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Swap – Post Mortem
The project is about to end and now is the time to review what has transpired during these weeks. 

Expectations

We expected to make a platform game with 4 levels and a final boss. We wanted different weapons apart from the SWAP gun. We wanted sound effects and music throughout the game. And we of course wanted it to be fun.

Outcome

It became a platform game with 2 levels, no boss. We underestimated the work needed for every level. The only weapon available is the Swap gun. Music and effects are in place however, and it IS fun. 
What went worse/better than expected?

Our programmer was one of the few people that had a positive attitude towards Torque. As soon as the designers began with the design document he started working with Torque, going through different tutorials and methods in order to start with more than just basic knowledge.

So instead of fighting against Torque our programmer could direct his attention towards the actual programming.

Everything didn’t go completely smooth though; there were a few glitches with Torque that caused some annoyance but nothing major.

Making the graphics was a much bigger chore than we first envisioned, just making decent-looking animations was very time-consuming. Also it was a lot easier to spawn ideas than actually implementing them, and as the deadline crept closer we had to kill our darling ideas one after one. 

Music and sound effects was a lot easier to get a hold of/implement though. There are a lot of free-to-use archives out there with amazing sound libraries. 
Last words

We are happy with the outcome of the game, though the timeframe was pretty tight. It would have been fun to get another week or two to finish things up. But a deadline is a deadline and we had to modify our game in order to meet it. 

We are happy with the group setup and we felt everyone performed well in their role and look forward to future projects! 
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