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Platform independent Game Ideas
project plan

Abstract

This is the project plan for a specialization project in Game Design at Luleå Technical University, Sweden. It focuses on ideas for platform independent games. This means game ideas that are possible to make as card games, board games, mobile games and large scale digital games.
Public

This document is for those that are interested in this specialization project and the result we will get concerning the platform independent game ideas.
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1 
BASIC INFORMATION

1.1 PURPOSE
Coming up with ideas is something that is important to a game designer, so in this specialization project we have decided that we want to work with creating game ideas and taking some of them from the idea stage to a design document with some kind of prototype. We also believe that a game designer will benefit from having made game ideas suitable for all gaming platforms.
1.2 BACKGROUND

Today it’s quite common that companies want to make full use of their IPs (intellectual property) and therefore want to make the same game to many different gaming platforms. Many of the most popular games exist in digital form as well as both card and board games. “World of Warcraft”, “Civilization” and “Lord of the Rings” are good examples of this.
We believe that there is an interest in game ideas that are easily adopted to different gaming formats and we want to take the game ideas as far as possible without specifying a certain platform for them.
2 Goals

2.1 PROJECT GOALS

The end result will be game concepts that aren’t limited to a specific platform. There will be some kind of prototypes for the final ideas. The goal is to get a broader portfolio with ideas that can be easily adapted to several different gaming areas. We don’t want to limit ourselves to a specific game platform or genre. We are aiming to take the ideas as far as possible without actually having to choose a specific platform for them. For the final ideas that we will make prototypes for, we will try to make two prototypes for each idea and choose different gaming platforms. For example, we might create one card game prototype and one flash prototype from the same idea. Then we can see how much the actual idea will wary depending on the choice of platform. Will the core gameplay have to be changed to work on the different platforms? Will the prototypes feel like the same game even though they are different? These are questions that we will try to answer.
2.2 PROJECT OBJECTIVES

When we have delivered our project we will hopefully know more about what kinds of ideas that are easily adopted to several different platforms and what is important for those kinds of ideas. This project will increase our communication and conceptualization skills as well as our knowledge in prototype making.
2.3 STRATEGY
Since we are 2 persons making this project, we plan to use this to our advantage. We can discuss the ideas and thereby develop them faster. It is also easy to do simple playtests very early with the prototypes.  For larger playtests we can use our local gaming club at the university. For the idea creation process we plan to use books and web pages as a guide and help.
2.4 REQUIREMENTS

There will be a final report of the entire project and additionally there will be 2 game ideas that we will make 2 prototypes for each. We will test these prototypes and the result will be analyzed and written down in a document. For each final idea we will also write one design document. There will be a final presentation of the project.
ASSUMPTIONS

Physical prototypes might require pens, paper, markers, dices, rulers and glue. Software prototypes might require programs such as “Flash” or “Photoshop”. A printer and a scanner could be useful to either get manually drawn pictures to digital form or get digital pictures to physical form. At the university we have access to most of these things.
2.5 INCLUDED/ EXCLUDED

2.5.1 INCLUDED

· Game design, like how the game is played and how the gameplay is experienced, are taken into consideration when developing the ideas.

· Crude and simple prototypes for a few game ideas.

· Taking ideas from the initial seed all the way to a fully fledged design document.


2.5.2 EXCLUDED

· The technical limitations of different platforms are not considered when creating and developing the ideas. 

· The prototypes we make will not be good looking since we only focus on the actual gameplay.
· Platforms such as PC, Xbox360 and PS3 will not be treated as separate platforms in this project, since they are similar in scope regarding of how games can be shaped for them.

3 CONNECTIONS TO OTHER PROJECTS

3.1 FEEDBACK FROM PREVIOUS PROJECTS

An article about comparing experiences when playing digital RPGs and regular pen & paper RPGs:

“Cross-format analysis of the gaming experience in multi-player role-playing games”
Tychsen Anders, Newman Ken, Brolund Thea, Hitchens Michael

DiGRA September 2007, Situated Play, the University of Tokyo
Pages: 49-57.
3.2 LITERATURE / OTHER REFERENCES

”Game Design Workshop: Designing, Prototyping, and Playtesting Games”, Tracy Fullerton, 2004, CMP Books, ISBN: 1578202221.

“Game Design Theory and Practice, Second Edition”, Richard Rouse III, 2005, Wordware Publishing, ISBN: 1556229127.

http://creatingminds.org/tools/tools_ideation.htm
http://gamestudies.org
http://www.bgdf.com

http://www.scottberkun.com/essays/38-how-to-pitch-an-idea

http://www.wunderland.com/WTS/Andy/Games/DesignPrinciples.html

4 pLANS

4.1 MILESTONE PLAN

The following Milestones (MS) are defined:

	MS/TG
	Date
	Scope
	Exit criteria
	Responsible

	MS1
	2009-02-23
	Project proposal
	Project proposal in .doc format
	Pelle & Simon

	MS2
	2009-02-06
	Project plan. 100 initial ideas. 20 chosen for further development.
	Project plan in .doc format
	Pelle & Simon

	MS3
	2009-02-20
	20 ideas developed further. 10 ideas made ready for PowerPoint presentation. Background research on 5 ideas. 2 chosen as final ideas.
	The 2 final ideas accepted by mentor to be made into prototypes. 2 well developed design documents in .doc format.
	Pelle & Simon

	MS4
	2009-03-24
	2 prototypes for each final idea and a playtest. Final presentation. Fully fledged design documents for the 2 final ideas. Post mortem document.
	PowerPoint presentation of the whole project. 2 design document, playtest result and post mortem in .doc format.
	Pelle & Simon

	
	
	
	
	

	


4.2 TIME SCHEDULE

	Name/week
	4 (MS1)
	5
	6 (MS2)
	7 

	Pelle
	1
	2, 3
	2, 4
	4, 5

	Simon
	1
	2, 3
	2, 4
	4, 5

	
	8 (MS3)
	9
	10
	11

	Pelle
	5, 6
	7, 8, 9
	7, 8, 9
	8, 9, 10

	Simon
	5, 6
	7, 8, 9
	7, 8, 9
	8, 9, 10

	
	12
	13 (MS4)
	
	

	Pelle
	10, 11
	11
	
	

	Simon
	10, 11
	11
	
	


Task/responsible:

1. Game proposal
2. Project plan
3. Creating 100 initial game ideas
4. 20 ideas developed further
5. 10 ideas with PowerPoint presentations
6. Background research for 5 ideas
7. 2 Prototypes for each of the 2 final ideas

8. Design documents for the 2 final ideas

9. Playtests for the prototypes

10. Final presentation

11. Post mortem document
4.3 RESOURCE PLAN

We are two students that are making this project. We will try to divide the work so that we contribute an equal amount. We plan to show our prototypes in our local gaming club and get players there to test our prototypes.
4.4 PROJECT BUDGET

Costs we are expecting in this project are the material cost for making prototypes of the final game ideas.  Physical prototypes can be pen and paper prototypes that use paper, dices and markers to be playable. Costs for these we expect to be no more than 1000kr.

Programs such as “Flash” and “Photoshop” will also be used when creating prototypes.
“Photoshop” + “Flash” costs about 11000kr + 3000kr = 14000kr.

In a course we had earlier we used a number for calculating costs for a game company. There the cost for a junior employe was 1700kr/day, and it included costs for location and equipment. This is probably not an entirely correct number, but we will use this number when calculating our budget. We will work approximately 10 weeks (50 days) on this project. Summary: 1000 + 14000 + 1700*2*50 = 185000.
Final Budget: 185000kr
(This is a student project and we will not get paid at all).
5 PROJECT ORGANIZATION

5.1 ROLES, RESPONSIBILITY AND AUTHORITY

Roles, responsibility and authority are described in the following section.

Both students, Pelle & Simon, will have the same responsibility regarding all aspects of this project, except for the prototypes. Since we will make 2 prototypes for each final idea, we will be responsible for creating one of these prototypes each.
Annakaisa Kultima will serve as mentor and examinator for this project. Several times during the project we will pitch the ideas to our mentor and get feedback on what ideas are suitable for further development.
5.2 REPORTING AND COMMUNICATION PRINCIPLES

5.2.1 Project Communication

The project uses a blog for tracking progress and uploading documents.
E-mail and blog comments will be used as the primary project communication tool.

5.2.2 Project Meetings

A project meeting with LTU staff can be requested by the student if there are functional and design changes or other change requests that can not be regarded as minor in the project.

Agreements and decisions are documented in the minutes of meeting (of project meetings and technical meetings). Minutes on meetings must be available on the blog site no later than two working days after the meeting.

5.2.3 Project Reporting

Reports and results will be delivered with every milestone using the blog and via email. 
The Milestone presentation material must be available on the blog at least four working days before the presentation date.
5.2.4 Document plan

The following documents will be prepared within the scope of this project. These documents will also reference documentation not listed in the plan.

	Title
	Description
	Resp.

	Project Plan
	Project goals and objectives, organization, responsibilities, communication.
	

	Concept/Proposal
	Proposal for project
	

	Post Mortem/Final Report
	Project conclusion.
	

	Design documents
	Description of the final ideas.
	

	Playtest result
	Findings of playtesting the prototypes.
	

	100, 20, 10 ideas
	Idea descriptions
	

	
	
	

	
	
	


6 QUALITY PLAN

6.1 QUALITY OBJECTIVES

The quality objectives of this project are:
Finding factors and elements that the platform independent game ideas have in common.
Playing the 2 different prototypes of the same idea will still feel like the same idea.
The game ideas are interesting in themselves regardless of whether they are platform independent or not.
6.2 QUALITY FRAMEWORK

6.2.1 Reviews

Milestone deliveries are performed according to in chapter 4.1

Review of the Milestone deliveries are made prior to the presentation. Changes or additional work might be needed for approval. This will be notified through mail two working days after presentation at the latest. The additional work must be completed and uploaded before the presentation is scheduled.
The presentation itself is reviewed and approval/failure will be notified by mail two working days after the presentation is made.

6.3 SUPPORTING ACTIVITIES

6.3.1 Document Management

All project-related documents shall be written in English.

Documents and material must be version managed. Each revision of project related documentation shall be uploaded.
Project correspondence (e-mails, faxes, and letters) with important information for the project will be treated as project documentation.

6.3.2 Change Management

Changed requirements or exemptions can be addressed at project meetings or by e-mail
6.4 VERIFICATION
6.4.1 Reviews, inspections and tests

The author of a document has the responsibility to initiate a review of a document.  This is planned to be for each milestone delivery. Additional reviews can be made if it considered to be needed by LTU. 

The student can also ask for additional reviews which will be performed if available time and resources are available at LTU.
7 RISKS AND OPPORTUNITIES
A risk in this project is that the ideas might have to be specified for a specific platform too early to give us a satisfactory result. If the 2 prototypes for an idea get too diverse, it will be hard for a player to get the feeling that he/she is playing the same game but in a different format.
Another risk is that some of the prototypes might not be made in time. Card game and board game prototypes are easier to calculate how long time they will take to create, but the digital prototypes can cause unexpected delays during the development. The digital prototypes will therefore be of smaller scope and may represent just some parts of the game.

8 PROJECT CONCLUSION

The final presentation of the project is 2009-03-17, also at this date the design documents for the final ideas will be delivered. The project is concluded 2009-03-24 with the delivery of the post mortem document for this project.

9 REFERENCES

9.1 ABBREVIATIONS

	IP
	Intellectual property

	PC
	Personal computer

	PS3
	Playstation 3

	RPG
	Role-playing game
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