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Simple boat model e
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Steering

1 player

Camera setup

Basic map (water and islands/boundaries)
Checkpoints/way control
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Split screen

Up to 4 players

Basic menu

Sailing boat models

Rigid-body handling, collisions
Ambrosia (energy)

HUD (Head-Up Display)
Offensive God properties: logic

2.1.3 DESIRED TARGET

Shallow water

Sleeping

Graphical menu (God selection, boat selection)
Shading

Subjective God properties: logic
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