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Initial VisionInitial VisionInitial VisionInitial Vision
• Simple yet extendible game idea

• Fun as most important factor!p

• Pl ers should c ll for re enge• Players should call for revenge



Game ThemeGame ThemeGame ThemeGame Theme
• Forgotten treasure deep in the jungle

• Guarded by y
Itzamna – the Mayan deity



Goal of the GameGoal of the GameGoal of the GameGoal of the Game
• Claim the lost Mayan treasure

• Outplay your competitors• Outplay your competitors

• Avoid the guard’s wrathful glare



ProgressProgressProgressProgress

M a r c hM a r c h A p r i lA p r i l M a yM a y



March 23rd – PrototypeMarch 23rd – PrototypeMarch 23 PrototypeMarch 23 Prototype



April 15th – First StepsApril 15th – First StepsApril 15 First StepsApril 15 First Steps



Challenges PhysicsChallenges PhysicsChallenges – Physics Challenges – Physics 



Challenges NatureChallenges NatureChallenges – NatureChallenges – Nature



April 20th – Interim ReportApril 20th – Interim ReportApril 20 Interim ReportApril 20 Interim Report



May 4th – Textured TerrainMay 4th – Textured TerrainMay 4 Textured TerrainMay 4 Textured Terrain



May 7th – Basic WaterMay 7th – Basic WaterMay 7 Basic WaterMay 7 Basic Water



May 11th – Alpha ReleaseMay 11th – Alpha ReleaseMay 11 Alpha ReleaseMay 11 Alpha Release



May 18th – Power-UpsMay 18th – Power-UpsMay 18 Power UpsMay 18 Power Ups



May 23rd – Evil ShaderMay 23rd – Evil ShaderMay 23 Evil ShaderMay 23 Evil Shader



May 24th – Power-Up VisualizationMay 24th – Power-Up VisualizationMay 24 Power Up VisualizationMay 24 Power Up Visualization



May 31st – WaterfallsMay 31st – WaterfallsMay 31 WaterfallsMay 31 Waterfalls



May 31st – WaterfallsMay 31st – WaterfallsMay 31 WaterfallsMay 31 Waterfalls



LIVE DEMOLIVE DEMOLIVE DEMOLIVE DEMO

Maya Jones in Action!


