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Legend of Dragonia
Postmortem

Things that went Right:
1. The result was a playable demo of the game.

2. The weapon system works quite well.

3. All item effects works as intended.

4. All three player classes where more or less successfully implemented.

5. No detected bugs at the end.

Things that could have been better:

1. Better planned game engine.

2. More carefully implemented game rules & other game elements.

3. I could have had simple animations if I had stuck to one type of player class instead of three.

4. I should have planned the AI in more detail to avoid the attempts to implement AI that I cut anyway (or example the flee state that only caused the AI agents to die faster…).

5. There’s a small memory leak and slight frame rate issues that could have been avoided if I had planned the implementation of the game engine better.

6. The sprites took far more time than expected.
Things that I would make differently if I where to redo the project:

1. I would have thought through the design more carefully and avoided to add more game rules than necessary.

2. I would stick to the idea of using an already existing game engine as that probably would have saved me a lot of trouble.

3. To avoid troubles with badly planned parts of the code I would have set aside more time for planning even if that means I have to cut things from the game.

4. I would definitely have tried harder to make the game more modular as I planned at first, because this would have enabled easier adding or removal of game elements.
5. To simplify implementation of the AI I would have planned the AI concepts in greater detail.

6. I would have started creating the AI as early as possible.

7. I might have tried using 3D instead of 2D or made sprites out of rendered 3D pictures as it takes less time to rotate a 3D object than to draw 4 different sprites.
