Obstacles:


Obstacles will appear on the board as aggregated triangle meshes.  These will move either randomly or as missions are completed to block off and uncover different ramps or areas.  These could also be used to change the direction of ramp forking or temporarily trap the ball in certain locations.  We will also include bumpers, both round bumpers and flat bumpers on the walls.  These will have the ability to add velocity to the ball when collided with.  They will also possibly change the direction of the ball.  Finally we will have pure collision detectors both on the ground and on the walls.  These will simply have a predetermined action when they detect a collision with the ball.

Lives:


Each user will start out with three lives.  A life is lost when the ball drops below the flippers into the hole.  Opportunities to gain lives will be available either as mission rewards or after gaining a certain amount of points.

Scoring/Advancing:


Missions and mission objectives will provide most of the scoring opportunities.  Rewards will be given for completing these objectives.  Most of the missions will be timed to prevent the player from becoming stuck in a mission permanently if he cannot complete it and to add a sense of urgency to the game.  As missions are completed the user will advance through the storyline.  A smaller amount of points will also be given when hitting different obstacles such as bumpers or collision detectors.  A high score table will exist to track at least the top ten high scores.  This will be saved to disk so as not to be lost when the program is closed.
