
Introductions

• Adam Doolittle

• Bobby Avery

• Bryan Clauson

Our Team Name:
Effective Pancake (Blame Github)



Why Effective Pancake?
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Art Example



Mockup

• Boss on top
• Looping idle animation

• Quips, bad puns, etc.

• Piano roll on bottom
• Multiplayer (sidekick)

• Paths can branch
• Powerups on harder

branches

• Combo system



technology

• Input method = Real instruments
• midi

• Microphone AUDIO
• Realtime Fft analysis finds playing note

• Cluster analysis finds instrument by timbre (multiplayer)

• Virtually Any (tonal) instrument
• Even main menu can be navigated by whistling

• Art & sound features
• Sprites, animation, hierarchy (sprite 1 moves with sprite 2)

• Sfx, background music (duh!)



Questions?



Thank You!


