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Introduction:
My part of the project is to make all the elements work together, also solve game play events. 

This is the first time I’m really introduced to the RTS genre, so I’ve got a lot to learn. 

Method: 
Statemachines: StateMachines comes in many shapes but the basics are almost always the same. My goal will be to design only one statemachine and reuse it in the game. 

Script: Ogre has support for LUA, and a lot of documentations for it to so I will use that. In all games, particular in an RTS game, scripting is very useful, especially when it comes to debugging AI.

CEGUI: Ogre has support for overlays, and with that you can build your own GUI by adding events to them and so on. But with some research I found CEGUI. 

My research mainly consist of look at other similar project and I have also read a lot in the book “Programming an RTS game with Directx”. To increace my knowledge about RTS games I’ve took some time playing a few, such as Commander&Conquer Red Alert 3 and Warcraft 3.

Result & Discussion:

Gameplay programming is probably the least well defined area of game programming and probably means something different to everyone. But as I said I think it is to make all the elements work together, and finding solutions for gameplay events.
During my time playing the games I realize that in order to get a professional look on the game, de small details are very important, such as graphics details when hover and marking objects and players. 

I also need to have the network part in mind we a design my structure, so it smoothly can be used for multiplayer. Can’t programming it as a singelplayer game, when it comes to statshandler and so on. That is something you also notice when you start to work we the AI team, “your” team can’t behave any other way than the rest, in order to make everything work smoothly.
Statemachines: We will probably use a stack, and hopefully we can use the same statemachine during the game. A stack because it gives us the possibility to have more than 2 states stored at ones, that can be useful when it comes to animation blending.  
Script: The documentation at Ogre wiki is great and will help a lot. The functions and support that LUA provides will be more than enough for our project.
CEGUI: Ogre got documentation and code examples for it so that’s good. It also support all the needs we got. We can do own imagesets so we can customize the GUI as we like.
It also has a own Wiki page with support.

But one negative thing is that I haven’t found a way to set part of a static image transparent. But I solve that by using Ogres own Overlay where you use a material, then you can use alpha blending and make it transparent. 
Reference:
http://www.ogre3d.org/wiki/index.php/Main_Page
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