
TARS WARS - No Hope



The Idea



First Person Shooter!
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Unique Selling Point?



Chaos!
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Guns II
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Abilities I
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Abilities II
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Character Design

Image source: http://interstellarfilm.wikia.com/wiki/Robot



Relation to Theme: High Contrast
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Technical Achievement: Networking
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Fast Paced Multiplayer FPS

Flexible and Stable Networking



Development Schedule

Date 15.5 16.5 17.5 18.5 19.5 20.5 21.5 22.5 23.5 24.5 25.5 26.5 27.5 28.5 29.5 30.5 31.5 1.6 2.6 3.6 4.6
Inshal Networking Backend: Movement and Shooting 24h one Arena and one Ability 16h

Presentation 
+ Document 

5h

Interim 
Demo 
Dead-

line

Georg
Networked  Level  Transition: 

Switching between Arenas
 without Animation 11h

Character Model + Animations 17h
Pick-up System for Weapons and 

Abilities 13h

Flo Client-side Movement System 15h
Client-side 

Shooting System 
5.5h

Health 
System 5h

two to three Gun Models 
with Animations 7h

Main Menu + UI 
7.5h

Date 5.6 6.6 7.6 8.6 9.6 10.6 11.6 12.6 13.6 14.6 15.6 16.6 17.6 18.6 19.6 20.6 21.6 22.6 23.6 24.6 25.6

Inshal

Creating More Abilities and Guns and refining all 
of them 17h

Audio 12h
Training Ground mode / Buffer 

Time 11h
Presentation 
+ Document 

5h

Alpha 
Dead-

line
Georg

Networked Level Transition: Arena 
Switching Animation 12h

Zombie Mode / Buffer Time 11h

Flo Level Design 12h
Matchmaking System / Buffer 

Time 11h



Thank you for your attention!


