Game Prototyping Project Plan

Initial Ideas
· Platformer – Level design [Z]
· Zombies [W]
· Jetpack [X]
· Phasing through enemies/objects upon dash
· Weight mechanic – you can’t jump as high or move as fast with high weight
· Jumping means you can avoid zombies 
· Objects you can collect are fuel and med kits[Y]
· Zombies drop ammo
· Zombies can also drop med kits
· Fuel and med kits can be dropped by holding v
	Task
	Time Estimate – Hours
	Effort Estimate 1-10
	Actual time
	Actual effort
	Status

	W
	4
	6
	8
	6
	Finished

	X
	1
	4
	12
	6
	Finished

	Y
	1.5
	4
	5
	5
	Finished

	Z
	0.2
	2
	11
	3
	Finished



Implementation
· Jump mechanic would be basic without a jetpack and would then consume fuel the longer you hold down space
· Dash mechanic with invincibility to prevent damage via zombies
· Hover mechanic (for different enemies and attacks)
· The med kits have weight to prevent the player from holding to 
· Some zombies may do more damage than others


	 
	Expected
	Actual
	Burndown Expected
	Burndown Actual

	Monday
	3
	5
	42
	40

	Tuesday
	2
	1
	40
	39

	Wednesday
	2
	0
	38
	39

	Thursday
	3
	0
	35
	39

	Friday
	5
	8
	30
	31

	Saturday
	5
	5
	25
	26

	Sunday
	5
	0
	20
	26

	Monday
	5
	0
	15
	26

	Tuesday
	3
	5
	12
	21

	Wednesday
	1
	0
	11
	21

	Thursday
	1
	0
	10
	21

	Friday
	3
	3
	7
	18

	Saturday
	0
	0
	7
	18

	Sunday
	0
	0
	7
	18

	Monday
	3
	5
	4
	13

	Tuesday
	2
	2
	2
	11

	Wednesday
	0
	0
	2
	11

	Thursday
	0
	0
	2
	11

	Friday
	2
	8
	0
	3

	Saturday
	0
	0
	0
	3

	Sunday
	0
	0
	0
	3



Burndown

Burndown Expected	Monday	Tuesday	Wednesday	Thursday	Friday	Saturday	Sunday	Monday	Tuesday	Wednesday	Thursday	Friday	Saturday	Sunday	Monday	Tuesday	Wednesday	Thursday	Friday	Saturday	Sunday	42	40	38	35	30	25	20	15	12	11	10	7	7	7	4	2	2	2	0	0	0	Burndown Actual	Monday	Tuesday	Wednesday	Thursday	Friday	Saturday	Sunday	Monday	Tuesday	Wednesday	Thursday	Friday	Saturday	Sunday	Monday	Tuesday	Wednesday	Thursday	Friday	Saturday	Sunday	40	39	39	39	31	26	26	26	21	21	21	18	18	18	13	11	11	11	3	3	3	



