












E: Everyone, A: Aniruddha Est. Time Draft Proposal Prototype Interim Alpha Playtest Demo
F: Frederik, T: Tim (hours) Feb-25 Mar-4 Mar-11 Mar-18 Mar-25 Apr-1 Apr-8 Apr-15 Apr-22 Apr-29 May-6 May-13 May-20 May-27

Game Idea 4 E
Game Proposal

Rough draft 6 E
Final 3 E E

Physical Prototype 10 E

Basic Game Environment
XNA Setup 0.5 E
Learning XNA 8 E
Map Setup (basic) 4 T
Camera Setup (basic) 4 T
Add Players 4 F
Add obstacles 4 A
Resource (Humans) generation 4 A

Functional Minimum
Map using heightmaps 4 T
Basic player movements 3 F
Rally/Release Dreams 5 T
Spawn Dreams 5 A
Winning/Losing 5 A

Low Target
Collisions 7 A A
Dream Attraction+Neutralization 10 T
Throwing Dreams 7 T
Obstacles (Fixed) 10 A
Morpheus and Phobetor 3D models 10 F
Sleeping Humans: 3D models 7 F
Animated Players 10 F

Development Schedule: Task Breakdown and Timeline



E: Everyone, A: Aniruddha Est. Time Draft Proposal Prototype Interim Alpha Playtest Demo
F: Frederik, T: Tim (hours) Feb-25 Mar-4 Mar-11 Mar-18 Mar-25 Apr-1 Apr-8 Apr-15 Apr-22 Apr-29 May-6 May-13 May-20 May-27

Desired Target
Effects of carrying Dreams 5 A A
Dreams Animation and Shader 5 F
Walls 15 T
Map textures 2 F
Background music 2 F
Sound Effects 2 F
Game Menu and Help Screen 4 F

High Target
Obstacles (Random) 10 A A
Throwing (parabola) 7 T
Angled camera 2 T
Clouds 10 F

Extra
Fog of War 10 A A
Special Powers for player characters 10 A
Physical Cloud Simulation 15
Dreams: particle effects, implosion 10

Management Overhead
Proposal Presentation 5 E
Interim Report Document 10 E
Interim Report Presentation 5 E
Alpha Release Document 12 E
Alpha Release Presentation 7 E
Playtest Document 10 E
Playtest Presentation 5 E
Conclusion Document 10 E
Final Demo 10 E
Final Trailer 12 E


