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_____________________________________________________________________________________





task name:	auto / manual take-off and landings


time scheduled:	1/2 of june


time spent:	0


status:		not started





technical description (description of the task and what will be involved to complete it):





auto, take-off: position ship in ready position for take-off. work with ai / mission code to start ship in spaceflight.


auto, landing: work with ai / mission code to bring ship into landing-ready position. deal with any necessary clearance nonsense. dock.


manual: make sure player is following correct procedures.





checklist (what we'll see and how to determine task completion ):





auto: player can easily (automatically) get out into space, and rest after a mission as the computer pilots them back in again.


manual: player is forced to follow stringent procedures regarding the take-off and landing manoeuvres.





comments:





study previous wing games. get designer opinions ... they have lots of good ideas.


_____________________________________________________________________________________





_____________________________________________________________________________________





task name:	call-sign screen


time scheduled:	1/5 feb + 1/5 july


time spent:	0


status:		not started





technical description (description of the task and what will be involved to complete it):





display menu screen with text edit box.


get user input of their name / call-sign.


store name / call-sign in appropriate place for rest of game code to use.





checklist (what we'll see and how to determine task completion ):





player can enter a name and the game will use it to "talk" to them.





comments:





work with designers & their ideas.


_____________________________________________________________________________________





_____________________________________________________________________________________





task name:	in-flight comms. data integration


time scheduled:	1/3 may


time spent:	0


status:		not started





technical description (description of the task and what will be involved to complete it):





work with / specify data formats for in-flight comms.


work with low-level file / data i/o code.


be aware of seek times & transfer rates of storage media.


describe how video/audio/text will be stored & loaded.


use movie player, audio player, language & font systems to play/display data.


work with video, audio & translations departments to ensure latest data is in place.





checklist (what we'll see and how to determine task completion ):





in-flight comms. will look, sound & read perfect !





comments:





learn from, and, if possible, improve on methods used in previous wing games.


_____________________________________________________________________________________











_____________________________________________________________________________________





task name:	credits


time scheduled:	1/2 august


time spent:	0


status:		not started





technical description (description of the task and what will be involved to complete it):





define data format for credits' data.


multimedia credits playing system to use already-existing game systems, such as movie player, audio player, language & font system, 3d system.





checklist (what we'll see and how to determine task completion ):





slick-looking credit screens with lots of fancy effects.


people will love us and our credits !





comments:





ALS may do this section of work.


_____________________________________________________________________________________








_____________________________________________________________________________________





task name:	effects


time scheduled:	1/5 july + 1/2 august


time spent:	0


status:		not started





technical description (description of the task and what will be involved to complete it):





back to the old days ! play with code and see what special & weird effects come out !





checklist (what we'll see and how to determine task completion ):





lots of weird, fancy effects in in-flight section of game.





comments:





not sure how to describe this task yet.


work with designers to see what they like / dislike.


_____________________________________________________________________________________











_____________________________________________________________________________________





task name:	game options screen


time scheduled:	1/3 march + 1/5 july


time spent:	0


status:		not started





technical description (description of the task and what will be involved to complete it):





work on / with save-game data format.


display menu screen of all user-configurable options.


accept various user inputs.


display options as user navigates menu system.


work on / with menu system data & code.





checklist (what we'll see and how to determine task completion ):





user can easily configure the game.





comments:





make user-friendliness a priority !


_____________________________________________________________________________________





























_____________________________________________________________________________________





task name:	jump effects


time scheduled:	1/3 april


time spent:	0


status:		not started





technical description (description of the task and what will be involved to complete it):





use 3d &/or 2d graphics system & audio system code & data.


respond to player "jump" command.


play/display cool stuff to simulate a "jump" into hyperspace (whatever that may be like !)





checklist (what we'll see and how to determine task completion ):





it will look & sound cool when player jumps.





comments:





look at other space games and sci-fi movies and t.v. shows for ideas.


work with designers for ideas.


_____________________________________________________________________________________











_____________________________________________________________________________________





task name:	langauge manager


time scheduled:	all of january


time spent:	1/2 january


status:		1/2 complete





technical description (description of the task and what will be involved to complete it):





abstract the handling of language & localization of the game into data files.


use id numbers to refer to text in game.


define data format for text data.


allow for double-wide characters.


work with font system code to display text.


specify additions to translation tool.





checklist (what we'll see and how to determine task completion ):





translations department can translate game by just changing a data file of a well-documented format.


translation tool to ease translators' jobs.





comments:





this task is going well. FEEDBACK ME UP !!! read $/wc5/doc/technical/language.doc


_____________________________________________________________________________________











_____________________________________________________________________________________





task name:	main menu screen


time scheduled:	1/5 february + 1/5 july


time spent:	0


status:		not started





technical description (description of the task and what will be involved to complete it):





display menu screen.


accept user input.


work on / with menu systems code & data formats.





checklist (what we'll see and how to determine task completion ):





user has a cool front-end to the game.





comments:





work with designers, artists & musicians.


make user-friendliness a priority !


_____________________________________________________________________________________











_____________________________________________________________________________________





task name:	medal viewer


time scheduled:	1/3 may


time spent:	0


status:		not started





technical description (description of the task and what will be involved to complete it):





display menu screen with "reward" graphics.





checklist (what we'll see and how to determine task completion ):





player can see how well they're doing in the game.


player can compare their performance against others.





comments:





work with designers, artists & musicians.


make player feel good about how they're doing. or make them feel bad. whatever !


_____________________________________________________________________________________























_____________________________________________________________________________________





task name:	multi-player config. screen.


time scheduled:	1/5 february + 1/5 july


time spent:	0


status:		not started





technical description (description of the task and what will be involved to complete it):





display menu screen with multi-player game options.


work on / with menu system code & data formats.


accept various user input and respond appropriately.


work on / with save game format.





checklist (what we'll see and how to determine task completion ):





player has cool menu screen for setting up a multi-player session.





comments:





work with desginers / artists / musicians & their ideas.


_____________________________________________________________________________________











_____________________________________________________________________________________





task name:	music data integration


time scheduled:	1/4 june


time spent:	0


status:		not started





technical description (description of the task and what will be involved to complete it):





work on / with file / data streaming code.


be aware of storage media access times and transfer rates.


work with musicians on data formats.


work with game / engine code to ensure music is always ready and is playing at a constant rate.





checklist (what we'll see and how to determine task completion ):





the game will sound great !





comments:





need good low-level file / data i/o code.


_____________________________________________________________________________________




















_____________________________________________________________________________________





task name:	object viewer


time scheduled:	1/4 june


time spent:	0


status:		not started





technical description (description of the task and what will be involved to complete it):





work on / with 3d systems code.


use 2d & 3d graphics code & menu system code for object VDU.





checklist (what we'll see and how to determine task completion ):





cool windows / viewports showing 3d game objects.





comments:





is ALS doing this ?


_____________________________________________________________________________________











_____________________________________________________________________________________





task name:	particle system, explosions and debris


time scheduled:	2/5 february + 1/3 march


time spent:	1/2 january


status:		approx. 3/4 done.





technical description (description of the task and what will be involved to complete it):





3d vector particle system using either acceleration or velocity to control particles.


high degree of randomness to greatly vary looks.


pixel, polygon and bitmap support





checklist (what we'll see and how to determine task completion ):





cool-looking explosions, "vapour trails", "friction burns" and debris.





comments:





going well so far.


work with artists & designers.


look at other games, sci-fi movies & t.v. shows for ideas.


_____________________________________________________________________________________























_____________________________________________________________________________________





task name:	sound effects data integration


time scheduled:	1/3 may


time spent:	0


status:		not started





technical description (description of the task and what will be involved to complete it):





work on sfx data format.


work with low-level file / data i/o code.


be aware of access times & transfer rates of storage media.


work with game & engine code to ensure sfx data is always ready when needed.





checklist (what we'll see and how to determine task completion ):





game will sound realistic.





comments:





work with designers & sfx guys. make sure latest data is always in place.


_____________________________________________________________________________________











_____________________________________________________________________________________





task name:	VCR recording and playback.


time scheduled:	1/3 april


time spent:	0


status:		not started





technical description (description of the task and what will be involved to complete it):





define data format to store player(s) input / position information.


be aware of random number system for re-generation of game.


be aware of user's storage media.


user-friendly front-end to VCR





checklist (what we'll see and how to determine task completion ):





player can record the game they are playing and later, watch what they did.





comments:





work closely with designers.


make it so the player can have real fun watching what they did in a game.


we want this to be so cool, people will call their friends over to see their "recordings" !


_____________________________________________________________________________________











