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Abstract

A game with 3D graphics, first person shooter, in which we will move freely in the given world.
Hands and gun of the game character will be visible just to interact with the things. Gun will be
used to fire freely or to fire the opponents. Bullets of the gun will be limited: we can replenish
ammo from the ammo crates or around the map. Bullet will have an effect on the zombies or
opponents when we will fire which will result in decreasing opponent’s health. Maps will be
provided in the game to play and wander around: In game maps will be 2+ in quantity. Player
tracking artificial intelligence will be used in game through zombies that it can detect a player’s
movement and will proceed to attack the player: Which will result in decreasing of player’s
limited health. Health bar will be 100% at starting by taking damage from the zombies. Health
will be reduced by hit from the zombie. HUD (Heads up display) will be shown on the screen
which will tell player about remaining health and ammo (bullets). Settings menu will contain the
graphic settings: High, Medium and Low.
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Definitions and Acronyms

Acronym is an abbreviation from of the initial letters of other words and pronounced as a word.
In this section we have written definition of all the acronyms and special terms we have used in
our documentation. In acronym column of Table 1, we have written the abbreviation form of
word and in the Definition column there is detail or full form of that acronym with in this

document.
Table 1: Table of acronyms and definitions
Acronym Definition
UMT University of Management and Technology
POS Point of Sale
MS Microsoft
FPS First Person Shooting
Apocalypse A disclosure of something hidden or
Zombie The Reanimation of human Corpse.3
OTA Over the Air
PS PlayStation
i0S iPhone Operating system
COD Call of Duty
BO2 Black ops 2
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1. INTRODUCTION

This section describes the project and the software product being to be built. Introduction
contains motivation, project overview, problem and objectives related to the product.

1.1 Motivations

Shooting games are everyone’s favorite. Players always seek to experience something
new and better. It also provides high graphical features. Above all players demand more
excitement, entertainment and thrill, Horrifying features and difficulty levels in games.
Entertainment in a game is fulfilled by just playing or interacting with the player and
doing the tasks assigned in the game. When someone tries to play a game, it does not
require background knowledge or any guidance to play the game. Designer have
designed a level in such a way that he ensures the excitement of a player by which they
expect the thrill in the game.
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