	Name:
	Wobble by: Short & Stout Games®

	Development Team:
	Lead Zen Coordinator: Dominic Jonak (djj@andrew.cmu.edu)

Head Ball Tester: Chuck Szeto (cszeto@andrew.cmu.edu)

	Game Description:
	In this last man standing game, players try to stay on a pivoted platform.  They can accumulate power-ups to knock off opponents or manipulate the environment.  Eliminated players will still be able to interact with the environment.  The round ends when one or less players are remaining.



	Game Features: 


	· Single & Multiplayer modes with AI opponent options

· Dynamic map generation to accommodate player load

· Variety of power-ups

· Customizable player preferences

· Competitive scoring



	Technical Features:
	· 3d world with chasing camera view

· Realistic collisions and movement for game objects

· Client/Server networking with mid-game player connections™

· Keyboard & Mouse Input



	Implementation Plan
	· World state and map generation

· Rendering engine and camera control

· Physics engine

· UI 

· AI

· IP

· Power-ups and other game logic

· All game models, textures, animation, sounds, and other eye candy

The current implementation plan does not rely on any outside sources.  Although there will be use of an external toolkit for the interface.



	Schedule:
	Oct 31: Project Kick-off Meeting
Nov 10: Playable Game

Nov 17: Network and AI code Milestone

Nov 24: Power-Ups and game logic

Nov 27: Hand in Project Review ( Commence beta testing )
Dec 04: Feature Freeze ( Commence final testing )

Dec 13: Demo Project, win prizes, earn A+


