Group meeting

	Date:

 
7/10/03

Time:


14:00

Members present:
Lee Trussell




Mark Howell 




Chris Walters 



Dean Wright
Location:

Newton building

Chairperson:

Lee Trussell

Secretary:

Mark Howell


Agenda

1: Additional Group Member

2: Decide on project

Additional group member

The group as a whole had decided that for reasons of communication, organisation and understanding that a likely candidate would be Dalwinder Rai. Dalwinder Rai had worked with all the other members of the group in last years Developing group Interaction Skills module. Talks with Dalwinder however suggested that he was undecided in his course of action.

It was proposed then that perhaps it would be a good idea to advertise for a group member. The group agreed this was perhaps the best strategy to undertake. It was also suggested that perhaps this member should fall under certain criteria, peripherally a person who is on the Software Engineering course and a Group B member. As time whittled away however these preferences would become obsolete.

Decide on project

All members of the group had Ideas about what the project should be. Below is a list of the ideas mentioned?

· A football management system

· An online chat system

· A computer game

· A bus management system

Although there is not a 100% commitment, all members of the group seemed interested in creating a computer game. 

A few ideas were thrown around; Chris suggested creating several smaller games as one whole game package. Lee proposed and idea of a side scrolling “shoots em up”.

The next meeting will be at 14:00 on October 14th In the Newton Building.
Group meeting
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14/10/03

Time:


14:00
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Lee Trussell




Mark Howell 



Chris Walters 
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Michael Smith

Location:

Newton building

Chairperson:
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Secretary:

Chris Walters


Agenda

1: Induction of new group member
2: Discussion of group project
Induction of new group member
A new group member was announced. Michael Smith contacted Mark Howell on the morning on the day of the meeting and was introduced to the rest of the group members.
Contact information was provided to Michael. Michael also provided his contact information.

Discussion of group project

As no final decision had been made about what the project agenda was Michael was informed on the short list of projects.
It was decided by the group to make a computer game although the nature of the game was still to be decided. A list of ideas was generated.
· A sports management system

· Text based, few complex animations/graphics

· Huge data entry, huge amount of research (If based on reality)
· A text based adventure game

· Still images, not graphic intense

· Board games
· A compilation package of games like chess and checkers

· Simple graphics, no real animation

· Perhaps on the simple side

· Platform game

· Fun, challenging

· Highly graphical, animation required
Michael Smith proposed that before the group made a final decision, we should all research each area. The group agreed.
The next meeting will be at 14:00 on October 21stth In the Newton Building.
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Newton building
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Chris Walters
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Lee Trussell


Agenda

1: Project report
2: Project planning
3: Group roles
Project planning

The whole purpose of this meeting was to go over the project outline which was due to be handed in on 31st October. Mark, whom was responsible for the report, produced a draft copy of the outline. The group analysed this report and made recommendations for the final report.
Most of the recommendations were simple grammar errors and presentation defects. Michael recommended that the design techniques that were to be used for the project should also be included somewhere in the outline. It was recommended by Mark that this piece of information should go into the introduction. The group agreed.

Mark and Michael were to produce the final draft of the project outline by Thursday, for the hand in on Friday (31st October).

Project planning

Michael produced his updated project plan, which now included milestones and deadlines. Michael then went over the plan showing the group what had to be done and by when.
Mark suggested that a 2 week contingency would be appropriate, Michael agreed and so this was included into the project plan. 

Group roles

Michael now went into the group roles in more detail, based on the project plan. 

For the presentation and demonstration, two people were to work on each. Michael and Mark recommended working on the presentation; Michael is also to do the program demonstration along with Lee.

Michael asked for a prototype of the game to be created, the prototype was too included the hero running, jumping and the screen scrolling. This prototype was to be finished approximately half way through the project.

At the start of the meeting the final project report was to be split between Mark (50%), Lee (50%), Dean (100%) and Chris (100%). After Mark suggested the 2 week contingency, Dean and Chris’s time share on the report was reduced to 50%. 

Michael then told the group that 100% of there time, meant 4 hours a day on the group project.

The next meeting will be at 14:00 on November 4th In the Newton Building.
Group meeting
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Michael Smith
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Agenda

1: Finalise storyline
2: Game play characteristics
3: Work that needs to be done for the next meeting
Finalise storyline

The group as a whole discussed the two main ideas for a storyline.  These ideas were:

· To fix a time machine in order to get the character back to their original time, as the machine was deliberately sabotaged.

· The time wristband was being stolen for the characters lab and he tried to stop the thief, but in doing so activated it and was sent back in time.  You then have to chase the thief and try to get the wristband back.

The four members present voted on the idea in which the character has to fix the time machine to get home.

Game play characteristics

The group discussed how the main character should move.  These movements are:

· Walk forward.

· Walk backwards.

· Jump.

· Attack


The use of “power-ups” was also mentioned but was not decided on.

Different types of platform movement were brainstormed and the group thought the following would be possible:

· Platforms that drop after a given length of time.

· Platforms that move up and down resembling a lift.

· A platform that moves side to side over holes.

· A conveyer belt type platform.

· Slippery surfaces, such as ice.

The use of ladders and springboard effect jumping, such in the use of a trampoline was suggested.

The “power-up” idea was mentioned in the conversation of the games scoring.  Michael suggested that, after so-many enemies had been killed a “power-up” should be given.  This was still undecided at this point, but all the characteristics will be decided in the next meeting.

The means of scoring was decided.  This will be done by simply killing an enemy.  The harder the enemy the more points awarded.

The character will be given three lives at the start.  Each time the character dies, the game will sent him back to the start of the level and decrease the amount of lives he has.  Once the amount of lives reaches zero, the player will have to start the whole game again.

The last topic of discussion was the level characteristics. It is proposed that each level is set in its own time zone, below is a short list of the suggested levels:

· Ice-age.

· Cavemen.

· Egyptian.

· Med-evil.

· Dark-age.

· Iron-age.

· Space-age.

· The characters own time (2090).

· A time in which aliens are around.

Work that needs to be done for the next meeting

Lee and Chris were assigned to produce preliminary designs.  Mark and Michael were given the task of thinking of and writing down some ideas of some puzzles that are to be implemented into the game.  Finally Dean was given the task of thinking of the enemies for each level and the tile sets.

The next meeting will be between 11:00am and 1:00pm on November 12th, in the library for a design conference. 

