meeting. Extra help will also be provided to the students by the producer, for scenarios where the producer’s knowledge of XNA is inadequate posting on XNA related forums and IRC channels should provide the knowledge needed.

LOW POSSIBILITY
It is possible that the Rainbow Core Members will not like the game design behind Shark Park!. This can be tackled to some degree by continued play-testing and tweaking the game design until release and by providing Rainbow Core with early builds of Shark Park! during the Alpha and Beta stages of the project.



[bookmark: _Toc257229807]2. GAMEPLAY OVERVIEW
[bookmark: _Toc257229808]2.1 Basic Control Layouts
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[bookmark: _Toc257229809]2.2 Advanced Movement
Players controlling Sharky will feel a sense of speed and velocity as he accelerates towards his latest snack. 
The acceleration chart from moving to full speed is listed below…
	Acceleration Chart

	Timestamp
(Where 1.00 is 1 second)
	Movement Status
	Percentage Of Total Movement Speed

	0.00
	Player Begins holding direction
	0%

	0.25
	Player is holding a direction
	25%

	0.50
	Player is holding a direction
	50%

	.75
	Player is holding a direction
	75%

	1.00
	Player is holding a direction
	100%



	De-acceleration Chart

	Timestamp
(Where 1.00 is 1 second)
	Movement Status
	Percentage Of Total Movement Speed

	0.00
	Player stops holding a direction
	100%

	0.25
	Player stops holding a direction
	70%

	0.50
	Player stops holding a direction
	25%

	.75
	Player stops holding a direction
	10%

	1.00
	Player stops holding a direction
	0%



[bookmark: _Toc251276132][bookmark: _Toc257229810]3. ENEMY GAMEPLAY OVERVIEW
[bookmark: _Toc251276133][bookmark: _Toc257229811]3.1	Enemy Types
Bombs: Explode for one heart of damage if touched by the player. 
[bookmark: _Toc251276134][bookmark: _Toc257229812]3.2	Enemy Spawn Guide
Bombs: spawns from boat with a medium chance of appearing 
[bookmark: _Toc251276135][bookmark: _Toc257229813]4. ITEM OVERVIEW
[bookmark: _Toc251276136][bookmark: _Toc257229814]4.1	Item Types and Point Values
Diet Soda: Restores on heart  
Spaghetti: 50 point bonus
Cookies: 25 point bonus
[bookmark: _Toc251276137][bookmark: _Toc257229815]4.2	Item Spawn/Despawn Timing Chart
Diet Soda: Very low chance of dropping from boat  
Spaghetti: Low chance of spawning from boat
Cookies: Very high chance of spawning from boat 
[bookmark: _Toc257229816]6. ART/SPECIAL FX GUIDE
[bookmark: _Toc257229817]6.1	Art Philosophy
The art of Shark Park! Is designed to be cute and inviting, featuring many characters performing actions that would normally be violent, such as tossing bombs, and eating humans whole with a comedic feel. The game uses no three-dimensional modeling, instead applying a strict set of guidelines for the character design that enforces an old-school sprited style. This is to help enforce the arcade pick-up and play game design and to be inviting.
Character coloring is done strictly on RGB monitors to ensure that no loss of color occurs between the CYMK nature of paper and the monitor screen. Should artwork need to be printed for Shark Park! The coloring of each character used will be looked at and redesigned to work well in print media as needed.
Shark Park! Will be played primarily on a computer monitor by the Rainbow core members, however all visual design will be friendly with a high definition or standard definition display, interlaced or non-interlaced. This is to ensure that anyone that plays Shark Park! will have the same experience. 
Since the Rainbow core members use a 4x3 ratio display instead of the newer 16x9 or 16x10 technologies the game will display with side bars on the side of the screen to keep the image from  stretching from its native resolution.
[bookmark: _Toc257229818]6.2	Visual FX Guide
 [NOTE: Click on a section to view it quickly] 
Fonts
Menus
The file naming convention used is as follows…
FX_Example
FX: Stands for Special Effect
_Example: Underscore for separation of file type is followed by the name of the file.
[bookmark: _Fonts][bookmark: _Toc257229819]Fonts
	Name
	File Name
	Use When?
	Notes

	NeoGrey Font
	FX_NeoGreyMediumFont
	Font used during menus and score
	XNA generated XML file

	
	
	
	


[bookmark: _Logos][bookmark: _Roulette_System][bookmark: _Explosions][bookmark: _Messages]
[bookmark: _Help_Screen_Menu][bookmark: _Toc257229820]Menus
	Name
	File Name
	Use When?
	Notes

	Example Special Effect
	FX001_EFX.PNG
	Title Screen: Logo
	Example

	
	
	
	


[bookmark: _Menu_Images]
[bookmark: _Toc257229821]6.3	Sprite Guide
The sprite sheets for Shark Park!’s characters is listed below. Sprite sheets are to be in .PNG format with transparency turned on. Each sprite sheet has a white background (#FFFFFF), therefore no characters feature any pure white in their coloring in order to keep transparency errors from appearing.
The file naming convention used is as follows…
SP_Example
SP: Stands for Sprite
_Example: Underscore for separation of file type is followed by the name of the file.
	Name
	File Name
	Use When?
	Notes

	Main Sprite Sheet
	SP_Spritesheet.PNG
	Holds all game character sprites
	NA

	
	
	
	



[bookmark: _Toc257229822]7. AUDIO/MUSIC GUIDE
[bookmark: _Toc257229823]7.1	Audio/Music Philosophy
Shark Park! Uses a simple mix of silly voice recordings and quick repeatable tunes that set the stage for the pick up and play arcade experience that Shark Park! is designed around. The repeatable tunes also fit within the 8-bit graphical style to give the user a comedic experience. All audio and music is to be imported in .MP3 format with 128khz in stereo sound.
[bookmark: _Toc257229824]7.2	Music Guide
The below guide outlines the name of each musical piece, its file name, when it should be played, how long each piece lasts before repeating, and any notes about the piece. 
The file naming convention used is as follows…
M_Example
M: Stands for Music 
_Example: Underscore for separation of file type is followed by the title of each file
	Name
	File Name
	Use When?
	Notes

	Main Menu Music
	M_Menu.MP3
	Title Screen
	Set to repeat

	
	
	
	



[bookmark: _Toc257229825]7.3	Audio Guide
The below guide outlines the name of each audio piece, its file name, when it should be played, how long each piece lasts before repeating, and any notes about the piece.
The file naming convention used is as follows…
S001_EST
S: Stands for sound
_Example: Underscore for separation of file type is followed by the title of each sound effect.
	Name
	File Name
	Use When?
	Notes

	Example Sound Track
	S_Example.MP3
	Title Screen: Move Cursor
	Example

	
	
	
	



[bookmark: _Toc257229826]8. WEB DESIGN GUIDE
[bookmark: _Toc257229827]8.1. Web Design Philosophy
The website for Shark Park! will reside as a section of www.derrickbarra.com, with the full URL being http://www.derrickbarra.com/sharkpark/. Although the web site for Shark Park! resides on a personal blog the content will remain static. Once available videos and screenshots of the game will be made available to the public through the website and on the Xbox Live Indie game channel for Shark Park!
[bookmark: _Toc257229828]9. COMMUNITY MANAGEMENT GUIDE
[bookmark: _Toc257229829]9.1. Community Management Philosophy
The producer on Shark Park! will handle all community management tasks, including blog posts, uploading screenshots and video, and helping those who play Shark Park! on Xbox Live Indie games with any errors that interrupt gameplay. The producer will also be in charge of answering any questions players of Shark Park! may have through the use of email or on message boards as it becomes pertinent.  
[bookmark: _Toc257229830]10. PROGRAMMING GUIDE
[bookmark: _Toc257229831]10.1. Programming Philosophy
Shark Park! Will be programmed in Microsoft Visual Studio’s XNA development kit. Shark Park! Is a two-dimensional game that operates using the Cartesian Coordinates system (X,Y,Z). Although Shark Park! Is strictly a 2D game we will be thinking about the layering of sprites in three dimensions. 
[image: wait 2 secs to reload the image]
10.1.1 The Cartesian coordinate system
[image: ]
10.1.2 Sprite Layering 
For this section of the documentation references will be made to the terminology outlined in figure 10.1.2.

[bookmark: _Toc257229832]10.2. Classes and Data Members
Shark Park! runs 60 times a second and goes through logic as detailed in the Logic Guide below. For Shark Park! We will be also separating our code into separate regions in order to maintain readability.

[bookmark: _Toc257229833]10.3. Logic Guide








[bookmark: _Toc257229834]11. TEAM CREDITS
[bookmark: _Toc257229835]Producers
Derrick Barra
[bookmark: _Toc257229836]Game Designers
Michael Carter, Derrick Barra
[bookmark: _Toc257229837]Artists
Derrick Barra
[bookmark: _Toc257229838]Programmers
Michael Carter, Derrick Barra, Eric Carmondy
[bookmark: _Toc257229839]Community Managers
Derrick Barra
[bookmark: _Toc257229840]Web Designers
 Derrick Barra
[bookmark: _Toc257229841]12. CLOSING COMMENTS
This game design document is provided as a resource for future game designers/producers through the fair use agreement, and the legal disclaimer below is a necessary evil. The idea for providing the game design document as a freely available source of knowledge was started by the developers of the Xbox Live Arcade game Shred Nebula. The legal disclaimer provided in that document has been modified slightly to fit within the context of Shark Park!
Also at the time of this documents creation the company “Tri-Something Games Inc.” was a fictional company that uses the name of the Lead Producer’s planned future games company.
[bookmark: _Toc257229842]LEGAL DISCLAIMER: 
	1.1.	This document has been declassified and openly shared for reference and educational purposes only. No portion of this document including images and game design concepts may be reproduced without approval by Tri-Something Games Inc. It may however be freely distributed online and used as reference by any person or industry. Tri-Something Games Inc. has provided this as a reference on how we documented our concept and successfully pitched it to become an official Xbox LIVE Arcade title, Tri-Something Games Inc. does not recommend or guarantee use of this document will result in any similar success and is not responsible for what the reader does with this information. Please use this reference wisely and at your own discretion. 
	1.2.	Educational Institutions may use this document in class as an official educational reference for game design and high-level documentation practices. For any inquiries about this document please contact Derrick Barra at derrickbarra@gmail.com.
	1.3.	The sharing of this document does not imply or convey transfer of any ownership of the information contained or intellectual Properties owned by Tri-Something Games Inc. Shark Park!™ ©2010 Tri-Something Games Inc.
[bookmark: _Toc257229843]12. CHANGE LOG NOTES
[bookmark: _Toc257229844]12.1 Game Design Documentation
Shark Park! Gamedoc V1.00 Changelog 03/24/2010
· Removed unnecessary sections of the various parts of the Gamedoc.
 
Shark Park! Gamedoc V0.57 Changelog 02/22/2010
· Added new content to Chapter 10 (PROGRAMMING GUIDE).
· Added new content to Chapter 1 (STATEMENT OF WORK).

Shark Park! Gamedoc V0.56 Changelog 01/28/2010
· Added new content to Chapter 10 (PROGRAMMING GUIDE).
 
Shark Park! Gamedoc V0.51 Changelog 01/20/2010
· Added new chapter, Chapter 8 (PROGRAMMING GUIDE).
· Microsoft Project schedule created from Milestone Guidelines.

Shark Park! Gamedoc V0.5 Changelog 01/14/2010
· Formatted the document to improve legibility.
· Added new chapters. Chapters 8 (WEB DESIGN GUIDE) and chapter 9 (COMMUNITY MANAGEMENT GUIDE), and chapter 10 (TEAM CREDITS), chapter 12 (CHANGE LOG NOTES).
· Completed chapters 6 (ART/SPECIAL FX GUIDE), 7 (AUDIO/MUSIC GUIDE), 11 (CLOSING COMMENTS).
NOTES: Need full names and area of work for students for chapter 8 (TEAM CREDITS).

[bookmark: _Toc257229845]12.2 Build Notes
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