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BuggyCode Studios CS 426 Fall 2008

Challenges

We faced a number of challenges:

e Two hurricanes (Gustav and lke).
e Farid’s laptop and his car got broken. He had to wait over a week for a new machine.
e Tarik’s laptop got broken. He had to wait for over a week for a new machine.

e We switched game engines when we discovered that DarkGDK does not support more than one
wiimote using the Wiiyourself! Libarary.

® Irrlicht supported multiple wiimotes, but it had a steep learning curve we had to overcome.
Especially with loading/manipulating direct x 3D models.

e Delivery of 3D models and art work in a timely manner. Andrew delivered only one bug and 4
characters (textured, but not animated) the last day before the final.

Tradeoffs

Initially we planned to have 4 game levels. Due to the challenges we faced, we were only able to
implement one level.




