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1. Time Plan
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All of the activities planned have been successfully completed. 
1.1 Time plan Details

· Implementations of both the game and the AI have been completed. The game is fully playable and the AI can play it until total victory or total defeat.
· The game is fairly load balanced. It has some issues with too many units moving, especially across water. This is due to not completely optimized usage of the path finder and that the graphics engine isn’t fully optimized.
· The game has been tweaked quite a bit, but it isn’t completely balanced yet.

· We have tested everything we’ve implemented so far and done some fixes to things due to the results of the test playing. Quite a few hours each day have gone into testing even though the AI has been able to play against itself for most of the testing time.
2. Overall Progress

Since MS2 we have implemented all features of the AI. It isn’t exactly what we hoped it would be, but it is fully functional as it can play the game. It has great potential and a lot of expandability. However, as our plans for the AI were a bit too ambitious based on the time given it isn’t quite as good as we might have wanted.
2.1 Implemented Game Engine Features:

· Graphical Fog Of War
The fog of war now covers the playing field and not just the mini map.
· Tooltips
Tooltips display costs for production of units and buildings.
· Credits
· (Total) Victory/Defeat

It is now possible to loose individual maps and the entire game. The AI can also choose the next map to fight on if it wins as well as which commander to use.
· Obstacle Avoidance

Units now don’t walk through trees, buildings, water and mountains.

· Unlock Mouse

It is now possible to free the mouse from being locked to the window.
· Hotkeys
Some actions can now be done more easily utilizing hotkeys.

· Skeletal Animations

Support for skeletal animations is added, but not actually used with the placeholder models.

· Quests

Additional quests beyond annihilating the opponent now work as well. There is also a working quest log for seeing the current quest.
· Province Selection Screen

You can now play the entire world and select which province to play. It is (almost) unlimitedly expandable.
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Screenshot showing Fog of War and HUD features.
2.2 AI:

We have implemented more AI:s with more or less complete functionality and improved on existing ones:

· Path Finding
Implemented waypoints and the ability to find partial paths to load balance the path finding.
· Cognitive
We have increased the amount of data that the Cognitive AI gathers from the game.

· Overmind

The Overmind is implemented through a fuzzy state machine/tactical planner-hybrid. It is capable of making game decisions through the information given from the Cognitive AI. It can also put together plans to reach end goals that have prerequisites.

· Military
The Military AI is implemented through a decision tree that is fully capable of managing the military based upon the commands given from the Overmind. It handles attacking, defending, retreating and re-grouping.

· Constructional

The Constructional AI handles the construction of buildings; it is implemented as a state machine.
· Training

The Training AI handles the training of units and workers, implemented as a state machine.

· Worker

Handles workers and manages resource collection.

· Resource
Checks resources being gathered and handles resource requests from the Overmind to allow for construction of buildings and training of units.
· AI vs. AI
The AI can take over the Player’s role and play vs. another AI, as such the game can be run without any human interaction. (Awesome demo feature and also pretty handy for testing)
