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[bookmark: _Toc197527916]Overview of the game idea
Medi-Field is a medieval themed, push pull multiplayer strategy game. Each team attempts to escort a carriage down a central road while destroying the enemy’s carriage to gain ground. The win condition is to push the enemy off the map.
The carriage functions as a mobile objective and a battlefield asset. It is equipped with a mounted heavy crossbow turret for offensive support. The turret can fire automatically when no player is operating it, but at a reduced fire rate. When controlled by a player, the turret fires more rapidly and with greater precision, rewarding direct involvement.
To prevent passive advancement, the carriage will only move forward if two or more players are within its movement circle. Players mounted on the turret do not count toward this requirement. This mechanic encourages frontline coordination and discourages camping or lone play.
Players select from two distinct tactical roles:
· Knight – a heavily armoured melee fighter with a sword and shield. Designed for tanking damage and holding ground.
· Crossbowman – a lightly armoured ranged unit. Effective from elevated or protected positions but must collect bolts from designated ammo pickups.
The two roles are built for interdependent play. Knights secure forward ground and absorb pressure. Crossbowmen suppress enemies, create openings, and defend key positions. Success depends on coordinated escort movement, controlled aggression, and smart use of the carriage’s turret.


[bookmark: _Toc197527917]Target Audience

Medi-Field targets players aged 16 to 35, with a core audience of competitive and cooperative gamers interested in medieval combat, objective based gameplay, and tactical teamwork. The primary platform is PC, using mouse and keyboard input, due to the precision required in ranged combat and tactical movement.
The game appeals to fans of:
· Team based strategy games with lane control mechanics (e.g. Smite, Overwatch) [1] [2]
· Medieval combat titles with class variety and melee range dynamics (e.g. For Honor, Chivalry II) [3] [4]
· PvP and PvE hybrid games, where players can fight both AI and human opponents
According to research by Newzoo, over 60% of core PC gamers prefer competitive multiplayer formats with clear team roles and progression systems [5]. Furthermore, games with medieval or fantasy themes continue to see high engagement, especially among 18 -29 year-old [6].
[image: A close-up of a paper

AI-generated content may be incorrect.]
[bookmark: _Toc197527941]Figure 1 Lens of Competition vs cooperation [7]
By blending PvE opponents with a structure that can scale to PvP, Medi-Field opens opportunities for solo, co-op, and full team gameplay sessions. This flexibility increases appeal across different player preferences and session lengths.
Accessibility Considerations:
· Simple control scheme (WASD + Mouse) [8]
· Clear visual feedback for objectives and class roles
· Low system requirements due to stylised visuals
Future could include gamepad support to broaden reach to console players.


[bookmark: _Toc197527918]Visual Style 
As a group, we agreed early in development to adopt a low poly modelling approach combined with high quality textures. This decision allowed us to:
· Speed up asset creation and iteration
· Maintain solid performance within Unreal Engine 5
· Preserve a stylised but immersive medieval look
Using high resolution textures on simple geometry gave the game a polished feel without overloading the engine. It also helped highlight detail in surfaces like stone walls, wooden structures, and metal armour without the complexity of high poly sculpts.
To guide the aesthetic, I created a mood board that focused on architectural references from medieval European towns. It included:
· Timber framed houses
· Stone frames house 
· Thatched roof 
· Wooden cross structures 
· Windows and doors
The mood board helped standardise our visual direction across all models and served as a shared reference point for proportions, materials, and colour palette. My research combined photo references, screenshots from games like Kingdom Come: Deliverance and Mount & Blade II: Banner lord, and medieval architecture guides from historical sites.
[bookmark: _Toc197527919]Examples of Assets I Created:
· Blacksmith – stone foundation, open forge
· Modular Barracks – reusable pieces for wall/floor combinations
· Windmill – rotating blades, wooden support frame
· Well, Stables, House, Carriage all designed using the agreed style and mood board references
All models were created in Maya, textured in Substance 3D Painter, and imported into Unreal Engine 5. Texture work focused on natural materials: rough cut wood, iron, clay tile, and aged stone.

The visual consistency across assets helped gameplay readability while reinforcing the medieval setting.
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[bookmark: _Toc197527942]Figure 2 Mood Board 1 [9] [10] [11] [12] [13] [14] [15] [16] [17] [18]
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[bookmark: _Toc197527943]Figure 3 Mood Board 2 [19] [20] [21] [22] [23] [24] [25]


[bookmark: _Toc197527920]Concept art
Rough concept art was created in Photoshop to guide the visual direction of the medieval village. Research into historical architecture informed the shapes, materials, and layout of the buildings. This helped establish a consistent look and feel across all assets, ensuring the environment matched the medieval setting and supported the overall tone of the game
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[bookmark: _Toc197527944]Figure 4 Concept drawings
"According to The Dictionary of Architecture and Construction, the term 'half-timbered' refers to a building style characterized by exposed timber framing, with the spaces between the structural members filled with materials such as brick, plaster, or masonry." [26]
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[bookmark: _Toc197527945]Figure 5 Half Timbered Visual [26]
[bookmark: _Toc197527921]Visual Overview of custom Assets:
The following images showcase all environment assets modelled and textured specifically for Medi-Field. All assets were created using Maya for modelling, Substance 3D Painter for texturing, and imported into Unreal Engine 5 for testing and in game use. 
Each asset is optimised for stylised realism and consistent performance. Screenshots are included on the following pages to visually demonstrate the technical and artistic quality of each piece.
[bookmark: _Toc197527922]Medieval Blacksmiths
[image: A computer screen shot of a building
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[bookmark: _Toc197527946]Figure 6 Blacksmith Asset 
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[bookmark: _Toc197527947][bookmark: _Hlk196339606]Figure 7 UV Map
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[image: ]
[bookmark: _Toc197527949]Figure 9 Module Barrack Asset
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[bookmark: _Toc197527951]Figure 11 Substance 3D
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[image: ]
[bookmark: _Toc197527955]Figure 15 House Asset 
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[bookmark: _Toc197527958]Figure 18 Substance 3D
[image: ]
[bookmark: _Toc197527959]Figure 19 Substance 3D
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[bookmark: _Toc197527960]Figure 20 Cross shape House asset
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[image: ]
[bookmark: _Toc197527962]Figure 22 Substance 3D
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[bookmark: _Toc197527968]Figure 28 Barricade Asset
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[bookmark: _Toc197527970]Figure 30 Stables Asset
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[bookmark: _Toc197527972]Figure 32 Substance 3D
[bookmark: _Toc197527928]Medieval Windmill 
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[bookmark: _Toc197527973]Figure 33 Windmill asset
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[bookmark: _Toc197527975]Figure 35 Substance 3D
[bookmark: _Toc197527929]Medieval Carriage 
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[bookmark: _Toc197527976]Figure 36 Medieval Carriage
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[bookmark: _Toc197527977]Figure 37 UV Map
[image: ]
[bookmark: _Toc197527978]Figure 38 Substance 3D
[bookmark: _Toc197527930]Self-Directed Learning:
My self-directed learning focused on the full 3D asset workflow from modelling to engine testing done independently. I handled every stage of the pipeline myself:
· Modelled all assets in Maya, including UV unwrapping each piece manually to ensure clean, non-overlapping UVs for texture baking and painting.
· Textured all models in Substance 3D Painter, using PBR materials for consistent surface realism across wood, stone, wood and metal.
· Tested all models and textures in Unreal Engine 5, checking for material accuracy, scale, collision issues, and lightmap issues.
To improve my workflow and resolve issues, using YouTube tutorials to learn specific skills as needed such as modular modelling tips, best practices for UV layout, and texture export settings for Unreal. Key learning points included:
· Avoiding UV stretching on curved surfaces (e.g. building, wells).
· Creating roughness/normal maps that enhanced stylised realism.
· Understanding material instances in Unreal to reduce memory use.
I worked iteratively building a model, importing it into Unreal, reviewing how it behaved in-game, and making refinements. This taught me how to spot issues early (e.g. incorrect scale or pivot points) and helped me build clean, game ready assets without needing support from the team.
[bookmark: _Toc197527931]Games Design Theory
The game follows several established design concepts:
· Ludonarrative Harmony [27]: The push-pull mechanic reflects medieval siege warfare, merging gameplay with theme.
· Player Clarity: Asset shapes and materials were designed for quick visual recognition (e.g. Blacksmiths is instinctively from medieval times).
· Flow Theory [28] (Csikszentmihalyi) [29]: Spawn point progression keeps players engaged by balancing difficulty and reward.
· Mechanics: Push pull carriage, two-character classes
· Dynamics: Frontline control, flanking, support roles
· Aesthetics: Tension, triumph, medieval immersion



[bookmark: _Toc197527932]Intended Sound Design:
Ambient Audio:
· Wind through buildings, distant combat, footsteps on stone, clanging steel, creaking of the carriage, rotating windmill blades
Musical Score: 
· Low tempo, medieval inspired background music during calm states
· Tension building tracks during combat or carriage progression
· Transition cues to reflect map control shifts (e.g. push forward or fallback)
Audio was intended to support gameplay feedback and atmosphere without becoming intrusive. Sounds tied to UI and key mechanics (e.g. bolt pickup, turret fire, respawn countdown) would have complemented visual cues.
Due to time constraints and production focus on asset development and gameplay scripting, the audio layer was not implemented. Future development would prioritise this area to elevate emotional tone and reinforce immersion.


[bookmark: _Toc197527933]Troubleshooting and Workflow Issues:

Several technical problems impacted asset production and slowed development progress. These were encountered across modelling, texturing, and engine integration stages.
[bookmark: _Toc197527934] Double Extrusion in Maya
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[bookmark: _Toc197527979]Figure 39 Double Extrusion error 
Issue:
· Some early models experienced accidental double extrusion, resulting in overlapping geometry and non-manifold mesh errors.
Impact:
· Increased polycount, slowed viewport performance, and caused baking errors later in the pipeline.
Resolution:
· Meshes had to be cleaned manually using edge merging and geometry checks. Delayed modelling workflow and required additional testing before export.





[bookmark: _Toc197527935]UV Wrapping Causing Shadowing in Substance
Issue:
· Certain models with tight UV packing or angled seams created visible shadowing and artefacts during texture baking in Substance 3D Painter.
Resolution:
· Reworked UV layouts with more consistent.

[bookmark: _Toc197527936] Importing Into Unreal Causing Collision Issues
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[bookmark: _Toc197527980]Figure 40 Play Crash
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[bookmark: _Toc197527981]Figure 41 Asset floating away from collision 
Issue:
· Several assets generated incorrect collision volumes when imported into Unreal Engine 5. 

Impact:
· Broke gameplay flow and required time consuming adjustments in engine.
Resolution:
· The Unreal project had to be restarted to clear import errors. Assets were re-exported from Maya with clean FBX settings and animations correctly applied. The correct versions were then reimported with proper collision settings and animation flags enabled. This resolved the issue and allowed models like the carriage and windmill to function with both movement and interaction.
[bookmark: _Toc197527937]Research Relating to My Role:
The assigned role focused on environment asset creation and implementation using Maya, Substance 3D Painter, and Unreal Engine 5. Research was practical and aimed at producing game-ready assets that were visually consistent and technically functional.
Key Research Areas:
· 3D Modelling in Maya
Explored efficient low poly modelling techniques suited for real time applications. Prioritised clean topology, accurate scaling, and proper pivot placement. Used edge loop strategies to maintain mesh control without increasing poly count unnecessarily.
· UV Unwrapping and Layout
Focused on clean UVs to avoid stretching and baking artefacts. Researched layout strategies to maximise texture space and maintain consistency across different asset types.
· Texturing in Substance 3D Painter
Studied PBR workflows for stylised realism. Practiced layering roughness, metallic, and normal channels to simulate natural materials like wood, stone, and metal. Ensured textures exported correctly for Unreal material setup.
· Importing into Unreal Engine 5
Researched correct FBX export settings from Maya to avoid scale issues and import errors. Investigated collision options and material slot setup, and mesh orientation for seamless integration.
Research Sources:
· YouTube tutorials for Maya workflows, Substance texture setup, and Unreal import troubleshooting
· LinkedIn Learning videos on UV mapping and environment design
· Support from fellow students for problem solving and sharing workflow tips
· Lecturer guidance on pipeline structure, asset optimisation, and export practices
This research ensured that all assets could move cleanly through the full pipeline from modelling to in game use without breaking gameplay, causing visual artefacts, or requiring major rework.
[bookmark: _Toc197527938]Team Structure and Impact
The project began with a small team, with roles informally assigned across environment design, gameplay, and planning. Microsoft Planner and Discord were used to organise tasks and coordinate progress.
Team dynamics presented several challenges:
· One member left the project early
· One member regularly wandered around class, engaging in unrelated conversations instead of contributing
· Another only participated during class hours with minimal input
· Another was often disengaged or unresponsive
· One team member stepped up toward the end of the project and took on the map-building task, helping to assemble and place assets into the Unreal level
Due to limited consistent input, most of the core production work asset modelling, UV unwrapping, texturing, importing, and testing was completed independently. This reduced the time available for features like character animation and sound.
Despite this, the result benefited from the late support on map assembly and provided experience in managing a large part of the development pipeline under pressure.






[bookmark: _Toc197527939]Conclusion 
The development of Medi-Field provided practical experience in 3D asset production, texture application, and engine integration. The project required a clear and repeatable workflow using Maya, Substance 3D Painter, and Unreal Engine 5, supported by targeted research through tutorials, peer input, and lecturer feedback.
Despite challenges with team participation and technical issues, the core objectives were met modular assets were created, the environment was functional, and the visual style remained consistent with the game’s medieval theme. Research directly informed each stage of the pipeline, and self-directed learning filled key knowledge gaps.
Future development should focus on:
· Expanding interactivity and visual polish
· Adding dynamic sound and ambient audio
· Developing full character designs with rigged models
· Implementing animation for movement, combat, and idle states
The experience reinforced the importance of efficient asset workflows, clear documentation, and adaptability when working in limited team conditions.
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Lens #38:The Lens of Competition vs. Cooperation

Balancing competition and cooperation can be done in many interesting ways.
Use this lens to decide whether they are balanced properly in your game. Ask
these questions;

ol Competition and “10” is Cooperation, what number should my
game get?

« Can I give players a choice whether to play cooperatively or competitively?

 Does my audience prefer competition, cooperation, or a mix?

@ Is team competition something that makes sense for my game? Is my game
more fun with team competition, or with solo competition?
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Hey all how can | stop my imported asset with animation from floating away in unreal i live play mode. Thanks





