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We can group the things that we done in this week mainly into 3 categories; meeting      with SIMSOFT company, Delta3d researches and Network researches.

· Since we had to change our game scenario , all of group members met with Ismail Yıldırım and Deniz Gökçe at SIMSOFT  Company on 22 November at 2:00 PM in order to take some advices about what kind of a game we can implement. We told them the content of our game and asked them what they thought. They appreciate our taxi game, its scenario and concept. They said that if we could add some interesting features such as educational aspects (for example being traffic rules in our game and etc… ), our game would be more interesting and attracting. Relation to scenario, they advised us to meet with Kürşat Çağıltay who is a specialist on developing game scenarios. So after this we met with him and asked his opinions. He gave us some interesting game scenarios. We also told him our game and scenario. He suggested that for example we should analyze Second Life game. After these meetings, we analyzed all the scenarios and decided to do the taxi game. We indicated main functionalities and modules that we are going to implement.
· Since Simsoft Company advised us to use Delta3D game development tool, we all downloaded necessary graphic libraries and dependencies over delta3d.com site. Thanks to being an open source , we could find and analyzed many delta3d example programs freely.Delta3d has come up with 1.3 version lastly to be able to compatible with Visual Studio 2005. So we tried to incorporate the libraries to the vs.net environment but we gave up using this version since delta3d does not work in debug mode but in release mode in vs 2005. As a result we set Visual Studio 2003 and were able to do some examples. Since we want our game to be platform independent and contain object-oriented features, we chose to use C++ programming language in order to develop our game. However, delta3d has still some bugs in it so we will come up some difficulties throughout the project but fortunately delta3d is thinking to come up with new version 1.4 in December, so we think we will have been comfortable with this version. As a first step in our project we did a small project. In this project we imported a plain terrain and modeled a car and have car drive in this terrain. Actually we had some problems while driving car as it wanted really complex car physics, but of course this challenges provide us to make progress in coding.               
Regarding to NETWORK actually we had done extensive researches on it before changing our scenario : what kind of protocols are used in online games, which ones are suitable with real-time sytems. We found that TCP/IP  and UDP protocols are most widely used especially latter one in real-time oriented games. In addition to protocols we learned that every programming language has its own syntax even operating systems. At the beginning we were going to use C# as programming language, so we did searches on C# socket programming. But from now on we started to do researches on C++ socket programming. As first example we analyzed an example program called multi-threaded client-server program and saw how a server accept a multi-tier clients and  synchronizes the information. We also realized that in real time systems like our game identification and determinism are big problems and have to overcome this difficulties.   
     Finally we talked about our initial design report. We talked which diagrams we were going to use in our report. As an example we  analyzed Karavela Bilişim’s initial design report and ended our meeting.   
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