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Note: If someone’s name is in parenthesis ex. (John), then that person is the one who had the issue.

Group Members and their current and completed responsibilities:

· Josh Wilson – Engine Design, Scene Manager, Level Construction
· David Huynh – Engine Design and Development, Level Construction
· Rob Yates – Farseer Physics Engine research, Player Mechanics and Controls
· Anthony Reese – Camera, Fonts
· Andrew Kane – Input, Player Controls
· Brian Murphy – Farseer Physics Engine research, Particle Engine

The following are General Issues:

· Switching from XNA 1.0 to 2.0. Biggest problem was getting on the computers in the ET lab to have XNA 2.0. (Rob Yates doesn’t have a computer at home that can run XNA.) Minor issues included getting a XNA 2.0 build for the Farseer Physics Engine and making sure everyone on our team converted their development environments to XNA 2.0.
· David is worried that there will be additional replication of code between the engine and game that may require addition layers of abstraction and create extra overhead. Testing and potential engine or game modifications will have to take place to correct these issues.
· Initially learning the functionality of the Farseer Physics Engine took longer than expected. The engine wasn’t well documented (Rob Yates).
The following are Engine specific issues:

· We had issues getting the Input working. It was originally working in an early build of the game, but when we added more features and tested it a few weeks later, it didn’t work. We (Andrew Kane and Rob Yates) went back and looked at the original code to get it working again. Input is now functional on both the computer (keyboard and mouse) and the XBOX 360 controller.
· The camera is currently following players when they fall outside the level. The players should not be tracked when this happens but the current camera implementation will follow the player and continually zoom out. Current work around at the moment has been to create an enclosed environment to prevent this from happening. Future fix will be to prevent the camera from following players that go outside our level and to also kill those players and re-spawn them back inside the level.
· The Particle Engine progress is behind schedule (Brian Murphy). 

· Scene Culling is behind schedule (Josh Wilson).
The following are Game specific issues:

· The physics geometry was being loaded and used for collision detection in scenes other than the scene that the physics geometry was initially loaded for. This caused the camera to track a 2nd invisible player when you had only specified 1 player for the current scene and another scene had 2 players in it. It also caused players in the current scene to collide with blocks from other scenes. This came about because all scenes were being initially loaded and the physics geometry wasn’t being turned off for scenes that weren’t active. Current fix has been to only load the scene currently in use and not load all scenes at startup (Josh Wilson and Rob Yates). Additional fix, not implemented as of yet, will be to turn also off all physics geometry for objects not in the current scene. 
· Initially player movement had to be done by directly accessing the keyboard class to get the input rather than using the input class as the input class wasn’t working. This issue has been fixed with the fixes to the input class. Now all input goes through the input class.
· Current implementation of player movement with friction on the scene objects causes the player to not be able to move up a sloped object if the friction is too high on that object. Current work around is to decrease the friction on objects that are sloped.
· Current implementation of player movement does not allow for consistent jumping on sloped objects (Usually doesn’t allow jumping at all). Collision detection algorithm for jumping is limited and needs to be updated to address this issue.
· Current collision detection algorithm for jumping causes the player to be able to do wall jumps and stick to walls when the player control for left or right movement is held down (respective direction into the wall). Jumping collision detection algorithm needs to be updated to address this issue. Other possibility is to fix the wall sticking but leave the wall jumping in as a feature of the game.
