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What went wrong?
Research about the Ogre-exporter, rigging and animation blending should have been more extensive. 

We could have planned the project better. Because of unforeseen issues, both visual and programming-based, time could have been used more effectively.
There are more to a real-time strategy game than many would think.

What went right?
We met all our deadlines.
The group could all work together in the same workspace.

Work times on the “office” where held.

Workflow between character-modeller and animator worked well.

The teamwork in the group was very good. Communication between programmers and artists worked very well and team spirit was high.

Because of the good communication between programmers and artists, placeholders for meshes and textures could be delivered and used quickly.
Naming convention for files helped much.

Thanks to our 2D-artist, we got a very nice GUI for the final product.

The project blog was updated frequently.

If we could do it again

Another work method would be used; scrum.

More research about above mentioned problems and similar games would have been made, for example what visual elements that will be needed for a real-time strategy game.
The game design could have been done better in the beginning. A more detailed design document would have helped gameplay programming a lot.

Some could have updated and committed the project more frequently.

Character concept didn’t really add up, forcing character modeller to redesign some aspects. A dedicated concept artist would eliminate that problem.
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