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WHAT WENT RIGHT






1. We reached our fundamental goals for the project. Even though some of the original ideas weren’t a part of the final delivery, we still delivered a stable demonstration, both graphics- and gameplay-wise.  
2. We made good decisions on what to keep and what to cut without hurting the end result. More enemies and weapons would have been nice, but they were in no way essential.
3. The communication between the artists and the programmers worked out well and was a critical part in the projects progress. Many issues could be resolved quickly thanks to constant feedback in both directions.
4. The progress and result seized the interest of large Swedish game developers, which opened up opportunities for several members in the group.  
WHAT WENT WRONG





5. There were issues with both design and gameplay decisions. A group leader with a final say would have eliminated any conflicts of interest.  Decisions were left fleeting when no one wanted to have confrontation.
6. The ogre exporter for Maya proved difficult and cumbersome and made the pipeline a lot more complex than intended. This also caused all of the exporting to go through one individual artist, a risky plan that could have caused the project to go belly up.
7. The gameplay didn’t come out the way we planned due to the lack of a clear vision. 
8. As the deadlines crept closer we lost our focus on maintaining and following the documentation. This at a time where the documentation would have meant the most.
IF WE COULD DO IT AGAIN





9. We would have had a clearer group hierarchy with responsibilities and individual tasks.
10. We would have made more research around the capabilities of the entire pipeline when deciding on what engine to use, and not reject cheaper commercial engines with better support and tools.
11. We would have put more thought into a single gameplay feature to build the game around. This would have made it both simpler and more rewarding to work with.
12. We would have begun the implementation phase to test and incorporate the artists work earlier. This would have given us more time to work on actual gameplay and opened up a window to add more features.
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