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Ran the different functions with the TA with pictures/drawings
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Explain
Conclusion
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Introduction
This deliverable shows the development of our initial prototype design. It includes prototype
details, plans, and analysis. Along with that, we review the vital client feedback that helps us
improve the future plans of our prototype.

Prototype Details
In the first prototype, we programmed in interactive functionality and became comfortable with
the unity software. We placed the living room asset into the software, and we added interactivity
to some elements inside, including the ability to pick up and throw the can. We added it to two
different elements, a can and a bottle, and have tested them. We will use the room as our first
setting for our video. The main focus for this prototype was to become more comfortable and
master this software and interactivity.







Client Feedback
Our presentation showcased our two settings and although they liked the idea of the tunnel,
they were concerned that having two settings would be overly ambitious. Not only due to it
being more difficult to model, render and implement but it would also affect the theme we were
going for. We decided that their feedback would help us in the long run, so we decided to
abandon the tunnel idea as it had limited potential and since we had already bought assets for
the overground portion.

The theme we had previously was to highlight the shift in society by showcasing the transition
from a relatively normal residential home to an underground tunnel isolated from any danger.
And that the tunnel was the safe place while the residential home was the dangerous place. The
clients had expressed their fear that we could not explain and emphasize this theme through our
story in the short time we had, and they were probably right. We decided that the theme was the
most important part so we cut down on the story and the setting to prioritize spreading our
message. Something we always wanted to talk about was the unpredictable nature of the robots
and how that was the main issue. The autonomous weapons have a lot of power, but they are
not perfect as they cannot exhibit complete justice and they can undergo glitches. This could be
demonstrated very well with the assets we have bought and sets up well for the next prototype.

Conclusion
Prototype 1 features an underground environment, reflecting the adjustments civilians make
while co-existing with killer robots.The design of this environment was guided by client feedback
and our criteria. Post-testing, the environment proved to be functional and realistic, marking the
success of Prototype 1. As we continue, our focus shifts to Prototype 2, which will develop VR
capabilities, a critical element for an immense user experience. The testing and presentation of
this feature, in line with our Prototype II test plan, will be part of our upcoming deliverable.

Updated Test Plans
Test
ID

Test Objective
(Why)

Prototype
Number

Description of
Prototype used
and of Basic Test
Method (What)

Description of Results
to be Recorded and
how these results will
be used (How)

Estimated
Test duration
and planned
start date
(When)

1 Evaluation of
VR functionality

1 Test that all
relevant controls
and interactions
function.

VR functionality has
been fully
implemented. Minor
adjustments on
player size must still

March 4-6



be done.

2 Evaluation of
VR
Environment
design

2 Gather feedback
on the
environment
design from
potential users.

Not yet done March 10

3 Evaluation of
character
implementation

2 Verify that the
character models
function as
intended

Not yet done March 11-17

4 Evaluate audio
and dialogue
implementation

3 Test that all audio
and dialogue is
implemented
properly.

Not yet done March 11-18

5 Story
Evaluation

3 Gather feedback
on the story once
it is fully
implemented.

Not yet done March 18-24

6 Final Review Before
Design
day

Gather final
feedback for the
finished project.

Not yet done March 24-31

Updated Bill Of Materials

Bill of Materials
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