POST MORTEM

Network RTS

B-hive
Goals

To make a Simple “real time strategy” game with network support. To learn more about 3D graphics and learn more about network programming.
What went right/wrong?

The choice of literature for the course was very unreliable in major points. In theory it went one way and in practice it went another.
The first thing that went wrong was the choise of DirectX since the literature recommended it. DirectX has no good support for 3D graphics. The programmers had to make a game engine from scratch based on direct X. Very little support was found for both programming and graphics. The exporter to .X files and the .X viewer was very poor and is NOT recommended. To export any graphics we had to download an open source exporter. Through half the project we had to change to XNA to be able to achieve the goals. During the research of XNA we had a drop among the programmers when a programmer quit the project. 

The choice to change to XNA was a really good choice since we managed to finish lot more than we would have had with continued with DirectX. The graphics went lot more easier too since there’re an exporter that supports XNA within Maya. Even though we worked with XNA we’ve had some small problems with the viewer since there aren’t any available viewer for XNA and we had to make one of our own, which led to some problems with Z-buffer and X-Y-Z axis. When these problems were solved the project went along very well. With some help between the groups we could help each other to achieve even further progress. In graphics we’ve had some problems with file types on textures and scaling on models. But with some late nights these problems were easily solved.
What could we have done different

We should’ve been looking at different choices of programming languages. Maybe looked for other literature of different kind that uses this subject. Researched more exactly what directX could do and what it supported. Trying to find some open source game engine someone already has done. 

With XNA there aren’t much we could have done so much better. Except using it from the start. But using a better class structure could have been good.
Making a risk analysis more detailed so we knew what to do if even the most unsuspected would happen. 

What have we learned

In short… 

DirectX = Bad! 

XNA = good.
Using already existing game engine is recommended and we’ll keep that in mind for the rest of our lives. 

Even though the project seems to capsize, you can always get back on track and succeed in some degree. 

Real time strategy games are very hard to make and you should be a large solid group working together. 

If one part of the group seems to fail, you better restructure it as soon as possible. 

Graphics
Except for the drastic events in the project, I think it went pretty well for me. While we used DirectX I had much trouble with the exporter and the limitations that I could export. When we changed to XNA I realized how much more I could have done if we had used it from the beginning. But because of the lack of time and limitations my remaining programmer had I had put a pretty good level. Working against tight limits is tough and frustrating but it's also very educating. I really learned how to make shortcuts and tackle problems from another angle to either hide it or make the best use of it. To see an object in Maya and working with it there is nothing like seeing it in a viewer. Because the viewer got working so late, it was kind of a shock to see how different the graphics looked in it. To bad it was pretty late in the project, so I had to make the best out of it. But it went pretty good. The few things I'd like to change in this project is keeping the quiting programmer in the project, using XNA from the beginning and have a working viewer from the beginning.

Programing 

During this project i have learned a lot. Even if there have been drastical changes and much problems during the project it went quite well in the end.
Things that i have learned during the project is that it’s necessary to do a detailed risk analysis so you have a solution if even the worst and most excpected would happen. I have learned to create a RTS game some more network programing as well as learned XNA and C#.
Some comments about DirectX and XNA.
DirectX
DirectX isn’t suitable for creating a game in this amount of time special if you are a lone programer, because you more or less have to implement your own game engine first and this is hard and time demanding to do in DirectX.
So the best alternative if you are going to create a game that uses DirectX is to use an already existing game engine that uses DirectX instead both to save time and avoid problems.
XNA

Using XNA is a good and easy way to create games in short time amount of time.

Because the change from DirectX to XNA i managed to do a lot mork work than i expected. Some problems i had with XNA is that there isn’t much documentation about the network part, hard to find good samples and support.
