New Layered Development Schedule: (completed components are in bold) 

	DUE DATE
	LAYER
	COMPONENT(S)

	January 30th
	Functional

Minimum
	Map:  working navigation system

Battle: working engine

	January 30th
	Low
	Map: Enter/Exit Maps

Map: Interact with the map using doors

	February 18th
	Functional

Minimum
	Battle: overhaul of existing engine is running

Overall: Battles can be initiated at random from map

	February 18th
	Low
	Battle: Enemies fight back

Battle: FIGHT command for party members

Menu: Check characters STATUS

Menu: Use limited ITEMS

Menu: EQUIP characters with weapons and armor

	February

18th
	Desirable
	Menu: Individualized characters 

Menu: characters equip different set of weapons and armor


	DUE DATE
	LAYER
	COMPONENT(S)

	March 1st
	Low
	Overall: save game to external file

Map: maps accessible from external file

Battle: stats update to/from external file

Battle: stats/equipment factor into battles

Map Editor: Interface displays maps

Story: a limited story for the adventure is written

	March 13th

	Desirable
	Map Editor: Editor loads a sprite set

Map Editor: output a map in assembler format

Map Editor: loads a map from an assembler map file (*.map)

Story: story is edited and finalized

Story: list of enemies and map design mockups

Map: new graphics based on story

	March 29th
	Desirable
	Map: new maps designed on editor based upon story

Map: Dialog between party members and NPC

	March 29th
	High
	Overall: text based Shops implemented

Overall: economy (gold from battle, gold to shops)

Battle: Gain experience, level up, and get money or items

Battle: ITEM command in battle

	April 12th
	High
	Battle: MAGIC command implemented

Menu: use white magic on menu screen

Map Editor: can enter information about a tile for tables (treasure chests, doors, etc.)

	April 12th
	Extra
	Scripts: basic high level script tools for prototyping a story

Battle: enemies can use magic

	April 27th
	Desirable
	Extensive play testing and work on video presentation


