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       Post Mortem

CG artists:

  Lukas Grochowski

  Øyvind Lien

  Tomas Hillergren

  Mattias Utterström

Programmers:

  Anton Stenmark

  Oskar Andersson

Project task:

  Create a “first person shooter” game with the following requirements.

Exam/Deliverables

Delivered on a labeled CD in a DVD case with graphic design cover.

1. A playable demo of the game – with installer.


2. A players manual.


3. In game trailer, max 30 sec, for Quicktime 

4. Complete and updated documentation (in english) as follows:

· A developed concept description

· Design sketches

· Design Documentation 

· Time plan


5. Post Mortem document

Milestones

2008-04-01
Kickoff.


Groups will be announced.

2008-04-10
Design Documentation finished

2008-06-03
Delivery: Exam and presentation

Additional milestones may be added as the project develops.

Tasks and requirements:

Develop a 1:st person 3D shooter game with the following: 

1 Nebula engine and the Maya 7 integration shall be used
2 One enclosed room for each graphic student in the group. Must be designed and implemented by the student her/himself – aka “room owner”.
3 All rooms must be interconnected by a closed entry/exit opened by the player. 
4 Each room must be completely modeled, textured and lit. All components must be optimized for realtime.

5 Each room must also include at least one particle object and one animated object.

6 There must be a script level in your implementation with two way communication between native code and script.

7 Collision between player – world must be implemented.

8 Each room must contain different type(s) of enemies also designed and implemented by the room owner.
9 Game play parameters must be configurable by script (enemy numbers, power, enemy types, enemy speed etc).

10 The game must contain a HUD with at least a health bar showing the current health state of your character. At 0 you die of course.

11 There must be a splash screen and start menu

12 There must be complete sound/sound effects
See Spring project document for separate viewing.

Project kickoff 







2008-04-01

Groups were assigned and a meeting was held for the game idea. After a rough brainstorm for various ideas, planning began for the decided game. Design document was written together with sketches and a quick overview. The original idea was for a toy character to get off the island by finding various pick up-able objects and building a raft. After further planning the objects decided needed for the raft building, are pencils, thread, a hammer and a table cloth. 

The purpose of the project is to learn how to cope with the gaming industry pipeline and gain an understanding between programmers and CG-artists. There was no budget except for our own and no intended customer other than local viewing.
Project details

Final product size is estimated to be about 470 mb with only a few known bugs such as climbing on the walls “stickiness to the walls” and one known place with a collision hole wich allows a projectile to pass through the wall in boilerroom. Sometimes after finishing the game and immediately starting a new game either the monkey and/or pirate stop attacking.
  Software used:

    Maya 7 / 2008
    Adobe premier pro CS3

    Adobe Photoshop CS3
    Unfold 3d magic 4.0.0
    Turtle for maya 2008

    Nebula 2
    Fraps 2.9.4

    Audacity 1.2.6

    Crazybump 1.03
    Visual Studio 2005

    Tortois SVN (various versions)

All four CG artists used the listed programs to some extent. Some more for testing and research to see what worked best. Each one of us had the assignment of making a room according to the required expectations where we each included our own time schedule. We all did our own models expect for the door which we shared since we wanted a recognizable entry to all the rooms. All rooms are textured and lit by ourselves with a little help from each other of course for constructive criticism.

The progress of the project went smoothly without any greater obstacles and of course the time plan couldn’t be held to 100 % but other than that it went very well. We learned from previous experience that working in a nebula scene from start was not a good idea since this could result in some minor bugs or corrupted meshes, so we worked in a new maya scene all the time where we textured and lit the scene for later import. Everything went smooth from the maya transition to nebula. 
Our expectation for each of our own room turned out as we expected. We did have some problems with the lightmap and also found out that bump maps and specular maps doesn’t work if you haven’t got any dynamic lights in the scene, but that wasn’t a problem since it turned out very well anyway. We very pleased with some of the external programs such as turtle and unfold 3d magic which worked very well. We had learned from all the previous project and work what worked best for each one of us and kept to it. The workflow was much better in any previous project we have been in for us CG artists due to the fact of previous work and mistake we made sure that everything would be well planned and organized so there we no lose ends, and it turned out well.
What didn’t turn out so well or as expected was the planning of the whole group with the programmers included. Due to some other parallel project, which lead to some time planning changes. And of course the usual software bugs and malfunctioning that occurs without explanation. Also some bad influences from nebula which isn’t the best graphical engine to work with. We feel that it is outdated and should have been replaced with an engine with better documentation and tools. The workflow on the programming side of the project was not very fluid due to Anton’s involvement in another project combined with Oskar’s inexperience with C++. The final two weeks of the project were hectic but it turned out alright. We felt that we took on a very good project plan and idea without risking to much and spending whole nights working. In the starting phase however, we felt that there was very little time spared for the design document and sketches since this is the backbone of the whole project it should have been at least 2-3 more days to allow thorough planning.

During the whole process risk managing and developing new ideas for the project were much under control. We did have a wish list but we didn’t include much of it due to the lack of time. We did explore new software as mention earlier in the list of software where turtle was added very late in the project as one example. Also research and help from other members from other groups as well. Our plan from the beginning was that we should take on such a big assignment that it would get out of hand. And therefore we could concentrate on making a good graphical game with good content and live a normal life without spending weekends in school, which we think turned out quite well. We learned a lot during this project due to the fact that we took it slow and investigated. We took all our previous knowledge and mistakes and made sure it would go as smooth as possible. There were a few unexpected events that took place during the final week but we always had a backup plan and had to se that instead. So all the time we placed on planning payed off.
Conclusion

So what is the conclusion of this spring project? 
We feel that it was a good exercise with good guidelines to fallow and requirements. The only drawback is the nebula engine which is out of date and should be replaced. In the future more time should be placed on sketches, ideas, planning and research. This was made very clear when the design document failed and you would have to come up with something very fast in order to stay on track. Other than that the exercise was good. It taught the value of optimization and planning, research and sketching. It also taught us how to cooperate between CG-artists and programmers and our different views on games. It gave us a good base for us to build a better workflow and to expand our current knowledge.
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