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_____________________________________________________________________________________





task name:	particle system, explosions and debris (final pass)


time scheduled:	5 days


time spent:	0


status:		not started





technical description (description of the task and what will be involved to complete it):





expand on and complete first-pass code to provide game-quality explosions and debris.


integrate wc4 bitmap explosions.


finalize data format for designer-configurable explosions. (like bullets ?). work with MED, andy sommers & designers. explosions can be "added" to objects.


qualitative &/or quantitative descriptions for explosions, e.g: "big particle explosion", "medium particle explosion with 10% chance of bitmaps", "small particle explosion with lots of generator particles", etc.


investigate use of  particle-system-specific memory manager, overloading new & delete operators.


allow for explosions / particles to be lights.


required: design team time.


required: some of andy sommers time. (MED integration).





checklist (what we'll see and how to determine task completion ):





general explosions / particle systems and debris that can be easily configured through data files.





comments:





since i may need to synchronize this work with others, perhaps i should work on the game option screen first.


_____________________________________________________________________________________











_____________________________________________________________________________________





task name:	game options screen (first pass)


time scheduled:	5 days


time spent:	0


status:		not started





technical description (description of the task and what will be involved to complete it):





work on / with save-game data format.


display menu screen of some user-configurable options.


accept various user inputs.


display options as user navigates menu system.


work on / with menu system data & code.


work on export class for user-alterable data. should this data exist in the menu system, or should it be in a separate export class ?


more menu code to support more extensive data format support of menu-alterable options.


more data-driven support of looks of menus ("cookies" as FORMs). 


i would like: input & feedback from design team.





checklist (what we'll see and how to determine task completion ):





resolution-independent game options screen on top of spaceflight.


some variables are seen to affect the game.





comments:





i'm ready for resolution-scaleable bitmaps.


_____________________________________________________________________________________











_____________________________________________________________________________________





task name:	langauge manager (final pass)


time scheduled:	5 days


time spent:	0


status:		not started





technical description (d
