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1. Project description: 

Throughout my time at City Tech I have studied all of the necessary components of 

being a game designer. I learned about the coding behind the game to make it run, the 

modeling and artwork that it takes to make a game look good, and the pipeline for sitting down 

and creating a title from start to finish. As of right now I am very well rounded in basics for 

designing games, but my main focus is programming. My goal after school is to get a job 

working in a company as a program, while on the side honing my skills and trying to make my 

own projects. For culmination I am working on a game with my team members, Sabrina and 

Anthony, in hopes to better myself at all aspects of team building, cooperation, and general 

design. My main focus will be programming, however I plan to push myself to develop assets 

and other parts of the game to better understand how the game will function. 

For our game we are making a top-down, 3rd person shooting game based on area 51. 

The player will use different weapons and actions to fend off hoards of civilians that are trying to 

break into the base. We already have a starting prototype, but there are many things we need to 

fix in order to get the game to the level we want it. The three of us have vastly different roles in 

order to make the game function and to produce the project we want.  

I will be focusing on many of the User Interface functionalities, programming for small 

pieces that are crucial to the game, as well as creating and finding 2D assets for us to use. The 

User Interface (UI) elements are some of the first things you notice while loading into a game for 

the first time, so the visuals and functionality must be perfect. The UI elements include the main 

menu, pause menu, dialog boxes and triggers, displaying the character's statistics and current 

standings, and the shop. I will need to design the buttons and the visuals of the different menus, 

while also programming each button for what we want. Does the "save" button on the pause 

menu actually save the game? Does the "continue" button on the main menu bring you back to 

that last save? Do the items you purchase at the shop show up on screen in your inventory? 

These are just a few examples of the tasks I will have when it comes to the UI elements of the 

game. I will also be working on the enemy spawner, the wave counter, a currency and points 

system for the shop, picking up items and adding them to an inventory, and fine tuning the 

ammo system. I will also be gathering/creating 2D assets wherever they are necessary 

throughout the game. I will need to use all of my various skills in order to pull off each of these 

tasks, and these tasks combined with the skills and tasks of my team will create an amazing 

culmination project. 

 

2. Methods: 

In order to achieve my tasks of creating UI elements, programming the UI elements, 

programming other various functions, and creating/gathering 2D assets, I will need to use 

various skills and softwares. Our project is being created in Unity and will use C# code to run 



the game. All of the programming will be done through scripts in Unity, and will all be written in 

the same language. There are many things I’m not quite sure how to do, so in order to fill in 

those blanks for the programming I will be using various YouTube videos and the existing Unity 

documentation found on their website. For creating the UI elements and 2D assets, I will be 

using my skills in Illustrator in order to capture the image we want for our game. While I am not 

the best at using Illustrator, throughout my time working on this project I hope to better my skills 

I have through Illustrator’s documentation, and YouTube videos. 

 

3. Project Deliverables: 

- Game Design Document (GDD) 

- Compiled list of research (list of articles and videos used) 

- Photos and videos of the game throughout the development stages 

- OpenLab Portfolio 

- Poster 

- Playable demo of the game 

 

4. Schedule/Calendar of the project 

 When it comes to designing a game, things usually don’t go the way you would like them 

to. It is possible more tasks will get added to the schedule as time goes on, because there may 

be unforeseen problems we come across. This schedule includes roughly when we want 

different stages of the game done, as well as my personal tasks for the project. 

 

February: 

- Complete the Game Design Document 

- Assign the specific roles to each member of the team 

- Assess the current state of the game and prioritise fixing glitches that already exist 

- Begin compiling research on my various tasks 

- Begin work on the UI elements and chart a course for implementing their functionality 

- Begin work on gathering/creating 2D assets 

- By the end of the month have at least one work level, and test each group members 

parts with how well they are implemented within the game 

- Take photos and videos of the current progress 

March: 

- Assess the current state of the game 

- Plan and prioritise what each group member should be working on within their specific 

tasks 

- Continue developing the UI assets  

- Continue work on 2D elements 

- Develop the shop/pick up functionality, enemy wave spawners, the wave counter, and 

the currency/points for the wave 

- Implement whatever menus we have so far and test as we go to make sure there are no 

bugs 

- By the end of the month have the main menu and the pause menu complete, with 

progress on the dialog boxes 



- Have a few more of the levels complete, with more mechanics implemented on top of 

the base game 

- Take photos and videos of the current progress 

April: 

- Assess the current state of the game 

- Plan and prioritise what each group member should be working on within their specific 

tasks in order to finish the game on time  

- Finish the dialog boxes and functionality 

- Revamp the pause menu and the main menu to make sure they work throughout the 

various levels and waves 

- By Spring Break have a majority of the game done and have as little bugs as possible 

- By the end of the month have a near complete game, with minimal things to do besides 

documentation, playtesting, and fixing glitches within the game 

- Take photos and videos of the current progress 

May: 

- Playtest the game and purposefully try to “break” the game/ cause glitches at the 

beginning of the month to give us enough time to fix them 

- Finishing touches on the menus and the visuals of the game 

- Compile photos and videos for a presentation of the project 

- Make the poster 

- Showcase final playable demo 

- Finalize the OpenLab Portfolio 

 

5. Required resources 

- Unity, which I have on my laptop and we also have access to throughout the school 

- Illustrator, which I will use in the school 

- Free assets found online 

- Poster for final presentation 

 

6. Budget 

 Of all of the things that are in this proposal, this is the one that is subject to most change. 

As of right now we won’t need to spend anything because the main software we’re using, Unity, 

is free, and so is Illustrator. In the case that we would need to spend money, we are accounting 

for possibly spending $10-$50 on possible assets within Unity to make the game run smoother, 

but we are going to try and avoid this. 

 

7. Proposed table of contents/Portfolio Outline 
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- Video clip of playable demo 

- Conclusions  




