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Introduction
The teams goal from this project was to have a working prototype of our racing game ‘CyberLine’. 
During this project we used ‘Discord’ (Citron Jason, 2015) to hold our weekly meetings. In the first meeting we went into ‘Ftrack’ to create a project to do list for the group to distribute tasks needed to be done, big or small. During this project I’ve been taking regular screenshots to show weekly progress.
In this project I was tasked with completing the digital designs of the character’s clothing, modelling: a garage, token (game currency) and the 3D title of the game. 

Digital Character Design
About the Task
When it came to the character designing, I decided to draw each clothing and accessories individually because, I wanted the designs to act as a reference for the team member who was tasked with building the 3D model of the character.
During the task I was referencing from the research images that I added to my ‘CyberLine Character Inspiration’ board (Link in Reference) and my concept art.

Process
To design the characters clothing and accessories I used ‘Medi Bang Paint’ (2021) and a graphics tablet. When designing I made different folders for the different layers to make it more organised.
Firstly, I had to draw the males body, this was a difficult process as I found it hard to draw the human proportions straight into digital, I already noticed the difference from drawing on a graphic tablet and a sketch book. After a bit of time, I was able to draw out the front and a side point of view of the main body, however for the front I just did from neck to the ankles and the side point of view I did the entire body.
[image: ]Once the male human body was drawn, I started with the design the one-piece suite, once again still looking at the research images and concept art. I wanted this suite to be simple but also to reflect the game world, ‘figure one’ shows the suits designs for the front and back.









‘Figure One- Front and Back POV of One- Piece Suit.’
The suit is dark blue where there are streams of light blue, the notes I made across the suits say that the light blue would glow/ illuminate. This was something I included after seeing some images of the vehicle model as well as research again including the suit designs from the film ‘Tron Legacy’ (Joseph Kosinski, 2012). 
On the collar area there is this bling that is CyberLine’s initials ‘CL’. There is also patch on the right arm which is the company logo with a border of the same blue illumination. This suit would be tight fit on character and to show the characters figure as shown in detail on characters chest. 
Lastly, there is a long zip on the back, I included this as it made more realistic on how the character would change into the suit. One thing I did not realise at the time but, because this is a racing game, I did not consider early on that the player would spend more time looking at the back and rarely see the front.

[image: ]









‘Figure Two-Side point of views of One- Piece Suit, Boot, and Glove Designs.’,
As seen in ‘figure two’ these are the side point of views of the suit as well as a glove design. With these designs I thought that I would also add the boot design with this point of view because, I thought I could be able to add more detail from the side of the boot rather than the front and back of it. As shown in ‘figure two’ the boots are slim like the suit which can show that they are light wait when the character is moving about.
[image: Diagram
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‘Figure Three and Four- Long cloak’
As seen in ‘figures three and four’, I designed the cloak to be a long on because, then when the character is riding his vehicle, the cloak can be animated to it flapping in the wind. To improve this, I would get rid of the light blue glows that are along the cloak and would have kept the string at the top, tying both sides together and the glow/ illumination chain. I would have kept this because, it would make the cloak resemble my concept art, making the character look bad, or even a gang member.
[image: A picture containing text
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‘Figure Five- Other Clothing Designs.’
Shown in ‘figure five’ are some other clothing designs, this is so there are open options of clothing for the character. I kept with the theme of the clothing lighting up except with the leather jacket. I could have done this better where the jacket can still be simple leather but, instead with just a plain chain or it just glowing a single colour.
[image: A picture containing vector graphics
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‘Figure Six- Two Different Hair Styles.’
‘Figure six’, are two different hair style designs, I felt like this is what I could have done better the most. I could have been able to do more than just two different designs, especially since there is some evidence in the concept art and research and in each style, I can use a different hair colour and skin tones to show variety of colours and tones offered in game.
[image: A picture containing icon
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‘Figure Seven- Three different Company Logo Designs’
‘Figure 7’ are three different designs where one can be used as the company logo. I have done three different logos because, I wanted to post a screenshot of them in the group discussion to get my team members opinions. During one of the weekly meetings, I brought the subject up and the group decided on the first design (top left). This logo would be put onto the right arm of the characters suit design as a symbol of the organisation.

Even if these designs do not get used in final prototype of game they can still be used for future updates to the game. 

What could be better?
These designs could have been better if I have made a whole character with the one-piece suite, cloak, shoes, helmet on one human body then make notes around the character as well as re-drawled the small key features bigger on the side to see the details. I could have also made it better if I had done these deigns with a different background colour such as a light grey so that I would be able to see clearer of any white spots and making sure the background is not plain white which can make the image look empty.
Something to consider is to practice human proportions drawing in both ‘Medi Bang Paint’ and in a sketch book.  I could do is draw and digitalise a character once per week and as I get better, I would get quicker when doing it. This would also be beneficial for my personal portfolio for future employment, or I can use it to showcase an already designed character to use on a future project.


Garage
Building the Garage and bringing into Unreal
When modelling the garage, I used the software ‘Maya’ (2019). I used this because, it’s a software that I started using last year and have been slowly building my skills, knowledge and understanding of the different tools I can use inside of it.
[image: ]




‘Figure Nine- Screenshot from Maya of First Garage Build.’
As seen in ‘figure nine’ this is my first build of the garage, I had already put in a lambert material to be able to see where the glass would be. I had also created a type of platform for the vehicles to park or drive on to get to the workshop. 
When thinking about garage workshops, I was thinking something that would be futuristic where glass covers the majority of the building. My mind would think about workshops seen in films, like the ‘Avengers Age of Ultron’ (Joss Whedon, 2015) building, the walls where mostly made of glass for the different work areas, and I knew I wanted to do something similar to that, but smaller. In addition, in my local area theirs a garage and I observed its structure and imagined what it would look like in the game world.
I felt like this first garage went really well and I felt like it was an experiment to see what goes well for the structure. Ultimately, once this looked well done, I then decided to bring it into an ‘third person game Unreal Engine 4 template’ (2021) to measure the model scale against a human mannequin and to experiment with what materials would work well with the model to see if I had to change the building.

[image: Graphical user interface

Description automatically generated][image: A screenshot of a computer

Description automatically generated]
‘Figure Ten and Eleven- First Garage Test inside Unreal Engine’.
[image: A screenshot of a video game

Description automatically generated]As shown in ‘figures ten and eleven’ my first attempt at creating a material for the building. I made a metallic material, it did go with the theme of the gameplay however, I found that the material was reflecting off each wall and would not be appropriate for the garage.
[image: A screenshot of a computer

Description automatically generated with medium confidence]	

‘Figures Twelve and Thirteen- Brick Texture’.
‘Figures twelve and thirteen’ are screenshots showing what the building would look like if I used a brick texture/ material. I felt that with this material it did work out better than the first attempt however, I found I didn’t properly UV unwrap the model, so the image texture didn’t fit around the building right. 
On the other hand, I was able to identify that I could use a light blue metallic material for the power/ energy boxes that are place inside and outside of building and making the pipe a rough dark grey material.



[image: A screenshot of a computer

Description automatically generated with medium confidence][image: A picture containing text, computer

Description automatically generated]
‘Figures Fourteen and Fifteen- Final Garage Model Inside Unreal’
‘Figures fourteen and fifteen’ is the final model of the garage. In this model, I decided that I can have one side of the building made from a brick texture where the gap is for the pipe to go through, the other three walls are made of a glass material to see into the building. The energy boxes and pipe remained the same as the previous models and the flooring of the building is made of a singular mesh with a wood texture material. Finally, the corner pillars would be metallic pillars standing in each corner acting as support for the building, this metallic substance will not be heavy metallic but enough for light to bounce slightly off of it. 

When building inside of the Unreal project I built a type of platform for the garage to rest on, I made this platform with a simple dark grey material and then placed individual point lights around the platform so then when it is placed in game it would light up the garage in the dark game world. 
In the third person game template I made the game world darker by changing the suns brightness and editing the sky and cloud colours, by doing this it helped me to position and edit the point lights brightness/ intensity. This helped to position the point lights to brighten up the garage.

[image: A screenshot of a video game
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‘Figure Seventeen and Eighteen- Ceiling Light Model and inside of Unreal’.

The final task for this garage was to add a ceiling light for inside the garage, I once again went into ‘Maya’ and quickly modelled  a ceiling light and brought it into the Unreal project where I attached it to the ceiling of the garage and added a light grey rough material. Additionally, I brought in a sphere and edited it is shape to act as the bulb insight the light, and added the glass material to this. After that, I built a blueprint where I added a point light to the inside of the glass and then when I attached it to the light inside the build, I brought in a spotlight to cast the light down as a cone.
I duplicated the assets inside the world outliner to make two ceiling lights inside the building.

What could be better?
This could have been better if I had practiced more with UV unwrapping then I could have used the first model right away. To get better at this I can practice modelling different objects then practice using the UV editor.
[image: A picture containing text, sky
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‘Figure Nineteen- Glass Material’
Inside of Unreal if looked at the glass from a certain point of view it looked like the building was cut or split, I did try editing the materials default values but, I could not find much of a solution, this can be shown in ‘figure nineteen’. It is something I could look into; however, this is not an issue for this prototype as the player would only see the front of the garage.

Token
To create the token, I used ‘Maya’. Firstly, I created all the 3D models, I made a circular coin like base and created 3D text and centre piece. Secondly, I used the bend tool so that I could bend the company’s name to fit around the token.
After that I brought it into the garage ‘Unreal’ project so that all my assets were together. I made two different metallic colours one for the base and the other for the text. For the centre symbol I created a water material by following a tutorial called ‘DPTV UE4 Materials Tutorial 4 (Simple Water)’ (Deprived Productions, 2018) I wanted the symbol to add effect to the token and thought this material would complete it. (See figure twenty). When choosing colours I was not sure if the base of the token should be gold or the colour seen in the image, I had to make sure the text was clear to read.
[image: Graphical user interface
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‘Figure Twenty- Token’

Game Title
[image: A picture containing text, road, sign

Description automatically generated]When creating the games title, I had a lot to think about when creating it. I went into ‘Maya’ to create 3D text, and was creating 5 texts with each one a different font. I had to identify which text would match the theme of the game and clear to read/ understand.




‘Figure Twenty-One- 5 Different Titles’
Then, I brought all the titles into the garage ‘Unreal’ project and then created 5 different metallic materials each in a different colour then sent screenshots to the team as seen in ‘figure twenty-one’. I used different colours to experiment what colours work once again best for seeing clearly and matching the theme.
[image: Graphical user interface

Description automatically generated]Once we agreed which one to use, I placed it of the platform behind the row of point lights and edited the titles colour so that It is clear to see as shown in ‘Figure Twenty-Two’ the final overall look of the main assets.





‘Figure Twenty-Two- Final Look at Assets’.

Evaluation
Overall, helping bring this prototype to life has been fun and challenging, there are some areas in which I need to improve on between now and the next project, however I am satisfied I played a role in this game even if it was a small one.
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