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FUNCTIONAL MINIMUM

e Shooter mechanics - Done
® Base enemies - Done
e Physics module interacting with enemy simulation - Done (Complex)

® One hand-crafted level - Done



LOW TARGET

e Spatial audio cues - Done
e Multiple hand-crafted levels - Three done without props

e Narrative integrated into player failure/death - Done



DESIRED TARGET

e Environmental hazards - One done

e Custom shaders for improved aesthetics - Done



HIGH TARGET

e More enemy variety - One added

e More weapon types -



EXTRAS

e Different environments/styles for varying levels - Simple Version

e Procedurally generated levels



CHALLENGES - VISIBILITY DETECTION

e Was using raycasts previously

e Switched to rendering-based solution




CHALLENGES - ENEMY SHADERS




CHALLENGES - OTHER

e Decisions about narrative elements
e Adding code to existing architecture

e Manually creating levels more time-consuming than initially thought



NEXT STEPS

e Balancing

e More items

e More hazards

e Level/enemy variants
e More story elements

e Procedural level generation?



DEMO



