Hitpoints

Powerup ideas:

Short invicibilty

Health

Reflect shield

Turret

Weapon

-damage

-speed

Armor/speed default weapon…defined by tank

Default + secondary

Levels of weapons increase power of weapons

Basic weapons has upgrades that make the weapon behave the same, but is more powerful, etc.  If it modifies a behavior, it modfies the behavior the same way each time.

Kill the kid in the blue plaid.

Primary weps power up, secondary fire is one fixed power level,but dramatically different from primary fire.

Tank

-hp

-weapons[1][2] 1 is static with chaging props, 2 has static props where the wep is replaced with each pickup.

-props

-status 1 status modifier at a time.  Faster move, invicible, invisisble, etc…replaces on pickup, lasts for X time, can’t pickup another until its time runs out.

drop your secondary to pick up your new secondary.

Primary weapon powerups do not change the basic properties of the weapon.

Tank+dropping weapon 2+picking up new weapon 2 = new weapon 2

Picking up same copy of weapon 2 maxes out weapon 2 ammo.

Effect class for tanks. Weapon has effect…bullet has effect, collides with tank, sez I hit with E effect, status says E effect does this, status tells properties what the hell is going on.  So bullet effect is filtered through the status before hitting the tanks props.

For drawing tanks… 

Tank-Draw-Status-Render

GAH!!!!!!!

Frag count over time…

Wheeeeee!

