The Anarchy Army Game Design Month of May

Objective:

Every Saturday night members of The Anarchy Army will get together and work on the design of The Online Adventure.  The Anarchy Army will discuss technical and regular game play concepts.

MAY 4th 2002 Saturday 9pm Central time – Game Design Meeting
Topics will include – The Player
Player Interaction – Set down the final word on how players will interact, special features, and more.

Player Interaction with NPCs – How the player will interact with NPC’s, special features, how quests will be given, and how the player will know what to do when a quest arrives.

Shops and Banks – The final word on how the Shops in the game, Banks, or any type of vendor and the types of vendors in the game.

Item Names and new item designing – We will discuss final names for weapons and items to avoid copyright, including their appearance, and even design new items if necessary.
Player Design – The finally say so and discussion on how the player will be able to customize their player.

Combat – The final say so on how combat will be done and how combos will be played out.

Anything else we left behind or may come up.
May 11th 2002 Saturday 9pm Central time – Technical Design Meeting

Topics will include – User interaction with game

The GUI – Discussion on how the GUI will be a part of the game, how the player can interact with the GUI and how items etc. will be represented by on the screen.

Starting the game – What exactly will happen when the player begins starting up the game.

The Start Menu – How we will design the game menu in full length detail

Controlling the game – How will the player interact?  Force feedback, etc.

How the game looks – How much will the player be able to fix up the game to their viewing and the options add-ons they can use.

How the player will be able to log on and off the virtual world while leaving no trace of their presence.

Emergency quit – In case of a type of lock up in the game (a critical error) how the player can take safe measure to effectively leave the game and how the server will know not to have the player lying around with a locked up computer.

Safe mode – incase of an illegal shutdown of the game, make the player have the ability to go to the default settings and fix anything they messed up.

Easy to understand errors – How we can make errors user friendly and have users be able to understand what is causing the error.  Steps we could take to make sure they can understand them.

May 16th 2002 Saturday 9pm Central time – Game Design Meeting
Topics will include – Game World

Horses – We will discuss the horses and their functions, as well as if we should or shouldn’t add other creatures the player can ride.

Night and day – What effects will be in act in night and day throughout the land?
NPC interaction with the world – Discuss how we can make the world very vibrant with NPC’s walking around, NPC’s having their own houses and more.
Under water – We will discuss what can/can’t happen and what will the player experience while under water.
Pain – What the player will be seeing (as in feeling) when getting hurt. Such as fire, ice, or just regular being hit.
Guild – Guild creatures, guild battles, etc.

Anything else we left behind or may come up.
May 25th 2002 Saturday 9pm Central time – Technical Design Meeting
Topics will include – Core Technical.

Physical Contact – Discuss physical contact and collision detection

Surround Sound – How and where will we ad 3D Sound effects.

Lighting effects – What should we place our limits on lighting?

LOD – Discussion of LOD, when to use it, how to use it in the best manner
Limits – Apart from the engines limits, what should we place down as core limits so players can enjoy the game instead of enjoy the graphics.

Server to client – Steps involved insuring the best server to client relations, who will have the upper hand, should broadband be the only people allowed to play?

Special Effects – We will discuss what special effects we should and shouldn’t use that come with the engine.
The Sky Globe – How will we make the Sky Globe and how will we have it constantly changing?

Final discussion on the technical design -  We will make final remarks and discuss anything left out.
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