Game Name:
SPHERES (Or how I learned to stop worrying and love the GLU primitives)
Development Team:  Justin Truman (jbt@andrew.cmu.edu)

Game Description:
The game will be a real-time strategy game with large groups of AI controlled units.  Units under the player’s control can not be explicitly controlled, but are instead given requests which are processed through the unit’s artificial intelligence.  There will also be similar computer-controlled groups of units.  Regardless, the game will consist of resource gathering, exploration, and offensive and defensive unit behaviors.  In essence, the game will be a simple game-AI testing bed.

Game Features:

· Single or 0-player modes (watch the computer AI play itself!)
· Variety of unit types with specific strengths, weaknesses, and AI routines!

· You do not directly “possess” any of the units under your control – give them orders, and they decide whether or not they want to follow them!

· Gather resources and expand your tribe of spheres whilst avoiding wandering predators and other, hostile tribes!

· Randomly generated terrain creates hours of fun and spheres!

· Did we mention spheres?

Technical Features:


· Fully point and click interface akin to most RTS games

· Sophisticated pathfinding that learns and stores ideal paths throughout the level.  

· Event-driven AI that responds dynamically to all in-game events within a unit’s sphere of perception.

· Multiple AI “brains” for different types of units

· All user inputs processed through AI routines – if they don’t want to do what you say, they don’t have to.

· Randomly generated terrain every time you play.

Implementation Plan:
· Quaternion library written by hand for assignment 2

· AI routines will all be hand-coded, but with documented research of which AI implementations will be mimicked.

· Textures from who-knows-where, but they will be documented

· If I can find a hassle-free 3ds loader as well, perhaps some 3D models, but expect a more aesthetically simplistic implementation with the GLU primitives.

Schedule:
· 16th Nov – Basic engine, terrain generation and point-click interface implemented

· 23rd Nov – Pathfinding complete, some unit AI behaviors

· 30th Nov – Most unit AI behaviors in place, start tweaking

· 7th Dec – Competing tribe AI complete, keep tweaking

· 13th Dec – Code Complete!

