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Postmortem

WHAT WENT RIGHT

1. The game is playable.
2. Each proposal was fulfilled.
WHAT COULD HAVE BEEN BETTER 

1. Using a finished graphics engine like ogre where we wouldn’t have to go create everything from the ground up, which took time, a lot of time….

2. Prototyping of a physics engine, as jiglibx later tuned out to be quite slow and highly unstable at high speeds.

3. More prototyping around other things in xna like the use of viewports and rendertargets, which took some time to find out how to make it work.

4. The collision handling was far from good enough to work as planned with the AI, for example it could only determine if a collision had occurred not how and where.

5. More features in the AI like personalities and more advanced control schemes.
6. Stricter guidelines and priorities.
7. Generally more work in the prototyping phase. Computing an optimum race line could have been done on prototype tracks as it turned out to take quite some time.
IF WE COULD DO IT AGAIN

1. Not use XNA, since it doesn’t have any good physics libraries which are suitable for a fast racer as USSR.
2. Not be stubborn and write shaders in pure code, use a shader creation tool like FX Composer from nVidia would have saved a lot of time.

3. Creating a better timeplan with task broken up into smaller components and analyzing dependencies better.

4. Stick to the timeplan better, focusing on the parts essential for other peoples progress first.

5. Use only the most basic and simplest physics imaginable like velocities and collisions since programming and controlling forces is hell on earth.
6. In detail planning of every aspect of the project, some parts are easily forgotten an can cause problems later on.
7. Cheat! Don’t make it more complicated than you have to. Keep it simple, stupid!
8. Dedicated project leader!

