Swarmongers Status Report 11/6/00

Functionally, Swarmongers is playable.  All 20 levels are there.  However, there are a number of changes in game-play that have been suggested by the group and some bugs that I’ve discovered.

· There is an odd bug I’ve discovered (at least on my home machine) where sometimes if you exit the program and run it again, the game will read some spacebar keystrokes that you didn’t make and at best skip a few intro screens, and at worst cause you to always be firing.  My guess is that this is probably memory-allocation related as is the next problem.

· The release build of the game chokes on startup.   These two problems may take awhile to track down (figure, conservatively, a half to a full week), but the first run of the debug run has never failed me yet and could be used for demoing purposes.

· There are times at the beginning of a level when enemies move at an insane speed and can kill the player before they can do anything.  This doesn’t happen that often, but it is disturbing when it does.  I have some ideas, but I’m not sure how easy to fix this problem will be.  I’m guessing one or two days to track down and solve this.

· Probably the most major change is to have waves of the enemy teleport in instead of just being there at the start of a level.  Implementing the mechanics of this shouldn’t be too hard, but it will mean spending time rebalancing the play.  Probably a week to two weeks to do this.

· There are things on level 20 that need work.  First, I need to make the other ships die in some cool fashion after the Dreadnaught is destroyed.  Currently, the pyrotechnics I use for the Dreadnaught blowing up aren’t very good either.  I may need some help with the pyrotechnics, but this item would maybe take one to three days. 

· The rogue warhawk should be made to seek out powerups.  Trivial implementation.

· Friendlies should maybe be made less effective.  Maybe this won’t be an issue when I have multiple waves of enemies coming in, though.

· It would be nice (though perhaps not essential) to have a high score board.   Figure one to two days for this.

