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Brief Analysis
The aim of this project is to design and develop a retro arcade style gaming application that contains a minimum of 4 individual games within a single program. The assignment brief requires the team to demonstrate programming ability, planning skills and effective teamwork through the creation of a fully functional software product.
Analysis of the brief identified several important requirements that must be achieved for successful completion of the project. The system must include at least 4 playable games, each created by different team members, alongside a unified start menu that allows users to navigate easily between games. The final application must operate as one complete system and be fully tested before submission.
Following team discussions to clarify the project requirements, it was agreed that each team member would develop one game while one member would design and implement the main menu system responsible for integrating all games together. This interpretation ensures equal contribution across the team while meeting the deliverables outlined in the assignment.
The overall goal is to create an engaging arcade experience inspired by classic retro games. While each game will feature unique gameplay mechanics, all components will share a consistent visual style and interface to maintain a cohesive user experience.

[bookmark: _Toc226046691]Project Aims and Objectives
The project aims to produce a complete retro arcade application that demonstrates both technical development skills and effective collaboration. The system should be simple to use, visually consistent and enjoyable for players while meeting all assessment requirements.
The main objectives of the project are to:
· Develop 4 functional arcade style games alongside a start menu 
· Ensure equal contribution from all team members 
· Create a unified menu system allowing access to each game 
· Maintain a consistent retro aesthetic across the application 
· Deliver a fully working and tested final product 
· Demonstrate teamwork, planning and software development skills 
Through completing these objectives, the project will showcase skills in programming, design, teamwork and structured project management.
[bookmark: _Toc226046692]Team Roles and Responsibilities
The project team consists of 5 members, each assigned a specific role to ensure work is distributed evenly and development progresses efficiently.
· Aaron Cairns – Game development 
· Philip Larkins – Game development and Team Leader 
· Matthew O’Rourke – Main menu system development 
· Ali Muhammad – Game development 
· Cameron Lyons – Game development 
Although each member is responsible for their assigned component, collaboration will take place throughout the project to ensure compatibility, consistent design decisions and successful integration of all games.
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Effective teamwork is essential to the success of the project. The team will collaborate regularly while maintaining individual responsibility for assigned tasks. Communication and organisation are key factors in ensuring all games function together as one application.
Team collaboration will involve regular meetings to review progress, discuss problems and agree on design decisions. Shared responsibility for testing and feedback will help maintain consistency across the project.
To support teamwork, several communication and collaboration tools will be used:
· Microsoft Teams for meetings, communication and discussions 
· GitHub repositories for version control and shared code management 
· GitHub Project boards for task tracking and to-do lists 
· Recorded meeting minutes to document decisions and progress 
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Several factors may influence how successfully the project is completed. One of the main considerations is the varying technical experience within the team, as different skill levels may affect development speed and complexity. Careful planning and communication will help balance workloads where required.
Another important factor is system integration. Since each game is being developed independently, additional coordination is required to ensure all components function correctly when combined into a single application. Maintaining a consistent retro design style is also essential to ensure the final product feels cohesive rather than separate projects joined together.
Time management is another influencing factor, as development must be completed alongside other coursework commitments. Selecting appropriate software tools that are accessible to all team members will also support smoother collaboration and reduce technical issues.
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Like any software project, there are constraints and potential risks that could impact progress or quality.
[bookmark: _Toc226046696]Constraints
The project is limited by several factors including restricted development time, availability of software resources and differences in hardware performance between team members systems. Additionally, integrating multiple independently developed games into one application increases technical complexity.
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· Technical problems during development 
· Inconsistent visual design between games 
· Communication breakdown within the team 
· Version control conflicts when merging code through GitHub 
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To reduce these risks, the team will:
· Create and follow a clear development timeline 
· Test features regularly throughout development 
· Maintain frequent communication using Teams 
· Agree on shared design standards early in the project 
· Follow structured GitHub version control procedures 
These strategies aim to minimise disruption and ensure steady progress.
[bookmark: _Toc226046699]Proposed Approach and Justification
A structured development lifecycle will be used to organise the project and ensure all requirements are met efficiently. The project will progress through the following stages:
· Planning 
· Design 
· Development 
· Testing 
· Evaluation 
This approach was chosen because it allows the team to clearly define requirements before development begins and provides checkpoints where progress can be reviewed. Regular testing throughout development helps identify issues early, reducing the likelihood of major problems near completion. A structured workflow also improves organisation and supports effective teamwork.
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A range of information sources will support the development of the project. Coursework materials and existing documentation will provide guidance on project planning and software development practices. Online programming tutorials and technical documentation will assist with problem solving and feature implementation.
Additional research will be carried out using internet sources covering retro game design principles, programming techniques and GitHub version control practices. These sources will help ensure development follows recognised industry practices.
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The successful completion of the project requires access to both technical and human resources. Each team member will contribute development time and collaborate using shared tools.
Key resources include:
· Equipment: Personal computers or laptops used for development 
· Staffing: Five student developers working collaboratively 
· Software: Programming IDE, GitHub repositories and Microsoft Teams 
· Procedures: Version control workflows, testing processes and scheduled meetings 
Most resources will be accessed through college-provided systems or freely available software platforms.

[bookmark: _Toc226046702]Project Plan and Schedule
A formal project plan has been created to organise development activities and ensure completion within realistic timescales. Progress will be monitored using GitHub projects and a Gantt chart showing tasks, milestones, deliverables and resource allocation.
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· Project planning and research 
· Game design 
· Individual game development 
· Menu system development 
· Integration of all games 
· Testing and debugging 
· Evaluation and improvements 
· Final submission preparation 
[bookmark: _Toc226046704]Project Milestones
· Project plan approved 
· Game designs completed 
· First playable versions produced 
· Integration completed 
· Testing phase finished 
· Final product completed 
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The final outputs of the project will include:
· Four completed arcade games 
· A functional main menu system 
· A fully integrated arcade application 
· Supporting documentation 
Resources will be allocated across team members according to their assigned roles, ensuring all tasks are completed efficiently within the planned schedule.

[bookmark: _Toc226046706]Planning Summary
This project plan outlines the interpretation of the assignment brief, project aims, teamwork structure, risks, development approach and required resources. The structured planning process provides clear direction for the team and supports effective collaboration throughout development.
By following this plan, the team aims to successfully deliver a fully functional retro arcade gaming application that meets all assessment requirements while demonstrating strong technical and teamwork skills.
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