	Minutes of Meeting 2016

	Date
	14/04/2016

	Time
	11:00AM – 1:30PM

	Duration
	2 hrs 30 mins

	Venue
	SIM University 

	Meeting#
	[bookmark: _Toc411785578]GM12

	Attendees

	Guan Junming
	Team Leader, Lead Designer

	Cai Biyuan
	Lead Documenter, Lead Tester

	Md Nur Akmal
	Lead Implementer, Lead UI

	Frederick Hong
	Lead Artist, Lead Website Admin

	Agenda(s)

	1
	Newly implemented features

	2
	Things to think about / concerns

	3
	Bring-home tasks



	
1
	Newly implemented features

	
The team met up to discuss the preliminary work on the intruder spider, as well as integration work on the rain weather and sounds. The following is a summary of the discussion:
    - the color of the food and obstacle in the environment overview has finally been switched; food is now represented in green and obstacles are represented in red, more intuitive this way
    - the checkpoint bug may be due to the size of grid of the ground when it is baked, needs further testing
    - spider is programmed to see which ant nest is nearer, and tends to head towards the one nearest to it
    - spider now have random movement
    - spider does not attack the ants; in real life, they just run away unless the ant is isolated and alone
    - soldier ants now have the new mesh, and is now bigger
    - can now start with rainy weather from simulation settings
    - can initiate rain and sunny weather on the simulation UI
    - worker and soldier carpenter ants now have new 3D models and animations
    - map size option has been removed, changed to duration of simulation
    - map type could still be implemented, but low priority for now



	
3
	Things to think about / concerns

	
The following is a list of things to think about, or concerns that we have:
    - set the default number of soldier ants in simulation settings to be about 1/5 of the worker ants
    - increase the maximum number of ants to 500 each
    - spider can go through the nest; obvious as they tend to head towards one nest
    - spider can go through bushes
    - placing spider causes it to have no rigid body (destroyed on placement), a kinetic nav mesh w/o rigid body results in the spider not interacting with other colliders (e.g. food); needs fixing, the place intruder can be of another function, and can experiment with shooting ray to see if it can move to target location; if not, choose another random position
    - ants vs spider battle needs to be more realistic; possibly attach ants to spider on bite (needs to off collision and nav mesh while attached?)
    - the map is baked for ant size, therefore spider can go through small gaps like ants do
    - have the rain gradually increase in intensity (over a longer period of time); similarly, when it stops raining
    - have the lighting darken when raining
    - while raining:
        1. pheromone trails vaporize more quickly
        2. some ants, probably furthest away from the nest, will be stranded; what is their behaviour?
        3. ants go back to the ants, but do all of them head back, or will some worker ants continue to forage?
        4. What happens when it rains while they battle a spider? or battle enemy ants?
    - potential test case: if pausing and returning to main menu from simulation, make sure background sounds change appropriately
    - find balance for low-poly vs smooth ant models; soldier ants can probably be smoother as it is bigger, therefore low polygon models will be more obvious
    - when toggling weather, make sure to update 'int weather' as well in the functions
    - BUG: occasionally, spider heads towards the nest further from it
    - BUG: rain is not visible when it is night time
    - BUG: to fix Lookat and ants colliding into soldier ants, Slerp (slow rotation) is used, but results in ants sliding while attacking, ants do not align with each other as well
    - BUG: old bug obsolete; food on trail now causes ants to get stuck, including soldier ants on patrol; needs ray casting
    - BUG: ambient music does not play when the simulation starts with rainy weather, and after the rain stops
    - BUG: 'G' to zoom to ant nest 1, but there is not a key to zoom to ant nest 2
    - BUG: Spider can move out of bounds of the world (legs dangling out of world); due to coordinate checking in the middle of the spider body; solution would be to bake a smaller plane on another layer to accommodate for leg space


	
3
	Bring-home tasks

	
A summary of the workload for the sprint #5 is as follows:
    Junming
    - message Mr Tian on his next few available dates, for supervisor meeting
    - do preliminary work on ant behaviour while it is raining
    - research on how ants behave during rainy weather
    Akmal
    - the new ant models will need to be re-scaled; needs to make sure the colliders are of the same size as the old models 
    - fix bugs on spider behaviour and collision
    - work closely with Frederick on integrating new spider model and animations
    Frederick
    - leafcutter ant models and animations to be created
    - potentially start working on leaf models (a change of food type will need to be implemented)
    - a spider dying animation needs to be done
    - fix spider model texture and add spider struggling animation
    Biyuan
    - menu hover and obstacle placement SFX should be implemented
    - clouds while raining should be implemented
    - fix rain not being visible at certain angles of view, and at night time, if possible
    - snow weather should be implemented if time permits
    - update project backlog, test cases and bug logs

Next meeting: 18/19 Apr, Monday/Tuesday 10.30am depending on when Mr Tian is free.




