Term (one month) project for COSC 457  
Computer Game Programming FALL 2014
Groups of 1, 2 or 3.  Game will be demoed and evaluated by the class the last week of classes.
The launched game should be able to entertain a player for at least 2 minutes (this is to prove the concept).  The player should be able to end the game and see the scores at the time he ends it.
Minimum specification:  The game must

· Have at least three scenes (one of which can be the ‘title/instruction’ scene).

· Allow the player to ‘achieve’ the different levels.

· Have at least one object that is deactivated/destroyed during the course of the game.

· Have at least one game object that is activated/created/spawned during the course of the game.

· Have at least one NPC.

· Use random number generation.

· Have at least one smoothly rotating or revolving object with one or more collision detectors.

· Have at least one asset downloaded from the web.

· Have at least one button the player uses during play.

· Have continuous feedback to the player, so he knows how well he is doing during play.
· An end to the game, which can be forced by the user (e.g., via a button), with scores reported to the player.

· Have appropriate sound effects. Use at least two different audio clips.

For those who want more specificity:

Implement a putt-putt golf game with at least three greens. Try to make each hole par 1 - 4. 

Green 1: Rotating windmill. The vanes of the windmill can push the golf ball out of the way while the ball is moving. Or, if you want, when a vane hits the ball, the ball can be repositioned at the start of the green and a stroke is added to the user score.

Green 2: Gravity warp: The hole is at the bottom of a conical (or spherical) shape. The hole can change position while the ball is rolling. There are no hazards at this green.

Green 3: Bull’s eye: The hole is at the center of a bull’s eye.  There are four holes surrounding it (in the outer ring), that are hazards. I.e., when the ball goes in the wrong hole, add a stroke to the user’s score and reposition the ball at the beginning.

The player has a putter that can control ball direction; controlling ball speed is optional. The player can hit the ball only when the ball is stationary. 

There is a raven, that swoops in occasionally while the ball is moving at a random time/green and steals the ball. The score for that green is “dnf” (did not finish) or, if you prefer, 100.

The ball and putter and dimensions of the greens should be consistent throughout the game play.

Keep track of the score while the game is progressing. As in golf, the lower the score, the better.

At the end of play, display the score for each hole and the total score. 

