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Game Title: Chain Reaction  Fallout (Revision Dec 7)
Nov. 27:  Game decided on as a group.  It will have radioactive debris falling from the night sky.  Player’s objective is to destroy the debris in the sky with a limited number of missiles.  The objective is to think logically because there is more debris than number of missiles, but when you hit a piece of debris a chain reaction is set off that hits nearby debris.  Explosion of debris will be based on size of debris.  The population number is the timer.  The faster you blow up all of the debris the higher the score.

Accomplished:  The idea and title of the game is set.  Prototype sketches of gameplay have been drawn.

Nov. 30:  Graphics for the game have been made, but then we come to realize that Batari Basic cannot support the graphics that I have made (.   

Dec. 2:  Sound and landscape are looked into.

Dec. 4:  Landscape might not be put into the game.  Debris cannot be of different sizes.
Dec. 7:  So much of the original plan has change so the game has changed almost entirely.  The new title is “Fallout” to represent the falling action of the blocks and the decline in your score as the blocks come down.  The level design has been made for 5 levels.  There will be 12 blocks on each level that the player is to shoot.  The objective of the game is to get the highest score.

Dec. 8:  The score doesn’t work the way as planned with decrements for misses and increments for hits, so we’ll have to just have a score for hits.  The amount of memory is limited and each level may not get the 12 blocks and we might not have space for 5 levels.
