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Welcome to the one-stop shop for documentation on Avarice.
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CHAPTER 1

What is Avarice?

Avarice was/is developed by Ouroboros Creations, which was founded by a small group of seniors at Champlain
College. It is a four-player online or local couch competitive game,in which players compete to collect as much as
they can. To collect (points), they must find Greed to become the embodiment of Greed and destroy the world around
them. If someone else is already embodying Greed, the three other players must work together to take them down.
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CHAPTER 2

Using the docs

You can use these docs as a guide to develop content for the game. A good place to start is Project Setup.

2.1 General

2.1.1 Art Pipeline

* art pipeline

2.2 Unreal Engine 4

Avarice uses Unreal Engine 4.20.3 with plugins:
* Gameplay Ability System (GAS)
¢ Advanced Sessions (ASess)

¢ Your Own Games User Reserach Toolset (YOGURT)

2.2.1 Project Setup

Install Unreal Engine 4

1. Get the Epic Games Launcher
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-~ TOURNAMENT “_ BREAKERS
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2. Install UE 4.20.3

This will take a while, so I recommend also starting the next section while this is installing.

UNREAL ENGINE

ENGINE VERSIONS o

MY PROJECTS

Launch
Unreal Engine 4.20.3
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Install Visual Studio 2017

You will need to install VS2017 in order to build the project files. The UE4 docs on the subject can be found here.
All of the following can be found in the link above.

1. Install Visual Studio ‘Community 2017’ from https://visualstudio.microsoft.com/vs/

2. Select the right options for a new Visual Studio installation

“To add C++ tools to your Visual Studio installation, make sure you select Game development with C++ under Work-
loads.”

Installing — Visual Studio Community 2017 — 15.1 (26403.7)

Workloads Individual components Language packs

Mobile development with .NET Game development with Unity summary
Build cross-platform applications for i0S, Android or Windows Create 2D and 3D games with Unity, a powerful cross-platform £ ViSUGl S LUiE Uil
using Xamarin. development environment.
v Game development with C++

Included

Mobile development with JavaScript *47]  Mobile development with C++ v Visual Studio C++ core features
Build Android, i0S and UWP apps using Tools for Apache Cordova. |:| Build cross-platform applications for i0S, Android or Windows
using C++.

v Windows Universal € Runtime
¥ VC++ 2017 v141 toolset (x86,x64)

Optional

Game development with C++ C++ profiling tools

Use the full power of C++ to build professional games powered by Windows 10 SDK (10.0.15063.0) for ...
DirectX, Unreal, or Cocos2d. Windows 10 SDK (10.0.14393.0)
Windows 10 SDK (10.0.10386.0)
Windows 10 SOK {10.0.10240.0)
Other Toolsets (3) Windows 8.1 SDK and UCRT SDK
IncrediBuild

] Visuel Studio extension development Linux development with C++ Cocos
all Create add-ons and extensions for Visual Studio, including new Create and debug applications running in a Linux environment.
commands, code analyzers and taol windows.

[ Unreal Engine installer

@ B8y continuing, you agree to the license for the
Visual Studic edition you selected. We also offer the

ability to download ather software with Visual
@ NET Core cross-platform development Studio. This software is licensed separately, as set
Build cross-platform applications using .NET Core, ASP.NET Core, out in the 3rd Party Notices or in its accompanying

HTML, JavaScript, and €SS license. By continuing, you also agree to those
licenses.
Logatien

C:\Program Files (x86)\Microsoft Visual Studio\2017\Community Install size:  5.17 GB

Install

“To include the UE 4 installer when installing Visual Studio, locate the Summary sidebar on the right, expand Game
Development with C++, and under Optional make sure the box for Unreal Engine installer is checked.”

2.2. Unreal Engine 4 7
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Installing — Visual Studio Community 2017 — 15.1 (26403.7)

Workloads Individual components Language packs

Mobile development with .NET Game development with Unity summary

Build cross-platform applications for 05, Android or Windows Create 2D and 3D games with Unity, a powerful cross-platferm TS S TN COTE R UTer
using Xamarin. development environment.
v Game development with C++

Included

Mobile development with JavaScript e Mabile development with C++ + Visual Studio C++ core features
Build Android, i05 and UWP apps using Tools for Apache Cordova. |:| Build cross-platform applications for i0S, Andraid or Windows
using C++.

¥ Windows Universal € Runtime
¥ VC++ 2017 v141 toolset (x86,x64)

Optional

Game development with C++ C++ profiling tools
Use the full power of C++ to build professional games powered by Windows 10 SDK (10.0.15063.0) for ...
DirectX, Unreal, or Cocos2d. Windows 10 SDK (10.0.14393.0)
Windows 10 SDK (10.0.10586.0)
Windows 10 SDK (10.0.10240.0)
Other Toolsets (3) Windows 8.1 SDK and UCRT SDK
IncrediBuild
[.-1 Visual Studio extension development i a Linux development with C++ o ) Cocos

il Create add-ons and extensions for Visual Studio, including new Create and debug applications running in & Linux envirenment. Unreal Engine installer

commands, code analyzers and tool windows.

@ B8y continuing, you agree to the license for the
Visual Studic edition you selected. We also offer the

{NET Core cross-platform development Studio., This software is licensed separately, as set

Build cross-platform applications using .MET Core, ASP.NET Core, out in the 3rd Party Notices or in its accompanying

HTML, JavaScript, and C55 license. By continuing, you alse agree to those
licenses.

@ ability to download other software with Visual

Location
C:\Program Files (x86)\Microsoft Visual Studio\2017\Community Install size:  5.83 GB

Install

The UE4 doc has some recommendations on the settings of Visual Studio, but for most developers, this is not relevant.

Visual Studio also taks a while to install, so it is recommended that you continue onto the next step before these two
finish.

Install SourceTree

While Unreal Engine 4 and Visual Studio 2017 install, it is time to setup our repository.
1. Install SourceTree

Go to https://www.sourcetreeapp.com/ and download the latest version for your platform (likely Windows). When
you open the installer, if it doesn’t prompt you to log in with an Atlassian or Bitbucket accound, then please go to the
Download Archives and download version 2.6.9.0. Some PCs have issues with the automatic download.

8 Chapter 2. Using the docs
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Clone the repository

Now that source tree is installed, it is time to clone the repository. Basically, we need to make a local copy of the files

sourcetree-website (Git)

Shealve

Show Remote Branches O

Author

Rahul Chha...
Rahul Chhab...

Tyler Tadej...
Tyler Tadej...
Tyler Tadej...
Mike Minns...
Michael Min..,
Joel Unger...
Joel Unger...
Michael Min...
Patrick Tho...
Joel Unger...

Rahul Chhab...

Mike Minns...
Mike Minns...
Mike Minng...
Mike Minns,..
Mike Minns...
Mike Minng...
Mike Minns...
Michael Min...

&9

b &

Show in Finder Terminal Settings

Ancestor Order =

Description

Irmaster [roriginfmaster  [r originHEAD Removing ol..
Merged in update-google-verification (pull request #14)

1r originfupdate-google-verification Update google verificati...
Replace cutdated Atlassian logo in footer with base-84 en..
Add gitignore

Updated Mac min-spec to 10,10

Merged in hero_images (pull request #13)

1r originhero_images 17 hero_images Used Tinypng to ¢..,
Replacing hero images with new version of SourceTree
Merged in bug/date-https (pull reguest #12)

1r originbugidate-hitps  fixed date and https errors

MNew Favicon

r originfsearch-console-access  search console google ver...
updated to move supported varsion to 05X 10.9+

ramaove extra , when a line is skipped due to empty server
Skip records with empty serverjuser id as gas rejects them
corrected paths after merge

corrected column counting

Merge branch ‘auZgex”
deal with invalid instanceids

Merged in au2gex (pull reguest #11)

that are in pineapple so we can modify them and send them back to pineapple later.

1. Get the repository URL

When you clone the repository, make sure you are using the right URL. These URLs can also be found on the Pineapple

page.

Most users will use https://username @ pineapple.champlain.edu/capstone-2018-19-t5.git (make sure to replace user-
name with you Champlain first.last username). For those using SecureShell: ssh://git@pineapple.champlain.edu/

capstone-2018-19-t5.git.
2. Select Clone

Jump to:

Date

Mar 3, 2016, 11:...
Feb 18, 2018, 1:3...
Feb 11, 2016, 2:2...
Feb 11, 2016, 211...
Feb 11, 2016, 1:3..,
Feb 15, 2016, 1:...
Feb 15, 2016, 10:...
Feb 11, 2018, 3:3...

~

Feb 9, 2016, 2:50...

Feb 15, 2018, 10:...
Jan 7, 2018, 12:2...

Feb 8, 2018, 3:55...
Feb 3, 2018, 2:09...
Dec 15, 2015, 2:0..
Nowv 23, 2015, 2:2...
Now 23, 2015, 2:1...
Nowv 23, 2015, 2:0...
HNov 23, 2015, 1:5...
Nowv 23, 2015, 1:5...
Mov 23, 2015, 1:5...
Now 23, 2015, 1:0...

2.2. Unreal Engine 4
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ssh://git@pineapple.champlain.edu/capstone-2018-19-t5.git
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Q File Edit Wiew Repository Actions Tools Help

[ O L4 = +

Local Remote Clone Add Create

Clone

Cloning is even easier if you set up a remote account

| Browse

Repository Type: @ Mo path / URL supplied

Destination Path: Browse

Mame:

Local Folder:

[Root] ~

® Advanced Options

3. Input the URL from step 1, and set your desired destination

Make sure to tell sourcetree where the repository is coming from (the url from step 1) and where on your disk drive
you want to put it. The folder where it is going must be empty. I am using the ssh url in this example, but you can
also use the https url. If using https, you should see a prompt appear when you click out of the url field prompting you
to enter your pineapple username and password.

10 Chapter 2. Using the docs
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Q File Edit View Repository Actions Tools Help

MNew tab
L] ) L] = -
Local Remote Clone Add Create

Clone

Cloning is even easier if you set up a remote account

ssh://git@pineapple.champlain.edu/capstone-2018-19-t5.git Browse

Repository Type: 0 This is a Git repositorny

DA\Documents'\capstone-2018-19-t5 Browse

‘v

capstone-2018-19-15

Local Folder:

[Root] i

@Advanced Options

Generate Project Files

Now that the repository is cloned, UE 4.20.3 is installed (and uproject files associated with Unreal Engine), and Visual
Studio 2017 is installed, it is time to open the project.

But wait - alas there is no Visual Studio solution. Unreal Engine will fail without that!

All you need to do is right click on the uproject file and select “Generate Visual Studio project files”.

2.2. Unreal Engine 4 11
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. BuildRepo Confi
o g o 4
Content J docs
]
ide . Plugins
] ]

Qaﬂ Source .gitignu:ure

.gitrodules D buildRepoClone.bat

. c @C Open
apstone.pn apstone.u
_ g P P f M Launch game
READMF_.md !. UE4_Networ| (T Generate Visual Studio project files |
o

¢ Switch Unreal Engine version...

Build Binaries

Finally, Unreal Engine 4 can builds its binaries. These are all the files that are build from the assets in the project to
make sure it runs. All you need to do is double click the uproject file, and Unreal Engine knows whether or not it
needs to build binaries. If it does, you’ll just have to give it permission when you see the prompt below (click yes).

B Missing Capstone Modules

The following modules are missing or built with a different engine
VErsion:

Capstone

Would you like to rebuild them now?

Start Creating

This is the happy screen of YOU HAVE SET UP THE PROJECT!

12 Chapter 2. Using the docs
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EditBP_Sky_Sphere

You are all set to start creating! Go head on over to Content and start making some really awesome sh*t!

2.3 Content

2.3.1 Client Owner

All of these files are only present on the local client. Local clients are called Client Owners because each client is
going to have some representation on the server, and thus each client “owns” something on the server (they control it).

2.3.2 Server

These classes are ONLY present on the server (or host).

BpGameMode

Format: Blueprint Parent Class: SrcGameMode

Description

Defines the rules/flow of actions.

ONLY Present on the server, since servers are dictative to clients. Clients will never have different rules than the server
and should not know what these rules are.

See UE docs for more info.

2.3. Content 13
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SrcGameMode

Format: C++ Parent Class: AGameMode

Description

The source code override for Unreal Engine’s GameMode.

Currently has no functionality, and exists in case C++ functionality needs to be implemented in the future.

2.3.3 Server and Client Owner

TODO

2.3.4 Server and Clients

These classes are replicated from the host/server to all clients

Entity

TODO: Define entities

Player

TODO: Define these

BpPlayerCharacter

TEST

2.4 Tutorials

2.4.1 Tutorial: Stage Act

Alight, its time to make a new player character. Stage Acts are different roles a player can choose to play as (like the

different characters in Overwatch or League of Legends or any RPG).

Make the subclass

1. Find the PlayerCharacter blueprint class See ServerAndClients/Entity/Player/BpPlayerCharacter

2. Make a subclass (put it in the same folder)
3. Name it BpAct<act name> (i.e. BpActDangerous)
4. Add to the data table

TODO: We do not currently support multiple stage acts. Please complain to Dustin.

14
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Changing stats

Now that you have created and cataloged the subclass, do a trail run and make sure the character works.

Once the character is testable, it is time to explore what we can change about the character/stage act. Please explore
the content page on PlayerCharacter.

2.4.2 Tutorial: Player Action

« abilities tutorial
— link to training
— add gameplay ability
* tags & what do
# cooldown
# applying effects
% spawning actors
% commiting, cancelling, and ending
— add effect
% cooldowns subpage
% duration
* tags
# stat modification
— add cue

— tags table & full explanation

2.4.3 Tutorial: Destructible

* destructibles tutorial
— import mesh
— make destructible
— tweak settings
— create blueprint instance of destructible

— set mesh & options

put in world

2.4.4 Tutorial: Level

Why hello there!

If you are reading this document then that means you have been tasked with making your own Casino! We hope that
this document will help you create one within the guidelines we have, and maybe just maybe avoid some taxes the
government will put on your Casino.

2.4. Tutorials 15
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One of the questions that may get asked preemptively about this is “Why is the Level pipeline set up like this, Conor
is not a Level Designer?”. To answer that question, I did have a Level Design component to my internship while I was
abroad in the spring. I have taken the industry style pipeline they had and we are literally using it the exact same in
our game. Trust me, once you understand it you and the artist who is helping you will love it!

2.5 Builds

2.5.1 Checklist

1. Match countdown = 20s (/Server/Game/BpGameMode -> Class Defaults -> Match Countdown Timer)

2. Greed health is appropriate (/ServerAndClients/Game/BpGameState -> Class Defaults -> Gameplay -> Antag-
onist -> Antagonist Max Health)

3. Background music enabled (value = 0.75) (/ClientOwner/Audio/CueBackground -> Sound -> Volume Multi-
plier)

4. Stage Acts are properly set (/ServerAndClientOwner/Entity/Player/BpPlayerController -> Class Defaults -> Character)

* Class Act = BpActDangerous
* Class Antagonist = BpActAntagonist
¢ Class Default = BpPlayerCharacter
* Class Spectator = BpSpectatorPawn
5. Stage Acts have abilities (/ServerAndClients/Entity/Player/BpAct* -> Class Defaults -> Abilities)
¢ Actions -> Ability Movement
* Actions -> Ability Primary
* Actions -> Ability Secondary
» Actions -> Ability Special
¢ Actions -> Ability Ultimate

* Actions -> Ability UltimateAntagonist

2.5.2 Make a Build

Making a build in Unreal is called Packaging. To prep the project for packaging/building, there are a couple things
that must be tweaked.

Version Bump

When making a build, the version bump is imperative. Avarice follows Semantic Versioning (SemVer). The version
contains 3 VINs (very important numbers) which equate to MAJOR.MINOR.PATCH:

Given a version number MAJOR.MINOR.PATCH, increment the:

* MAJOR version when you make incompatible API changes,

* MINOR version when you add functionality in a backwards-compatible manner, and
* PATCH version when you make backwards-compatible bug fixes.

That is taken straight from SemVer. For us, given a version number MAJOR.MINOR.PATCH, increment the:

16 Chapter 2. Using the docs
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* MAJOR version when you make a large game overhaul, project change, or introduce a new system
* MINOR version when you add functionality
* PATCH version when you make bug fixes only

If you increment a larger version number, all of its children change to 0. Example: If I have a version 1.6.2 and I
introduce new functionality to a pre-existing system (say I added 2 abilities), I would bump the version number to
1.7.0. If I discover a bug in the next QA session, go and fix the bug, and make another build, the version would be
bumped to 1.7.1. Then, I add a whole new system, say Steam Achievements. The version now gets bumped to 2.0.0
on the next build.

The project version is stored in Project Settings in Unreal Engine.

e
= T 8. 5.

Content Marketplace Sefiings Blueprints Cinematics

ame Specific 5
& world

% Proje

# Plugins

The project version is under the project description category.

Project - Description

ks These settings are saved in DefaultGame.ini, which is currently writable.

4 About

Project Thumbnail

{D747B87C-40A8-6BD8-37D7-0EBET4ETT1AZ} | = |

QA Build Repo

All builds must be tested, and most builds will be tested through QA. For QA at Champlain College, this involves
putting each build in the build repository. CCM Lab computers already have this repo in the C-drive, but if you dont
already have the repository, you can run the buildRepoClone.bat script in the project repository to clone the SVN
repo.

2.5. Builds 17
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1" Checkout pe

Repositary
URL of repository:

|€ 2 i ) ain. edu/svn/all2018-2019 v|
Chedkout directory:
| [:'\DesktopCapstone\BuildRepoall 2018-2019ga |

Multiple, independent working copies

Checkout Depth

Fully recursive W

[ ] omit externals Choose items...

Revision
(®) HEAD revision

() Revision | | Show log

Cancel Help

Make sure to choose a custom depth for just our project - we dont need to pull down everyones project files.

18 Chapter 2. Using the docs
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4" - Repository Browser - TortoiseSVN — O e

W https: //pineapple. champlain. edu/svnfall2018-20190a
W capstone
capstone-2013-19-t1
capstone-2018-19-t2
capstone-2018-19-13
capstone-2018-19-t4
capstone-2013-19-t5
capstone-2018-19-15
capstone-2018-19-t7
capstone-2018-19-18
capstone-2013-19-19
capstone-2018-19-110
capstone-2018-19-t11
capstone-2018-19-t12
capstone-2013-19-t13
capstone-2018-19-t14
capstone-2018-19-t15
capstone-2018-19-t16
capstone-2018-19-t17
capstone-2018-19-t18
capstone-2018-19-t19

OOo0OdoddoonooooordOonon

https: //fpi le.champlain.ed II2018-2019
ttps:/fpineapple . champlain. edufsvn/a qa Cancel Help

Showing 0 files and 1 folders, 1items in total

Once you have cloned, we should make a space for our new build. Go ahead and make a folder in the build repo under
our project with your new build version. (for version 1.7.1, I"d make a folder capstone/capstone-2018-19-t5/1.7.1).

0.1.0
0.2.0
0.2.1
0.3.0
0.3.1
0.3.2
0.4.0
0.4.1
0.4.2
0.4.3
Mew folder
playtesting

#  recorder

%)

N R~ R RN R < R~

%)

2.5. Builds 19
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Packaging

Now we can go back to Unreal, and start packaging the build.

Edit Window Help

. el... M b L
B Open Level . 3 Save Current  Source Control Cont

& Save Current
,'.‘_" Save Current As... : m E] [ il Per5pectwe] [U th] [ Show]
M Save All Levels

T 3 Open Ass

WCior

= Save All
) ) thar:
Choose Files to Save...
Connect To Source Control...
‘awr
DataValidation
o Validate Data...
jht

ot

T New Project...

™ Open Project... tart

W MNew C++ Class...

Refresh Visual Studio Project HTMLS

Open Visual Studio g i0S

Cook Content for Windows Linux
Lumin

Import Into Level... § tO0s

Export All... Windows
— ,
Zip Up Project i Windows (64-bit)

T ¥ e i - = . i
1O Recent Projects ¥ Build Configuration » ETLAETE

#1 Exit 1 Packaging Settings...

Bo Tr Supported Platforms...

Be sure to select our new folder as the destination folder. This will put Unreal Engine’s WindowsNoEditor folder in
our version folder (or something else if you aren’t doing a development build).

20 Chapter 2. Using the docs
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&, 0.1.0 10/3/2018 1:40 PM
% 0.2.0 8/15/201812:02 PM
&, 0.2.1 10/3/2013 1:40 PM
&, 0.3.0 8/21/2018 9:53 AM
&, 0.3.1 9/22/2018 11:29 AM
&, 032 10/3/2012 1:45 PM
% 0.4.0 10/3/2018 1:40 PM
&, 0.4.1 10/3/2013 1:40 PM
& 042 10/3/2018 1:40 PM

0.4.3 10/3/2018 10:37 PM

1.7.1 10/5/2018 11:25 PM
% playtesting 10/3/2018 1:42 PM
#%  recorder 10/3/2018 1:43 PM
Folder: | 1.7.1

Select Folder

Tada, it is building (packaging)!

. Packaging project for Windows (64-bit)...

Cancel ; tn
 Cancel ._ _1__

Tag the commit

Now that we have made a build, we need to make sure the build is tagged in the repository.

If you are making a stable tested build, make sure to merge into the master branch of the repository. CAREFUL,
master should ALWAYS be stable!

Tags should be formatted as vMAJOR.MINOR.PATCH
Push & Upload
Now the build has been built, and we have tagged the appropriate commit with the version. We can now push the build

to the QA repository for bug playtesting, player experience playtesting, and footage recording. Go ahead and perform
an SVN commit and the build will be good to go!

2.5. Builds 21
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" DA\Desktop\Capstone\BuildRepo\capstongicapstone-2018-19-t5 - Commit - TortoiseSVA
Commit to:
https:/ | pineapple.champlain.edu/svn/all2018-2019qa /capstonecapstone-2018-19-t5
Message:
Recent messages

Rdd wl.7.1

Changes made (double-dick on file for diff}:
Check: All None Non-versioned Files Directories

]
o
5

1

1/ windowsMoEditor

1/WindowsMoEditor /Capstone

1WindowsMoEditor [Capstone.exe

1/ WindowsMoEditor /CapstoneBinaries

1/WindowsMoEditor /Capstone /Binaries /\Wine4

1 WindowsMoEditor [CapstoneBinaries \Win64/Capstone.exe

1/ windowsMoEditor /Capstone Binaries \Win64/Capstone. pdb

1/ WindowsMoEditor /Capstone/Content

1WindowsMoEditor [Capstone Content/Paks

1/ windowsMoEditor /Capstone/Content/Paks /Capstone-WindowsMoEditar . pak

1/ WindowsMoEditor JEngine

1WindowsMoEditor Engine Binaries

1/ windowsMoEditor Engine Binaries,/ThirdParty

1/ WindowsMoEditor Engine Binaries,/ThirdPar ty MNVIDIA
1WindowsMoEditor [Engine Binaries,ThirdPar ty MVIDIAMVaftermath

1/ windowsMoEditor Engine Binaries,/ThirdPar ty NVIDIA MVaftermath Wins4

1/ WindowsMoEditor Engine Binaries,ThirdPar ty NVIDIAMVaftermath Wing4/GFSDK_Aftermath_Lib.xo4.dll
1 WindowsMoEditor [Engine Binaries,ThirdPar ty /Oculus

1/ wWindowsMoEditor fEnagine Binaries,ThirdPar ty /Oculus /OVRPlugin

1/ WindowsMoEditor Engine Binaries,ThirdPar ty /Oculus /OVRPlugin /OVRPlugin

. 1/WindowsMoEditor [Engine Binaries,ThirdPar ty/Oculus fOVRPlugin /OVRPlugin/\Wing4
1AWindowsMaoEditor fEngine Binaries, ThirdPar ty/Ooulus fOVRPlugin fOVRPlugin /Ming4/OvVRPlugin. dil

1/ WindowsMoEditor Engine Binaries,/ThirdParty/Ogg

1/ WindowsMoEditor Engine Binaries,ThirdPar ty /Ogg/Wine4
1/WindowsMaoEditor fEngine Binaries, ThirdPar ty/Ogg/Wine4/\52015

1/ WindowsMoEditor JEngine Binaries,ThirdParty/Ogg/Wine4/v52015/libogg_o4.dll

1/ windowsMoEditor Engine Binaries,ThirdPar ty /OpenvR.

1/ WindowsMoEditor JEngine Binaries,ThirdPar ty /OpenVR fOpenVRv1_0_11

1/ WindowsMoEditor Engine Binaries,/ThirdParty /OpenVR./OpenVRv 1_0_11/WinG4

1/ wWindowsMoEditor Engine Binaries,ThirdPar ty /OpenVR,fOpenVRyv 1_0_11/Win&4fopenvr_api.dll

1 WindowsMoEditor [Engine Binaries,/ThirdPar ty PhysX3

1/ WindowsMoEditor JEngine Binaries,ThirdParty PhysX 3/\Wing4

1/ WindowsMoEditor Engine Binaries,ThirdPar ty PhysX 3 /\Wine4/V52015

1 WindowsMoEditor Engine Binaries,ThirdPar ty PhysX 3/ Win64/V5 20 15/APEX_ClothingPROFILE__x&4.dll
1/ windowsMoEditor Engine Binaries,/ThirdPar ty PhysX 3/ Wing4/VS 20 15/APEX_ClothingPROFILE_x&4.pdb
1/ WindowsMoEditor Engine Binaries,ThirdPar ty PhysX 3/Wing4,/v5 20 15/APEX_DestructiblePROFILE_x64.dll

Show unversioned files
Show externals from different repositaries

[l

5

-+, =PPHrrrtrHr"rP"frHPBEHEE
P I N B T T B I T B B B I T B R R e B R N I IS I R B s

=

0O00000000000000000000000000000000000
2. 2. .

O
E%E

Keep locks
Keep changelists
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2.5.3 QA

Ah, so you’ve been fasked with running a Quality Assurance playtesting session. Well you’ve come to the right place.
This doc is all about that QA, all about that QA.

When you first get to the lab, make sure to check in as a developer, and grab a pod. We will be needed 4 xbox
controllers, unless otherwise specified. You can get those from the same person you checked in with (the QA manager).
Please log on to all the computers in the pod. We will need at least 4 computers. If you intend on watching the play
session from and external computer, you will need a 5th computer. If you have not already talked with the team, please
inquire into if you are going to be recording the play session, this will be critical for later.

Finding the repo

Once you are logged onto a lab computer, you will need to pull any and all build changes. First off though, we need to
find our build repository. This is a special repo, which the QA managers have set up to pull builds from. (This is the
same repo which is pushed to when a build is made).

1. Find the build repo in C:/all2018-2019qa
i ThisPC » Windows (C:)

Marme

& all2018-2019qa

CocosCreator

Content Center Files
inetpub

Microsoft
MS0Cache
PerfLogs

Program Files
Program Files (x88)
PrograrnData
Python27
Python27amded
solidangle

Users

Windows

2. Navigate to C:/all2018-2019qa/capstone/capstone-2018-19-t5
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» This PC » Windows (C:) » all2018-2019ga » capstone » capstone-2018-19-t5

o

Mame Date modified Type

& 0.6.0 10/15/2018 3:08 PM  File folder
% 0.6.1 10/15/2018 5:08 PM  File folder
%, 0.6.2 10/15/2018 216 PM  File folder
% playtesting 101572018 3:08 PM  File folder
%  recorder 10/15/2018 5:09 PM  File folder

3. Observer there are the folders: recorder, playtesting, and a number of MAJOR.MINOR.PATCH folders
4. Find C:/all2018-2019qa/capstone/capstone-2018-19-t5/recorder/QARecorder-1.0.1.exe

I +» ThisPC » Windows (C) » all2018-2019ga * capstone * capstone-2018-19-t5 » recu:urderl

Mame " Date modified Type Size
&, obs 9 13 File folder
% profiles 9y 12 File folder
#  scene-collections 9 ;ma File folder
config.json 1 /201 Adobe After Effect... 3KB
é.[lﬁﬂemrder—'l.ﬂ.'l.exe I 9/27/2018 1200 PM  Application 32,289 KB

Pull our build

Now that we have found the build repo, we need to grab our latest build. If you don’t know it yet, please check with
the team as to the build version that is being tested.

Go ahead and navigate to the QA repo (should be C:/all2018-2019qa) and to our capstone folder (C:/all2018-
2019qa/capstone/capstone-2018-19-t5) in File Explorer. Then click on the empty space somewhere, and select the
dropdown menu option labeled “SVN Update” (if not, please panic to the QA Manager). This pulls all the build
changes for our builds only.
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» This PC » Windows (C) » all2018-2019ga » capstone » capstone-2018-19-t5

Mame Date modified Type
% 0.6.0 10/15/2018 :08 PM  File folder
&, 0.6.1 10/15/2018 5:08 PM  File folder
& 0.6.2 10/15/2018 316 PM  File folder
% playtesting 0/15/2018 5:08 PM  File folder
% recorder 10/18/201812:25 ...  Filefolder
View >
Sort by >
Group by >
Refresh
Customize this folder...
Paste
Paste shortcut
Undo Delete Ctri+Z
Open in Visual Studic
Give access to >
@ Git Clone...
[f Git Create repository here...
# TortoiseGit -
L= Hg Workbench
tﬂl TortoiseHg >
I i SVN Update I
@A S5VN Commit...
' TortoiseSVMN >
Mew >
Properties

Prepping the Survey

While all the computers are pulling (this may take a couple moments), we can prep the survey form.

1. In Google Drive, go to the team folder /QA/
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My Drive > 2018-2019 > Theleagueof Evil > QA ~

Name

Sprint 2

Sprint 3

Sprint 4

Sprint 5

Sprint &

Sprint 7

Sprint 8

Sprint 9

Sprint 10

Sprint 11

Sprint 12

Form Template &%

S#_Template_TestingPlan &%

2. Find the form template

3. Duplicate it
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View details

B sprint17
|_|:| Make a copy

B  sprint12 _
. Remove

E Form Temprave s

4. Rename duplicate to S<sprint #>_<day>_Form (i.e. S7_Monday_Form)

Rename

58_Thursday_Form

coce. [N

5. Move it to the appropriate sprint folder, or create one

3 sprints

B s8_Thursday_F.

£
=

6. Add the necessary questions (make sure to keep the default questions)
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| QUESTIONS RESPONSES I

Form Template

Session Name *

Test Number *

Computer Name ~

Recording Name *

THIS IS MY NEW QUESTION
Option 1

Add cption or ADD "OTHER"

7. Go to settings -> Get Prefilled Link

n]

© Multiple choice

[ ] Required © ) ¢

28
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|_|:| Make a copy

B Movetotrash

[c> Get pre-filled link

= Print

CLIY3 CLINY3 CLINT3 (L)

8. Prefill the default questions with “name”, “test”, “tester”, “rec

9. Click on Get Link
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Form Template

* Required

Session Name *

name

Test Number *

test

Computer Name *

tester

Recording Name *

recordingFolder

THIS IS MY NEW QUESTION *

(O option 1

Mever submit passwords through Google Forms.

10. Click on Copy Link

Share this link to include pre-filled responses COPY LINK

11. Paste in temporary txt doc
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https://docs.google.com/forms/d/
e/1FAIpQLSd7XRVPpCMILYV63SQOd11jD2L_XKAwVkxDTm-0QE468r27tw/viewf

orm?usp=pp_url&entry.1525197207=name&entry.1156168686=test&entry
.1970659808=tester&entry.544693983=recordingFolder

12. Replace field values with ${name}, ${test#}, ${tester}, and ${recordingFilename} respectively

https://docs.google.com/forms/d/
e/1FAIpQLSd7XRVPpCMILYV63SQOd11jD2L_XKAwVkxDTm-0QE468r27tw/viewform?u

sp=pp_url&entry.1525197207=${name}&entry.1156168686=%${test#}8&entry.19
70659808=%{tester}&entry.544693983=%{recordingFolder}

Launcher

We are using a special in-house software called the QARecorder. This is used to simplify the developer interactions
with testers, and can assist with the recording of gameplay. You can setup the recorder on just one computer (we will
setup the others in a moment).

1. Open the QA recorder exe located earlier

I » ThisPC » Windows (C) » all2018-2019ga » capstone » capstone-2018-19-t5 » recu:urderl

o~

Mame Date modified Type Size
&, obs gy File folder
#  profiles g/ File folder
#  scene-collections g/ File folder
config.json 1 Adobe After Effect... 3KE
# QARecorder-1.0.1.exe | Application 32,289 KB

2. Open the settings

.Qﬁﬁecurder
File Edit Window Editor

Minimize

Close

3. Import C:/all2018-2019qa/capstone/capstone-2018-19-t5/recorder/config.default.json
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B Settings

Tester Application OBS Recording Streaming

Name

Number

o]

Launch Display

4

]
Use relative path
Form Link
||Tllimrtl EXDUFti m
Export File X
“~ v P <« Windows (C:) » all2018-2019ga » capstone » capstone-2018-19-t3 » recorder w | O Search recorder pel
Organize = New folder ~ 1 @
Name Date modified Type Size
v b Quick access
B Desktop & obs File folder
% profiles File folder
& Downloat
. cre_collection File folder
=] Documer = config.defaultjson 0 812:53 .. Adobe After Effect... 2KB
&= Pictures # config,son Type: Adobe After Effects JSON dobe After Effect... 3KB
Size: 1.85KB
s3h Date modified: 10/18/2018 12:33 PM
@ Capstone
qa
@ recorder
@ This PC
¥ Network
Tormms v| JSON (*json) v

4. Paste the new link in the tester section field

https://docs.google.com/forms/d/

Lo

e/1FATIpQLSd7XRVPpCMILYV63SQOd11]jD2L XKAwVkxDTm-oQE468r27tw/viewform?u

sp=pp_url&entry.1525197207=%{name }&entry.1156168686=${test#}Rentry.19

70659808=%${tester}&entry.544693983=%${recordingFolder}
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B Settings

Tester Application OBS Recording Streaming

Name

Number

0

Launch Display

Userelative path

Form Link

I J=pp_url&entry.1525197207=5%{name}&entry. 1156 168686=3{test#|&entry.1970659808=${tester|&entry.544693983=4%{recordingFolder} I

Resetrr Import.ﬁ.

5. Update the name of the application to be “Sprint<sprint>_<day>" (i.e. “Sprint§_Monday")

B Settings

Tester Application 0BS Recording Streaming

Target Executable

32-bit 64-bit

C\3112018-2019g3\capstong\capstone-2018-19-t540.0.0'WindowsNoEditor\Capstone.exe

| Use relative path

\mportﬁ-

6. Change the paths of the application target to the appropriate version

2.5. Builds

33



Avarice Documentation, Release 0.4.3

7

B Settings

Tester Application QBS Recording Streaming

Name

Sprint3_Monday
Target Executable

Chall 2018-2D1‘?qa\capstone\.capstone-QO18-19-t.\/indowsNoEd itor\Capstone.exe

¥ Userelative path

Reseti \mport&

Export.t

B Settings

Tester Application 0oBSs Recording Streaming

Name

Sprint8_Monday
Target Executable

32-bit

C\all2018-2019ga\capstong\capstone-2018-19-t lindowsNaEd itor\Capstone.exe

| Userelative path

Resetir \mport&

Expﬂl’ti m

. Tell the QARecorder if you are recording gameplay or not

P
B Settings

Tester Application OBS Recording Streaming

v Enabled

Qutput Folder
C:\all2018-201%ga\capston\capstone-2018-19-t5\playtesting\0.0.0

| Use relative path

Filename Format

S{name}-S{test#]-Sitester}-S{YYYY}-S{MM}-${DD}-S{HH]-S{mm}-${ss}

Reseti Import&

8. If you are recording gameplay in this QA session:

EXDOI"C&- m
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(a) Change the recording path to playtesting/<your version>

B Settings

Tester Application OBS Recording Streaming

v| Enabled
Output Folder

C:\all2018-201%qga\capstone\ca ps‘tone—2018*19—t5\p\aytestin
| Uszerelative path

Filename Format

${name}-$[test#]-${tester]-${YYYY}-$IMM]}-${DD}-${HH}-${mm]}-${ss}

|mDOI't3: EXDOF'(* m

(b) Add arecording folder for your version

<« capstone-2018-19-t5 » playtesting »

Marme

&) 062

Pushing your configuration

Once you have setup the QARecord on one computer, you easily setup the others. First, we have to get the settings to

the repo, so other computers can get it.

1. Save all settings from the Settings menu in the QARecorder

B Settings

Tester Application OBS Recording Streaming

Name

Number

0

Launch Display
Use relative path

Form Link
https://docs.google.com/forms/d/e/1FAIpQLSd7XRVPpCMILYVA35Q0dI 1D 2L _XK4wVkxDTm-0QE448r2 7tw/viewform?usp=pp_url&entry

Reset & Import& Export.t
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2. Click on Export, and select the recorder/config.json in the repository

Ir
B Settings
Tester Application OBS Recording Streaming
Name
Number
0 -
Launch Display
i
Use relative path
Form Link
https://docs.google.com/forms/d/e/1FAlIpQLSd7XRYPpCMILYVE35Q0dI1jD2L_XK4wVixDTm-0QE4468r2 7tw/viewform?usp=pp_url&entry
Resete> Import& Export.t.

L= |
Export File X
&« v <« Windows (C:) » all2018-2019qa » capstone » capstone-2018-19-t53 5 recorder (VAR J] Search recorder 2

Organize = MNew folder =2 - o
Marne Date modified Type Size
# Quick access
B Desktop &, obs 118 12:07 PM F?Iefclclel
& profiles File folder
* Downloads . y
% scene-collections File folder
=] Documents =| config.default.json Adabe After Effect... 2K8
&=| Pictures # configjson Adobe After Effect... 3KB
.ssh
@ Capstone
qa
@ recorder
[ This PC
=¥ Network
File name: | config json o
Save as type: | JSON (*json) ~

+ Hide Folders

3. Go to file explorer and right-click. Then select the option “SVN Commit”

Save Cancel
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0.6.0 10/15/2018 5:08 PM  File folder
0.6.1 10/15/2018 5:08 PM  File folder
0.6.2 10/153/2018 5:16 PM  File folder
0.7.0 0/18/2018 1:13 PM  File folder
playtesting 10/18/2018 1:03 PM  File folder
recorder 101872018 1:13 PM File folder

View p

Sort by >

Group by >

Refresh

Custormnize this falder...

Paste

Paste shortcut

Undo Rename Ctrl+Z
Open in Visual Studic

Give access to )

& Git Clone...
[ Git Create repository here...

W TortoiseGit )

Ly Hg Workbench

<0 TortoiseHg >

i SVN Update

il M Commit...

) TortoisesVN >
Mew >

4. Commit to the svn repo with the commit “Update v<your version> config.json” (make sure you have both the
config.json and your new playtesting folder if you made one)
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2" C\all2018-2019qa\ capstone\capstone-2018-19-t5 - Comnmit - TortoiseSYN — O *

Commit to:

https:/ / pineapple.champlain.edu/svn/all2018- 2019ga/capstone/capstone-2018-19-t5

Message:

Recent messages

IUpdate vA.7.8 config.json I

Changes made {double-dick on file for diff):
Check:  All None Non-versioned Versioned

Modified Files Directories

recorder fconfig.json
playtesting/0.7.0

<

Extension  Status

Json modified
non-versioned

>

Show unversioned files
Show externals from different repositories

Keep locks
Keep changelists

Setting up other computers

2 files selected, 2 files total

Show log Cancel Help

Finally, we can setup all the other computers too! You should do the following on all the other computers.

1. Right click in the QA repo and do another “SVN Update”
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» This PC » Windows (C) » all2018-2019ga » capstone » capstone-2018-19-t5

Fat

Mame Date modified Type
% 0.6.0 10/15/2018 :08 PM  File folder
&, 0.6.1 10/15/2018 5:08 PM  File folder
& 0.6.2 10/15/2018 316 PM  File folder
# playtesting 10/15/2018 5:08 PM  File folder
% recorder 10/18/201812:25 ... Filefolder

View b

Sort by >

Group by >

Refresh

Custornize this folder...

Paste

Paste shortcut

Undo Delete Ctrl+Z
Open in Visual Studic

Give access to p
@ Git Clone...
[f Git Create repository here...
# TortoiseGit -

L= Hg Workbench
3 TortoiseHg >

If‘ SVN Update I

@A S5VN Commit...

' TortoiseSVMN >
Mew -
Properties

2. Locate and open the QA Recorder
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I +» ThisPC » Windows (C) » all2018-2019ga * capstone * capstone-2018-19-t5 » recu:urderl

Mame " Date modified

& obs 9/27/2018 12:07 PM

% profiles 9/27/2018 12:07 PM

#  scene-collections 8/27/2018 12:07 PM
config.json 10/15/2018 5:09 PM

o QARecorder-1.0.1.exe I 9/27/2018 12:00 PM

Type Size

File folder

File folder

File folder

Adobe After Effect... 3KE
Application 32,289 KB

3. Import C:/all2018-2019qa/capstone/capstone-2018-19-t5/recorder/config.json

B Settings

Tester Application OBS Recording Streaming

Name

Number

0

Launch Display

Use relative path

Form Link
m Impm—t: Expor’ti m
Export File *
“— v <« Windows (C:) » all2018-2019ga » capstone > capstone-2018-19-t5 5 recorder ~ O Search recorder 0
Organize = MNew folder EE o
Marme Date modified Type Size
# Quick access
obs File folder
[ Desktop - @ §
& profiles File folder
{ Downloads * % scene-collections File folder
[ Documents  # |5 (onfig.defaultjson Adobe After Effect... 2KB
&= Pictures # )& configjson Adobe After Effect... 3KB
ssh
@ Capstone
qa
@ recorder
& This PC
[_" Netwaork
File name: | config json o

Save as type: | JSON (*json)

~ Hide Folders

Cancel

Save
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4. Open the settings

.Qﬁﬁecnrder
File Edit Window Editor

Minimize

Close

5. Update tester name. This should be unique to each computer. Current standard is Overlord (if watching from a
Sth computer), and TesterA, TesterB, TesterC, TesterD.

B Settings

Tester Application QOBS Recording Streaming

Name

Number

]

Launch Display
Uze relative path

Form Link

https://docs.google.com/forms/d/e/1FAIpQLSd7XRVPpCMILYVE35Q0dI1jD2L_XK4wWVIxDTm-0QE468r2 7tw/viewform?usp=pp_url&entry

|mDOI't& EXDOT’YJ- m

6. For the test session, the trial # should always start at 1 - then just make sure all the computers remain in sync at
the start of each session (they increment when the reset button is pushed)
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B Settings

Tester Application Recording

Name

Overlord

Number

Launch Display

Use relative path

Form Link

Streaming

https://docs.google.com/forms/d/e/1FAIpQLSd7XRVPpCMILYV635Q0dI1jD2L _XK4wVixDTm-oQE448r27tw/viewform?usp=pp_url&entry

\mport& Export-t m

7. Save
B Settings

Tester Application QOBS Recording Streaming
Name
Number

0 -
Launch Display

=
Usze relative path

Form Link

https://docs.google.com/forms/d/e/1IFAIpQLSd7XRVPpCMILYVA3SQ0dI 1D 2L _XK4wVkxDTm-0QE468r2 7 twiviewform?usp=pp_url&entry

Ready to Test!!

Horray! You are ready to start playtesting. Please do a trial run to make sure all settings are as you would like and the
recorder does its job. When your trial run is done, please make sure the first round of testers are using Trial/Test # 1

(if you clicked Reset, this number was incremented).

42

Chapter 2. Using the docs



Avarice Documentation, Release 0.4.3

2.6 Documentation

2.6.1 Building the Documentation

So, you want to build the documentation, eh? By now I’d assume you’ve made some changes using Creating a Doc as
reference (HINT: Make sure you read over it at least once).

How are docs built?

The documentation is stored on GitHub.

temportalflux / AvariceDocs | =~ @ Unwatch~ | 1| KStar 0 YFork 0
¢» Code Issues 0 Pull requests 0 ZenHub Projects 0 Wiki Insights Settings
No description, website, or topics provided. Edit

Manage topics

D 13 commits ¥ 1 branch 50 releases A2 1 contributor
.| I |

Branch: master « New pull request Create new file | Upload files | Find file Clone or download ~

When changes are pushed to a branch, ReadTheDocs is notified via a webhook.
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Read the Docs

Projects =

AvariceDocs

oo N

Versions

latest Public m

Build a version

latest v

Build version

When this happens, it pulls the latest changes and builds the documentation internally. That then gets posted to the
site you are reading now (unless you have launched the site locally).

Can | view my changes without pushing?

Absolutely! You can use a process called auto-building, which launches the documentation on your computer (only
you can see this). When you launch locally, the docs are also automatically built every time you save a file in the repo.
This process requires a couple tools, having SourceTree installed (for usage of git-bash), and running some scripts.

1. Have Python 3.7+ installed
2. Run installSphinx.sh from GitBash
3. Run runDev.sh from GitBash

Now, when you save rst files in the docs directory, if you have open in a web browser, it will automagically update.
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Tell me how to publish my stuff for others!!

All you need to publish a document for this site is commit the the docs repo and push your changes to GitHub. This
will automatically build the docs that are accessed via the web, and allows others to pull the updates in order to build
your changes locally (like any other repository).

2.6.2 Creating a doc

Ah, it is time for you to write your first (or second or third for forty-second) document to add to this repository.
We embrace you with open arms (or thoughts if you don’t prefer hugs). By now, it is assumed you have a good
understanding of how repositories work.

The documentation repository is actually a submodule of the main project repository. It is found under the /docs/
folder. If you go in here, and look at the index.rst file.

You’ll see something like this:

Welcome to Avarice

Welcome to the one-stop shop for documentation on Avarice.

What is Avarice?

Avarice was/is developed by Ouroboros Creations, which was founded by a small group,,
—of seniors at Champlain College.

It is a four-player online or local couch competitive game,in which players compete,
—to collect as much as they can. To collect (points), they must find Greed to become
—the embodiment of Greed and destroy the world around them. If someone else is
—already embodying Greed, the three other players must work together to take them
—down.

Using the docs

You can use these docs as a guide to develop content for the game. A good place to,
—start 1is :doc: Project Setup </engine/setup>".

That is an excerpt from the homepage of the documentation! Cool, right?!

All of the documentation follows what is laid out in the ReadTheDocs docs and the reStructuredText primer.
1. What kind of documentation are you writing?

Does it have to do with Unreal Engine specifically? Consider sticking it in under /engine.

Is it a tutorial about how to make a specific asset/object or something having to do with the content pipeline? /content
would be a great place for it!

Maybe it has to do with the build/packaging process or Quality Assurance testing. If so, consider /builds.

Are you getting meta and using a documentation page to write documentation pages? Woof. /documentation would
be a great place for that spooky 4th wall stuff.

Is your doc about team pipelines or resources? /general is probably your place to go.

2. Making the doc
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Wherever you decide to put it, unless you are making a whole new category, the folder likely already has an index.rst
file. This is what tells the html file generator (sphinx) what its table of contents is and the generic details for that
category.

In the category folder, you can make your very own .rst file. These special files tell sphinx that it is a file worth
looking at. Go ahead and name one in an appropriate manner to what you are documenting (this document is called
/documentation/creating.rst).

3. What goes in a reStructuredText (rst) file?

First, a header. This is what appears in the sidebar and at the top of a documentation page:

This is my header

Second, add your content. Use other documents as references and the reStructuredText primer as a guideline.

Third, have fun with it! Documents are meant to be alive. Make them fun, or at least engaging, to read. Otherwise,
reading them is a pain is the frickin butt.
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CHAPTER 3

Backlog of docs to write

overview of the gameplay loop
Making a level
— player spawns & tags
— greed gem spawns & tags
how does networking work?
YOGURT & using it
main menu flow
pause menu flow
flow of other menus & how they work
ui: keybindings menu (control mapping)

ui: analytics opt-in system
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