February 25, 2008
Sedohr: List of Who did What
The following is a list of which programmer did what. This also includes the artists that contributed to the game.

Engine:
· David Huynh

· Engine Design

· Graphics Core

· Composite Shaders

· Sprite Animation

· All Content Pipelines

· Physics

· Engine entities

· Camera

· Andrew Kane

· Input
· Rumble

· Brian Murphy

· Particle Engine

· Audio

· Anthony Reese 

· Camera

· Fonts

· Josh Wilson

· Engine Design

· Scene/Scene Manager
Game:
· David Huynh

· Player Mechanics
· Player State Framework
· GameStateManager

· Level Reader

· Objects

· Andrew Kane
· Projectiles

· Documentation

· Optimization & Memory Analysis

· Player Controls
· Brian Murphy

· Particle Effects on objects and weapons
· Sound Effects

· Music

· Anthony Reese 

· Player coloring
· Weapons

· Object coloring based on damage

· Projectile Manager

· Projectile Knockback

· Rocket Launcher Recoil

· Player Damage

· Josh Wilson

· Hull/ Hull Manager
· Black Hole

· Player States

· Game States

· Player Despawning/Respawning

· GUI/HUD

· Menus

· Healthbars/Cooldowns
· Rob Yates

· Game States

· Player/ Initial Player Mechanics
· Weapons

· Projectiles

· Documentation

· Optimization & Memory Analysis
· Playtesting Analysis

Art:

· David Huynh:

· All Level Assets

· Kalia Pickett:

· Player Sprite
· Todd Rushing:

· Weapon Sprites

· Colin Doody:

· Level Color Scheme

· Level Coloring

· Josh Wilson:

· Level Background (Black Hole and Stars)

· Level Platform Concept Art

· Anthony Reese:

· Title, Help, Credit screens background

· Win Screen

· Brian Murphy

· All Level Normal Maps

· Particles

· Hull Tile

Misc.:


Level Design: Josh Wilson, David Huynh, Brian Murphy


Documentation: Entire Group


Optimization and Memory Analysis: Rob Yates, Andrew Kane


Playtesting Analysis: Rob Yates
