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Desired Target - achieved or not?
● Character growth and new attack mechanics for larger character DONE 
● Camera adjustment to support feeling of growth DONE
● New model additions and refinement for the environment DONE
● Fancy in-game UI and HUD,  menus  PARTLY
● Map generation: whole map from scratch DONE
● Static enemy models like cars in the streets, enemy mechanics DONE
● First in-game sound effects for hits & environment MISSING
● Voxel particle effects for environment & character actions PARTLY
● Small control tutorial EXISTS, BUT...

   Full city level with destruction objective after certain growth, playable game rounds

DONE



Enemy Ai
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Design Changes - Godzilla



Design Changes - The City

Three categories: 

● Suburb

● Inner City

● Outer City



Design Changes - Suburb



Design Changes - Outercity



Design Changes - The City



The Goal



Design Changes - UI



Game Balancing



The Attack Set



Procedural Map Generation



Map Generation - Tiles
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Map Generation - Result



Tutorial



DEMO TIME



Questions?


