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360 had a creative dream; Hull Umversné had

a talented team. Given 24 hours, no eleep and/ﬂ
3 chedload of catfee and wetant noodles, @ -
could we create the dream videogame?
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Here on 360. we know all about games. We've put in more than 1,500
collective hours on Call Of Duty, got the ‘Seriously..." Achievement on
Gears Of Warand started a new user account just to get it again. We've
cancelled into Ultras on anybody's ass who dared take us on at Super
Street Fighter IV, and we've grazed the top of the Forza leaderboards for

over ayear.

Thus, we decided we were brilliantly placed to move onto the next step: creating
our own game concept and wowing the world with our excellence in every field of
electronic entertainment.

The plan: a full 3D game based around the concept of golf... but on an epic scale.
Smash orbs from atop skyscrapers and carve holes through time, space and reality.
Battle through world and history chasing an evil scientist, with only your trusty nine
iron standing between you and the dissolution of eternity. It would be Crackdown

e meets Gears Of Warmeets Tiger Woods PGA Tour— we would make it, and it would

be good. And it would be made in a mere 24 hours.
Just how hard could that be?

Briek

In all seriousness, the idea of the exercise was to see just what could be turned
over in 24 hours using nothing but the XNA programming environment, and, in
addition to our own design and gameplay concepts, the collective talent and

/ enthusiasm of those who knew how to write code in it. The University Of Hull's
Department of Computer Science kindly assembled 15 competing teams of
willing student programmers, and we, in our eternal wisdom, showed up to ‘help’.

4 The ultimate marriage of creative spirit and technical prowess, or a daylong disaster
3 just waiting to happen? It was going to be fun to find out.

The students had been given a certain amount of prep time for the week preceding
the event. Lecturer and Microsoft Most Valued Professional Rob Miles had provided
lectures on some key aspects of an approach to the game, our ambitious full 3D
open-world ‘rooftop golf’ idea already boiled down, in the interests of necessity (and,
in fact, reality) into a two-dimensional, side-scrolling endeavour not unlike iPhone
staple Angry Birds. On top of this, Rob had suggested (though not everybody took
him up on it) that students tilise a free plug-in physics technology known as Farseer

in order to cater for all the ball-flinging hijinks.

Peter Gothard

All that remained, beginning at 11am on a Saturday and finishing at the same time
the next morning, was for these 15 plucky teams to each try to produce an Xbox 360
indie game of worth and originality. The project deemed to be the most playable
{ videogame at the end of it all would be declared the winner. Easy.
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Curve of Fursur

Members: Liam Stockwell, Gareth
Andrews, Antony Nunn
B The brave foundation course trio can be
credited with two accomplishments in the
contest. The first was the most literally ‘cheesy’
Ach ball, a ch

house and a

cheese landscape. We could almost taste the
congealed milk, but the real triumph was such a
sleek attainment of the brief. Fire the ball at the

CH

Members: Chris Hoyle,
Kristian Fenn, Christophe
Lionet, Chris Wickens
M The four flavours of Chris
planned an arty, paper
Ppuppet-esque graphical style
for their golf game, charting
the demented adventures of
a depressed businessman
going all Falling Down on
a particularly bad day. The
reality was several bits of
games that, for technical
reasons far beyond our
understanding, could only
operate on three separate

P , but not togeth

That doesn't count as
multiplayer, guys.
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house, and the house falls down. Done. Simple,
effective, but unfortunately about as much fun
as an all-night Bid Up TV marathon.
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LeSt 4 Dey

Members: Matt Taylor, Craig
lland, Peter Brooksbank
John Dixon
M Incredibly aptly named,
we found this team all-but
forgotten in a side-room on
Sunday morning, by which
time it had crafted a hilariously
Terry Gilliam-esque take on the
demolition theme, major London
landmarks crammed onto a rock
as satisfying potshots were
taken with full aiming meters.
No frontend, but we were just
impressed the team survived
the dozens of Pot Noodles it
devoured during the night.

-Saturday,

hen we arrive, most

further than ‘do loops' in the lectul

teams are already so that to a game is a rather big step.
installed in the labs, But we'll see.” But you're still going to

i-' some working with make the best game, right? “Yes. Of
their pimped-out course.” Excellent.

home PCs, replete with stickers and
carry handles, and others slumming
it with the department development
machines. While everybody looks
bright-eyed and bushy-tailed, one -
team is already visibly quaking in fear,
squinting uncertainly at the screens in
front of them.

“We don't really have a clue what
we're doing," admits Rusty Spoons.
“We're all first years, so we've only
been doing it a few weeks. It's all new
to us. We're just working by the book,
basically.” Quite literally by the book.
Clutching Rob Miles' own tome on
the subject, Alex, Josh, Heather, Miles
and Thomas are leafing cautiously
through it, page by page, apparently
attempting to learn XNA as they go
along. "Is it even similar to anything
you've worked with before?” We ask, in
mild disbelief. “Um... no!” they gamely
admit. “It's a bit like what we've been
learning, but we haven't got much

Not every team is so green, mind.
Secluded in a dark comner of the lab,
the mysteriously named Stealth Team
comprises solely of Harry Overs, a
student with a couple of years' study

apreviously released Indie
Games high-definition port of Pong
already under his belt. His approach
to the competition is rather unique
— catching the pre-released tech
hype of the upcoming Windows
Phone 7 and coding his own touch-
controlled version of Destruction Golf
all ready for Microsoft's brand new
smartphone Marketplace.

It's smooth and it's clever, but it's
not all going swimmingly. Even though

Harry knows what he's doing, it
appears that, in his opinion, someone
at Microsoft might not have done. “I've
had a couple of problems with getting
some vertices to draw in it,” he tells us,
as half-drawn boxes flail confusingly
around a blank screen. “It doesn’t
really like them very much; it's a newer
version of XNA, and they've changed
alot of things without telling anyone,

"The ultimdte marriage of creative
spiit and technical prowess, or 3
da long deaster wal'-l;mg to happen?

and nobody knows how to do it." As
we make our way around the lab, we
start to hear this a fair amount - the
XNA environment has been recently
upgraded, and is often leaving
everybody at a loss. What to do?
C4 has its own answer, but it's
a controversial one. So-named
because, remarkably, every one of
their four members is named Chris,
the team's decided to tackle the risk
of coding woes by simply ignoring it

altogether, busying itself instead with
cutting out eye-catching characters
from bits of paper and scanning them
into Photoshop. So far the team’s got
an excellent paper protagonist named
‘Sam the Depressed Businessman,
and a variety of hand-hewn bridges,
super-deformed London buses and
lovely spherical trees. Another Chris,
meanwhile, who's supposed to be a
level designer (“I can't design levels,
because there's no level editor yet!”
he craftily smiles) is busying himself
with a freeware synthesiser program,
declaring himself 'sound guy’ after
amere two hours of ‘professional’
experience. We creep away quietly,
because we can see some actual
physics going on elsewhere.
Freeside is a team apparently
grabbing this challenge by the
horns. Casey, self-elected team
spokeswoman, fills us in. “We've
been thinking about things like the
Worms games, so we're going to
have everything on one screen, have
atower of blocks at the end, and you
score points for knocking bricks off,"
she enthuses. And every 5-10,000
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