Region Wars
The Art of Strategic and Tactical AI in RTS Games

Postmortem

WHAT WENT RIGHT

1. Using XNA was definitely the right way to go, as XNA is really easy to get up and running.

2. Using xml files to script as much as possible was a really good idea even though we didn’t use it to script all of the parts that could have been scripted.

3. Clearly defined work hours, deciding and sticking to our work hours have probably been our greatest asset.

4. The usage of “to do” lists, by always keeping  of track on what needs to be done and in what order we seem to have been able to do most of the items we listed.
5. Frequent meetings, we utilized most of our coffee breaks to discus current status of the project and were to go next.

6. The implementation of the AI, as it was well planned and we followed the plan rather well and even expanded some of the features. Given an extra month or two and it probably would have been close to our first vision.

7. The minor cuts we had to make did not affect the end result that much, as no essential game play features were lost.

8. The selection of reference books, as we had great use of them during the initial phase and when implementing the AI.
WHAT COULD HAVE BEEN BETTER  
1. The usage of triangle strips instead of triangle list (to create the ground) at the beginning of this project would probably have saved us a week or two, time that would have been invaluable in the testing of the AI, especially the military parts.
2. Minimizing the draw calls when drawing, mainly trees, because the huge amount of draw calls severely decreased the frame rate of the game. 
3. Better game production planning. Although the AI was well thought through, the game itself could have been better planed. 

4. Optimize the pathfinder, as it is far from optimal in its current state.

IF WE COULD DO IT AGAIN

1. As mentioned earlier using triangle strips from the beginning.

2. Undeletable resources or at least resources that visually don’t disappear from the playing field. 
3. True instances of every static asset, we used instances but did a lot of unnecessary draw calls.

4. Real graphics, even though our place holders “worked perfectly”.

5. Placing the game in a futuristic environment, hence eliminating melee combat and the need for “humanoid” units, using hovercrafts would have eliminated the need for animations and simplified the path finding.  

