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Sej Online
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Key Features and Outcomes Architecture

Team Website and Further Reading

In this version of Sej:
● The user interface is ambiguous
● No persistent scorekeeping
● Only supports local multiplayer on 

one machine
● The graphics are barebones

Serpent StudiosTeam:  David Hermann, Johnathan Ray, Nick Shugrue, Nick Maxwell, 
`              Tyler Morales

Simple but 
attractive game 
space and user 
interface

Fully implemented 
Sej rules and
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Problem Overview

Challenges and Resolutions

Technologies Used

Syncing data Network variables, 
ClientRPC

Designing 
assets

Blender modeling, 
Unity Asset Store

Collision 
issues

Simplify the game 
space and objects


