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Sean Allison - B00241813

I was one of two coders for our project in Team Diversity and the following are my overall thoughts and reflections on how the project went.

Originally I thought it would be incredibly hard to do the project as it seemed a lot of work to do in a team where some of us didn’t know each other. I was also excited to be making an archery game as it sounded fun to do.

I initially had hoped that I would end up coding the game so I was very happy with the role of Lead Programmer that I was given, as I thoroughly enjoyed creating the game, it was incredibly fun and rewarding to do. 

Initially I thought that creating a game from scratch would be very difficult to do as I thought we would have to hand code everything. I also thought that the presentation at the end of the semester would be difficult as the last one I had done for another class I froze at one point.

I thought some of the gameplay mechanics of the game such as running out of arrows = game over would be easy to do. However unlike what I had previously thought coding the “Arrows = 0 target > 0 = game over” was hard to do as the way I had initially coded the game, the game would end right after you fired your last arrow, even if it hit the target afterwards.

Overall I think creating the game was a lot easier than I anticipated it would be and my fears over the presentation were unfounded. I did very well in the presentation, perhaps because this time I knew exactly what I was talking about.

During this project I learned how to use a software development kit (Construct 2 by www.Scirra.com) to make games and also how to upload games to the web so people could actually play them. 

We have ended up with a game of which I am very proud. I am also very happy with the website and documentation that we all collectively created as a group. I think our game looks good and has good gameplay and fun value and our website also looks good and has all the information needed about the team and game.

I think that as a team there may have been a few times where we could have communicated more and I felt that I did most of the programming of game when the workload should have been around 50/50 with the other coder in the team, this was especially felt when I was ill for 1-2 weeks. Overall though I feel that this module and project has been hugely enjoyable with the team and I would love to work with them again.

Thibault Coutaz B00251676
Hi , my name is Thibault Coutaz , and in this document I will explain you my opinion about this project and my reflection.
At the beginning I was not so excited, (I think none of us were).  I was concerned over having to program a game in HTML5 as I’m not a big fan of the web language, nor of web games.

I came here to Scotland (I’m French) to further my studies in games development and to improve my programming skills. When our roles within the team were discussed I was happy to be a programmer along  with Sean.

One of the biggest problems that I anticipated was how to program the leaderboard and how to handle the implementation of the character customisation.
The thing that I thought would be easy was the interface, but in the event it turned out harder than I expected until I understood better how the event handler in the dev kit worked.
Structuring the interface itself turned out to be easier than I expected – it was just a matter of adding a button and linking that to the event handler.
During this trimester I learnt a lot about programming with Construct 2  in particular and with an SDK in general.  Previously I had coded directly in a programming language or in Notepad++  so I feel I have learnt new techniques during this project.

In future projects I think it would be better to have more people on the programming team, and maybe have better communication as these would have helped make our project better.
I’m really happy with the final project.  I was expecting maybe a bit more when we were speaking about the project at the beginning, but for me this one is perfect , and it’s working, so it’s good.

Ros Goodwins B00194616

I find I am feeling somewhat exuberant for bringing this project in on time and on virtually no budget!  However, I shall don my Project Manager hat and turn serious.

At the outset I wasn’t overly thrilled at the restrictions placed on the type of game we had to develop.  I’m not a particularly sporty type and find most sports boring.  However – a brief is a brief, and in the business world, one rarely has the pleasure of working only on stuff one actively enjoys.  Plus I believe that an agile mind can always find some enjoyment in the task at hand.

My team-mates seemed like nice guys and after some discussion, we settled on archery as the sport we would go with, as this seemed to offer us the most scope in terms of appeal to the general public as we could target different audiences from young to old, from casual player to dedicated archer. I was pleased to be chosen as team leader last trimester, and even more pleased that team Diversity were happy for me to continue in that role for this trimester also. LOL!  I may have been elected to that lofty position because everyone thought I wasn’t capable of anything else – but having been in the software industry for a couple of decades and having run my own small business, I knew I had the skills necessary to lead this project.
I anticipated that problems would arise – they almost always do.  Clairvoyancy not being one of my gifts, I did not know quite what the problems would be, but in business it’s a fact of life that something will go wrong and when it does then you just have to roll with the punches, take on the challenge and find a solution.  In this case, the worst was when our lead programmer was hospitalised and out of action for a fortnight, but we soon came up with a plan B, which was that in the event Sean was unable to return for several weeks that Thibault would take over as lead programmer and the rest of us would dive into our games dev kit and embark on possibly the steepest learning curve of our lives.  Luckily Sean returned to us in the nick of time, even if not 100% healthy!

Having worked with various teams, large and small, in various capacities both in a commercial environment and at university, I knew that communication would likely be the thing that caused me most grief. In business, your employees are at your command during the hours for which they are paid.  During those hours, you know where they will be and you can walk over to a desk, call a meeting or pick up  a phone and know that your questions will get answered and that your orders will be followed.
Managing a team of university students is more akin to herding cats.  You are only leader by consensus, therefore have no real authority.  Each individual makes up their own mind what time to spend working on the project or diversifying into any of a myriad different directions.  There isn’t even any guarantee that everyone will turn up to meetings or answer emails.  Highly unprofessional, but them’s the breaks.

Team Diversity had some problems in this regard, but on the whole I found that we were all pretty dedicated not just to scrape through, but to do the very best we could to achieve an A as we did last trimester. A lack of communication was frustrating at times, but I learned that sometimes I just need to trust the team to do the right thing without being nagged by Grandma.  If I can combine that with actually learning not to worry so much that would mean I might actually sleep longer than 3am!
I am very happy with the finished product , and almost sorry that we don’t have the time and money to actually produce it as a commercial product.  I thoroughly enjoyed working with my team mates – they are a group of very nice young men and we worked well together.  I’m very proud of the end product we have ended up with.  It’s hard to say if I would do anything differently next time round – I think most of us did the best we could and out game has great potential.   However if my positive feelings are not reflected in the grade we achieve then obviously some re-thinking of strategy would be necessary for the next project.
Louis Henderson B00241887
This has been the first major group project to which I have ever contributed, which has made it a completely new experience for me.

I learned numerous new things throughout this experience such as co-operating, communicating, working alongside and getting to know some amazing new people. I was allotted the role of Blogger and although everyone contributed to the blogs, I created the majority of them. I feel I became proficient in the art of blogging the progress of a project and helping to keep the team’s mind fresh with what had been done and what still needed doing. 

Blogging aside, I have a background in art so my task of creating the artwork for the game was one which didn’t prove too difficult. The only perceivable challenge was ensuring I got a decent quantity  of sketches and drawings done within a short time frame as they were  needed by the programmers Sean and Thibault to inject into the game to update it visually. 

Since we all live far apart sometimes keeping in touch was a little difficult however our weekly then every two weekly meetings proved essential and useful in keeping up to date with everyone’s progress as well as handing in any material to Ros which was needed for documentation, scanning etc. 

Overall this has been a refreshing experience which I have enjoyed and could do it again with these same people should any future projects arise. 

Paul McGowan B00242274

These are my thoughts on how we progressed through the project.  

When I learned we had to make a game based on a sport I wasn’t too excited but when the team choose archery I thought it could be interesting,  like a shooting game, which is one of my favourite genre of games.
I enjoyed the role I was given, namely building and maintaining the website, carrying out some of the initial research on archery and keeping a twitter and Facebook presence current. I learned a lot about archery which is a sport that has always looked interesting to me and as I had never built a website before  that was a new experience. 

One of the problems I anticipated was having to think of which fantasy characters we could use in our game. My thinking was that it would be a good idea to use characters such as Rambo or Hawkeye from movies and games where archery is used as they would be recognised by gamers.

I thought learning about archery equipment would be as simple as learning about a bow and arrow but during my research I found out that there are many different types of bows and arrows for different types of targets. 

The hardest thing I had to do was link the finished version of game to the website so users could just click on to automatically load the game. I thought I would have to create my own server to do that and was experimenting with filezilla.  However, Sean found a solution before I did using Google Drive, so  learned from him how it could be done. Linking it to the Diversity website was as simple as just creating a link.
I had thought that creating a website with multiple accounts, log-ins and passwords for my team would be quite difficult, but once I began using Weebly it turned out to be much easier than I had expected and in the end it was just a matter of adding more accounts. 
During this project I learnt how to create a professional website.  I learnt how to create a survey with  Ros providing the questions.  I had been trying to embed the survey on our site – however Ros suggested that wouldn’t be necessary and that just linking to the survey site would be fine. 
I wouldn’t do too much differently another time, we worked well together and helped each other out when a team member was stuck.  We stayed in communication a lot to see how each member was progressing, our work and well planned out, and barring illness, always on time.   

I am very happy with our finished product. It’s of a standard comparable to other games I’ve seen in the past and I am glad to have been a part of the team that created The Archers.

