February 9, 2008
Sedohr Progress and Issues
Milestone 3
Group Members and their current and completed responsibilities:

· Josh Wilson – Engine Design, Scene Manager, Level Construction, GUI (HUD), Menus, Game States, Black Hole, Player States
· David Huynh – Engine Design and Development, Level Construction, Graphics, Player Movement and States
· Rob Yates – Farseer Physics Engine research, Player Mechanics and Controls, Weapons & Projectiles
· Anthony Reese – Camera, Fonts, Weapons & Projectiles, Menu
· Andrew Kane – Input, Player Controls, Weapons & Projectiles
· Brian Murphy – Farseer Physics Engine research, Particle Engine, Sounds
The following are General Issues: 
· Check in of code that still had compiler errors or major bugs. We agreed that code must be tested for compiler and runtime errors before it is checked in.
· We have removed two features: item pickups and throwing objects in the environment. We felt these features could not be implemented and polished before the final deadline. However, we still plan to have environmental interaction.

· Concern was brought up that there was not enough time to implement the black/ and white holes. However, we agreed there was sufficient time implement them.
· Sound and music are being implemented at the moment. But this is later than we would have liked.

· Level design is also being reworked, but this is a slightly behind schedule.

· Artwork has been taking long than expected. Since our original team consisted of six programmers, we had to request the help of artists outside this class.
The following are Engine specific issues:

· None
The following are Game specific issues:

· Player weapon system had many bugs that had to be fixed. For example, the laser wasn’t detecting collisions properly. All known bugs related to the weapons system have now been fixed.
· Projectile manager was not reusing projectiles properly. This has now been fixed.
· Melee isn’t fully implemented. We have chosen to disable this feature for Milestone 3.
