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I. Target Audience

Interactive Game Development System is aimed at the users who are eager to create their own games but are not familiar with programming languages. Presumably, not only adults but also children can express their dream and imagination in games.
II. System Requirements

PC Running Windows 9x/2k/XP
OpenGL accelerated video card

III. Introduction
It’s a fantasy many game players hold to make their own computer games. But the game development requires some level of programming skills and countless hours of artworks such as designing maps and drawing character sprites. This is a huge obstacle for ordinary users. The goal is to design and implement an interactive game development system for ordinary users so that they can create the games of their dreams or imaginations, with no programming or technical knowledge required. The interactive game development system will be a complete 2D game engine with user-friendly GUI system.
IV. Specification

1. Target Genre

Interactive Game Development System is intended to create 2D side-scrolling action games such as Super Mario Bros., Castlevania, Megaman and so on. However, 2D shooters and other types of games possibly can be created with this tool.
2. Programming environments
Interactive Game Development System will be developed under Visual Studio 6.0 and coded in C++ with OpenGL and GLUT. The reason to use OpenGL rather than DirectX is that OpenGL and GLUT are cross-platform libraries. Therefore, it also can be compiled and run in UNIX/Linux with (or without) little modification.
3. Overview
This game development system is a 2d game engine with user-friendly GUI system. Users just drag-and-drop a mouse to design a game instead of writing codes. Then the tool will generate an executable file. Interactive game development system consists of five editors: a game editor, a level editor, a map editor, a sprite editor and a menu editor.

3.1 Game Editor

This is the main editor that users will see when they launch the interactive game development system. Levels, menus and intro screens are integrated into a complete game with the game editor.
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Figure 1 - Prototype of Game Editor
3.2 Level Editor

A level editor allows users to design their own level. Users select a map to work with and position enemies on the map. Also users can specify the certain actions to level events such as level completion, player’s death and so on.
3.3 Map Editor
With a map editor, users actually create their own world and add it to the map library. Basic editing functions (cut, copy and paste) are provided to help users. A map editor supports up to 3 tile templates and each template can be a size of 512x512 (maximum).
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Figure 2 - Map Editor
3.4 Sprite Editor
A sprite editor helps users to create/delete/modify sprite animation sequences and to assign character movement (simple AI) by selecting one of the two modes: a chase mode and a defined-path mode. Possibly, an user-defined AI mode will be added later.
3.5 Menu Editor

When we play games, we see many game menus such as main menu, load/save menu, option menu and etc. Not only these menus but also other types of menu like weapon shop and inventory can be created with this editor. A menu editor is a tool to design a game GUI. 
4. Graphical User Interface

Interactive Game Development System has its own cross-platform GUI system to make it as interactive as possible. The GUI system is written in C++ with OpenGL. It supports generic controls such as file box, combo box, list box, text input, label, scrollbar, pushdown button, check button, and radio button.
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Figure 3 - GUI Resource Editor
V. Further Work
The goal of this project is to develop a tool that can help to create a computer game in easier and more interactive ways. Therefore, the interactive game development system emphasizes only on the user interfaces, and sounds and background music are not concerned. However, those are important factors to make games more attractive and interesting. So if time permits, I will add sound features. Most of commercial or non-commercial game development tools support their own scripting language to give users flexibility in creating games. It will be a good idea to add some scripting features.
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