Goal by Feb. 24th:

Main Task: Identify soldiers as enemy or ally and shot at the enemies.
We then created a list of events that we would like to have happen during the simulation.

By the 24th, we hope to implement the main task as well as the explosion. After that, we would like to work on tracking a feature (for an underload task). If that is completed, we would then move to the next event (the helicopter).
Prioritized list of events
1. Spot this Guy


a. shoot bomb-carrier before he/she reaches target


b. track/shoot a person in a crowd of civilians


c. track friendly undercover agent, mark “trailers” for apprehension


d. track/shoot enemy fleeing a scene (like an explosion)
2. Explosion

a. destroys local command post


b. fire on perpetrators as they leave the scene

3. Helicopter

a. player strafed by enemy chopper (duck!)

b. pick up or drop off people in a square or on a roof

c. people rope deploy off the chopper

d. friendly chopper as fire support onto targets player selects or “paints”
4. Tank

a. blasts a hole through a wall/building and rumbles through (combine with explosion)


b. snipe enemy tank commander in turret


c. use anti-tank rocket or grenades to disable enemy tank (rear or top shot)


d. report position to fire support or anti-tank team while under fire

5. Enemy sniper(s)


a. shooting at ally who can’t return fire


b. shooting at you (duck)


c. call for support (air, armor, or infantry) on untargetable sniper

6. Ambush of friendly troops

a. Rocket Propelled Grenade attack on vehicle column

b. Player in unique position to save column/neutralize ambushers
7. VIP protection/escort


a. cover VIP’s escape from an attack
Effects
1. Virtual tablet PC to communicate

2. Knock real/virtual object off roof (haptic)
3. Big speakers booming low end sounds
4. Real/virtual obstacles on roof to move around/hide behind (haptic)
5. Subtle breeze from being at height and/or airzooka type blast from explosion

