Zombie Infection 

Expectations 

We planned to have at least a hospital level and a street level after that, and at the end of the hospital level we planned on having a boss. We also planned to have a morphine shot that'd give you an extra boost in strength, and some animations for walking and slashing. Also to have sounds for all things you do in the game including some matching music.

Outcome 

We implemented the hospital, without a boss however, we implemented some graphics, not all we had planned though, and we didn't get a morphine shot. We barely implemented any sounds, but we got some music and slashing into the game at least. Though some of the sounds got done, a bit to late though.
The project's ups and downs 

We started out just fine, with the occasional project meeting and some decent planning. However it went a little downhill as time went along. We should've kept on having meetings, preferably at least every week, and there should've been more clear goals and milestones in the programming section.

Implementing sounds was fairly easy, but as we got started on it too late we didn't have enough time to implement too many and fine-tune them.

The graphical design was hard for a game designer, but we had quite decent outcome.

Double jumping was a real pain to implement, but after a few tries and tuning it back and forth it works. At the moment there's still the bug where you can reset the double jump by jumping on walls though.

Last Words 

We're actually quite happy with the outcome. It could've been far much better if we had planned out the project better and had some more discipline to follow that plan, but the outcome isn't too bad. It was a fun project and we're both looking forward to more projects, and now we will know what to do and what not to do.
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