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Team Celestial Bodies has completed the final development phase of The Cassini Division.  Overall, the team is satisfied with the game.  Furthermore, the results of playtesting have been positive, and most players appear to understand what we were trying to achieve with our game.  Despite the fact that we have only received feedback from a limited audience (hard-core video game players at Georgia Tech), we have successfully achieved al the goals we intended for this project.

We are all proud of the game; however, there is not one single element of the game that is more impressive than any other.  As a result, each of the developers is most proud of a different aspect of the game.  Greg is most proud of the fact that we were able to achieve our goal of realistic space physics without compromising the entertainment value of the game; Michael is most proud of the particle effects and sound; Alex is most proud of the fact that we achieved most, if not all, of the objectives we intended for this project; and Alan is most proud of the fact that we built this game almost completely from scratch.  

Most of the game elements that we wished to include in The Cassini Division made their way into the game, but there were two game elements that were not implemented.  Giving the torpedoes a camera and allowing the user to control them was dropped because rendering two views to the screen cut the frame rate in half.  Ship customization was dropped because giving the ships customizable components would have increased the complexity of the game, and there wasn’t nearly enough time to implement it.  Also we removed rolling from the game because very few players used it, and those that did use roll could not regain control afterwards.  Finally we dropped the messaging system because upon further analysis there weren’t enough important game messages to warrant such a system.

Despite the overall positive play testing feedback, players found some problems with the game.  Players had a difficult time finding the refueling station once the game has started.  Some players felt the layout for the controls was suboptimal.  Since the start locations were static, players easily found the quickest path to other more unsuspecting players.  Players also felt there were not enough visual indicators of game information such as the torpedo blast radius, which bars indicated what, and the player’s velocity.  We have modified our game based on these concerns as follows: the HUD displays a “station locator” similar to the enemy ship indicators, launching and detonating torpedoes will be controlled by the same button, start locations will be randomized, and visual indicator of an explosion’s blast radius have been added.  In addition to the responses to playtesting, we added other features that were necessary to improve the playability of the game:  all server connection bugs have been fixed, typing the IP address of the server has been made easier, and the IP address box has also been labeled.

There are also some features and some fixes we still want to implement for our game.  We would have liked to include ship customization and an interface for user-specified controls.  The in-game controls need some tweaking as well, and the laser and torpedo effects still have bugs.  If we were to continue developing our game our code would need to be cleaned up in general.

Over the course of the project the team has learned many things about videogame design.  If we ever had the opportunity to develop another game, there are several things we would do differently.  First and foremost, we would not use CrystalSpace.  It gave us many problems throughout the development process.  Instead we would most likely use either OGRE or OpenGL for graphics.  We would use a TCP connection to handle game events such as clients connecting, disconnecting, starting a game, etc.  Since these elements are driven by our menu system which is event-based, TCP is a much more reliable means of transmitting the information.  In addition, we would use ogg vorbis for audio because the format is open source and ogg vorbis compression greatly reduced the size of our sound files.  Finally, we would find a better means of source control than CVS.  This would entail either using a different software altogether or setting up a protocol for committing changes to the repository such that no one’s work gets lost.


Playtesting Implementations Screenshots
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A prompt now tells the users how to interact with the IP address fields.
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The Space Station’s position is now visible at any distance because of a round gray indicator in the HUD.
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Only the host can start the game.  This is more evident now since non-host players can’t see the start game button.
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While they were supposed to show up for the alpha release, the sporty colored lines on the ships would not appear under some conditions.  Players took issue with this so we made sure that they were always visible.
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Users found it difficult to tell where the torpedo explosions boundaries were so we visualized the boundaries with colored spheres that expand with the explosion.
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We tried to make the server provide visual cues about itself but it messed with our frame rate.  We settled on just shrinking it to make it look different than the client application.
The Cassini Division Playtesting Survey

1. Background

a. What genres of games do you like to play?

b. What games does this game remind you of?

2. Installer

a. Did the installer make sense?  

b. Were you able to install the program quickly?  

c. Do you know how to uninstall the program?

3. Launching the game

a. Were you able to run the correct executable?

b. Was the server / client distinction clear?

c. README

i. Did you read the README?

ii. Was anything missing from it?

d. Did you know how to start another game when the first finished?

4. Menu system (Main menu, Join menu, Game lobby)

a. Were there any confusing buttons?

b. Did you know how to specify the IP of the server?

c. Did you know how to obtain your own IP?

d. Did you know what the “Connected Clients” number meant in the game lobby screen?

5. Gameplay

a. Graphics

i. Were the components of the world (asteroids, Saturn, rings, ships, torpedoes, lasers, station) easily identifiable?

ii. Was it clear that each ship has a color?

1. And that all lasers and explosions are color-coded?

iii. Were there any parts of the Heads-Up-Display (2D graphics on screen) that were confusing?

iv. Were there any graphics that detracted from the game experience?

b. Playability

i. Were the spawn points fairly placed?

ii. Does the game function well with 2-4 players?

iii. Was the physics believable, and were you able to maneuver properly?

iv. Is the mouse sensitivity correct?

v. Did you find strafing and rolling useful?  Why or why not?

vi. Did you find the panic button useful?  Why or why not?

vii. Did you know that the playing arena has a maximum size?

viii. Did you find detonating torpedoes useful?  Why or why not?

ix. Did you find refueling at the station useful?  Why or why not?

x. Were the amounts of damage done by collision, laser, and torpedo acceptable?

xi. Were the amounts of fuel consumption by the main thrust, aux thrusts, and laser acceptable?

xii. Was the laser heat / cool-down rate acceptable?

xiii. Do you have any suggestions for alternative control layouts?

6. Did you find an optimal strategy?  What strategies / tactics did you use?

7. Did you find any problems not listed above?

8. Any other comments?

	What genres of games do you like to play?
	Turnbased epic fantasy role-playing
	Roleplaying, RTS
	Almost everything (no football or golf games)
	Violent genres
	FPS, RPG, RTS
	War games, logic games etc

	What games does this game remind you of?
	Descent
	First Person
	Wing Commaner & Asteroids
	Lunar landing & X-Wing
	Simulation, Descent
	3D Space Attack

	Did the installer make sense?
	N/A
	N/A
	Yes but I had help.
	YES
	I don't remember it being hard
	Did not use

	Were you able to install the program quickly?
	N/A
	N/A
	Same as above
	YES
	YES
	No, needed administrative access

	Do you know how to uninstall the program?
	NO
	N/A
	Using Add/Remove programs?
	YES
	I would be able to figure it out
	NO

	Were you able to run the correct executable?
	YES
	YES
	I clicked the icon instead of the client
	YES
	YES
	YES

	Was the server/client distinction clear?
	YES
	YES
	Yes but I had help.
	YES
	YES
	NO.  The server did not make sense, it was blank

	Did you read the README?
	NO
	NO
	NO
	NO
	NO
	NO

	Was anything missing from it?
	NO
	N/A
	N/A
	Couldn't find it
	Don't think so
	N/A

	Did you know how to start another game when the first was finished?
	YES
	YES
	Reconnect and let the host start?
	YES
	YES
	YES

	Were there any confusing buttons?
	IP Address box not labeled.
	NO
	NO
	NO
	NO
	NO

	Did you know how to specify the IP of the server?
	Yes, but only after the server's IP was told to me.
	Took a second.
	Yes but I had help.
	YES
	With numbers, YES
	YES

	Did you know how to obtain your own IP?
	NO
	YES
	Not from in-game.
	YES
	YES; by IPCONFIG
	YES

	Did you know what the "Connected Clients" number meant in the game lobby screen?
	YES
	YES
	Yes, the number of people connected to the server
	YES
	YES
	YES

	Were the components of the world (asteroids, Saturn, rings, ships, torpedoes, lasers, station) easily identifiable?
	Ships did not resemble real space ships.
	Not the station.
	YES.  A map would be nice :)
	At close distances
	The ship was hard to see without the targetting thingy.
	YES

	Was it clear that each ship has a color?
	YES
	YES
	NO
	No, thought it was a life meter
	No, other than lasers
	YES

	And that all lasers and explosions are color-coded?
	Torpedo explosions needed to be clearer.
	YES
	After a while I figured it out.
	YES
	""
	YES

	Were there andy parts of the Heads-Up-Display (2D Graphics on screen) that were confusing?
	Did not know when I was thrusting forward.
	NO
	I could not tell what the two meters on the lower left were for.
	NO
	Energy bars were unmarked
	NO

	Were there any graphics that detracted from the game experience?
	Ships too small, explosions not big enough.
	NO
	NO.  But a mini map would help.
	NO
	The ship was round
	NO

	Were the spawn points fairly placed?
	YES
	YES
	YES
	YES
	YES
	No idea what you are asking about.

	Does the game function well with 2-3 players?
	YES
	YES
	YES
	YES
	YES
	YES

	Was the physics believable, and were you able to maneuver properly?
	Collided with multiple asteroids at slow speed did not die.
	YES, but it took time
	YES, maybe a little bit too realistic
	Mouse was…
	YES, and NO
	No the movement was abrupt

	Is the mouse sensitivity correct?
	Not nearly sensitive enough.
	Too high
	YES
	… a little off
	It was OK
	YES

	Did you find strafing and rolling useful?  Why or why not?
	NO
	Yes - strafing, no - rolling
	Never tried rolling, but strafing was useful
	Stafing was, rolling didn't help much
	YES, and NO.  Strafing is important to move without turning the guns.  Rolling was less important because the ship is round, therefore, no angle presents a smaller profile.
	No, did not quite work right, (I thought)

	Did you find the panic button useful?  Why or why not?
	YES, but penalty is a bit harsh.
	Yes helps get back to asteroids
	Never used it
	No, but I can see how it is useful in some situations
	NO, didn't know it existed
	Never used it

	Did you know that the playing arena has a maximum size?
	YES
	No
	YES
	Yes, the bounce effect made it obvious.
	YES, I bounced very fast
	NO

	Did you find detonating torpedoes useful?  Why or why not?
	NO, blast radius too small.
	Yes, better fire rate
	I never damaged anyone with it
	NO, but they were used well against me
	NO, I just aimed to hit
	YES

	Did you find refueling at the station useful?  Why or why not?
	Never made it in.
	No, never found the station
	Never tried.
	NO, didn't live long enough to use
	NO, didn't know
	Nope, never had a chance to use it

	Were the amounts of damage done by collision, laser, and torpedo acceptable?
	Could not tell the health of ships I was shooting at.
	YES
	Laser damage seems too small
	YES
	YES
	YES

	Were the amounts of fuel consumption by the main thrust, auc thrust, and laser acceptable?
	YES
	NO (too high)
	Yes.  I did not know the laser consumed fuel.
	YES
	YES
	YES

	Was the laser heat / cool-down rate acceptable?
	Laser was just slightly too long.
	YES
	YES
	YES
	YES
	YES

	Do you have any suggestions for alternate control layouts?
	Inverted!  Inverted!  Inverted
	NO
	Shift is hard to reach.
	Torpedo fire & explode on same key
	NO
	Controls are fine

	Did you find an optimal strategy?  What strategies / tactics did you use?
	Slow speed for better aim.
	Stay with lasers
	Shoot at every player… lead player with target and shoot torpedo
	Hide until only one guy is left, save fuel until others ran out.
	Pop-up, fire accurately, bounce around really fast
	Did not play long enough

	Did you find any problems not listed above?
	NO
	Telling velocity related to current direction is difficult
	I could not find the fuel station.  An indicator always pointing to it would be nice.
	Bouncing boundaries was diorienting
	Very hard to recover from an uncontrolled spin involving 2 or more axis of rotation.
	Quite a learning curve

	Any other comments?
	Ability to guide torpedo's after launch would be nice.
	Some way to more easily determine velocity.  Identify the station the same way as the ships (with a ring around it).  Give a low fuel warning.  Insanely fun!
	Great looking game.  I plays nice too!
	Looks very tight and polished.  Controls are punishing but since realism is an objective, its cool.
	NOPE
	Refueling needs to be considered; maybe increase refueling stations.  Need to start at different places at different times, it gets quite predictable where the players would be when the game starts.


