Post Mortem Documentation; Game Project 2008 (SG3)
Overall Process:
We have been working away for approx. 8.5 weeks. We have been inspired, stressed out, and now finally; relieved. We have all worked hard and now we can finally breathe normally again.

We started out as a group of 6; 4 CG and 2 GD, however making the finish line we are only 5 left. One CG member decided not to take this course right now. It probably made the workload on our GD’s a bit lighter, so although we would have liked him to be a part of this with us, it probably wasn’t all bad for the project itself.

Some game play have developed or changed with acquired knowledge on what is possible and not for the time set for this project. The tower lost some movement to its stairs and the gallery lost the ability to walk on the walls, just to name a few changes. Overall though, the feeling and most of the game play and design stays true to the original concept.
What went well?
· Great group effort. 
· Fun concept
· Overall communication between GD and CG has been good. Few and only very small conflicts arouse during the project.
· True to concept; although some changes have been made, and most of them are probably for the better, the game is still true to the original concept.
· Finished the game.
What did we learn?

· Puncture lists are a very efficient way to make a document easy to read.
· We are already fully capable of making a game.
· Organizing groups and names.
· Collision meshes can’t be animated (at least not with these tools).
How would we change the process of the project if we could do it over again knowing what we know now?

· Better preparation for game developers. This project was not so much a way to apply already acquired knowledge, but more a crash course in a new programming language. This in turn limits the game developer’s ability during the concept process to judge what a reasonable workload is for the estimated time.
· Have more preparations and backup plans ready for when things of the kind we can’t control decides to step in. (personal drama etc.)
· Less ambition. A good concept easily sweeps you away, and in our case the pressure and the expectations got maybe a little bit high at some points.
· Communication. Even though the overall communication was good, more meetings could have given a better understanding to how the “other side” is doing, and more importantly, awareness to the struggles the different areas have been facing throughout the process.
