Joel Marklund & Johan Waldemarsson

Group 5
LTU Skellefteå 2008 LP4

Group 5 – Bootheads Bloody Revenge
Expectations

We wanted to make a 2D shooter with a macho dude with a big minigun shooting down teddybear and fuzzy enemies. The plan was to make at least 3 levels, the starting one a city level, next a forest level and the last one a beach level. 
We also wanted to have some puzzles to solve, requiring the player to put the minigun away to be able to carry and throw items such as crates. There was also ideas for making ladders, buttons and levers to activate doors, traps or whatever.
Final Result

The final result became pretty much what we wanted it to be. A silly 2D shooter were you shoot down fuzzy enemies with a minigun, but with less puzzles than we wanted the game to have. 
Dropping your minigun isn’t possible either, but we fixed the carrying-objects part by only using hollow objects such as crates/garbage cans and when the player picks one up, the upper body disappears (and you can’t jump and shoot) as if the player is walking around with the object protecting him. Another thing we didn’t plan to implement is the breaking windows spewing out enemies.
What went good?

We had a good teamwork in our group. Good ideas came easily and we both had great motivation. Programming went well for most of the time, and was very easy to learn.

We’re both satisfied with the final result as it pretty much is what we thought to make in the first place. One thing we really like is the breaking windows spawning enemies.

Both of us have learned a lot from this project.

What went bad?

In the beginning it was hard to find documentation and learning material for the programming, so that took some of our time. Programming overall went great, but sometimes there’s these small annoying problems that you later realize is just a small typo or whatever small thing. There also were some torque-related bugs here and there.
There were some similar problems graphics-wise, it took a while to get used to the painting tools. 

There are also a few more things that could have gone smoother, but this is after all our first game project and we aren’t that experienced yet. One example is the planning, we had planned to use ~1 week for level design but that was done after two days.
What could we have done better?

We could have had better teamwork at the beginning of the project. If we had sat together at school instead of working home we would have had a lot of more time to create more levels and to make some extra features and functions. 
Another thing is the blogging, there is some periods (up to two weeks even) when we didn’t blog at all. We were working of course, but just forgot/was too busy to write in our blog.
