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[bookmark: _Toc70358420]Introduction
This report is about the group game project also known as Pirate’s Edge, a mix of 2D character in 3D environments sides scroller platformer for the audience of anyone who enjoys a good platformer. The whole project was worked on by a team of six, but then a team of five. The report itself will focus more on the development of the idea than the preproduction of it. This includes actual development and polishing of mechanics, the full creation of the frames for animation and implementing those into the game itself. Additionally, creating of the 3D models for the level design and choosing the final level design to show off.

[bookmark: _Toc70358421]Research Evaluation
There was much less research for this part of the project than compared to the preproduction step, as all the designs and what the game will be were already set. But the start of the development stage the group still could not agree on the art style to be used for the game. This is where the lecture helped the group on creating mood boards of what each member was imagining for the game to look like and then set them on the right path of choosing an art style.
Below are the mood boards made by the team members:
Mariusz Kalasz:
[image: Figure 1: Moodboard by Mariusz Kalasz]
Figure 1Mood board made by Mariusz Kalasz
[image: ]
Figure 2 Mood board made by Josh West
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Figure 3 Mood board made by Samantha Oddie
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Figure 4 Mood board made by Beth

[image: ][image: ]
Figure 5 Mood board made by Erin

This was the main group research, and this helped in getting to the final art style which the group agreed on using. The art style is mainly a cartoony style with the drawing style of the animator Sam, with the 3D elements following that kind of style.



[bookmark: _Toc70358422]Individual research
Majority of individual research for the author was for the Unreal Engine, so looking up certain tutorials on doing certain mechanics in the game, for example the main area of the rope mechanic (the interfaces) and how to make physics materials which made the bouncing barrels, or how to set up the animations for the monster and the character, the main personal research was on interfaces for a specific mechanic which in turn has been scrapped due to being incredibly inconstant of activating the mechanic. 
[bookmark: _Toc70358423]Research Conclusion
In conclusion there was not much research in this stage of the project, main one was to choose an art style for the game which in the end was a mixture of cartoonish style and the drawing style of the animator Sam, and then for the 3D elements of the game Josh would try and replicate the same drawn style.

[bookmark: _Toc70358424]Technique Evaluation
The game is still being made in Unreal Engine; however, the author has more experience in using it over the time of the development, but he is still new to it as the logic in Unreal is a bit different compared to like Unity so there are some frustrations when he is trying to create a specific mechanic. There were also some issues with making the rope mechanic activating on a timely button press, it was a good idea on paper but that was scrapped due to issues of actually activating the launch from the rope, it needed to be frame perfect or it would not work so to solve that the idea was scrapped, and the rope mechanic works on the basis of the character just touching the collision for it and it launches them that way. 
[bookmark: _Toc70358425]Development of Techniques and Skills
The author has improved in using of Unreal Engine, he feels more comfortable in using it and its tools, there is of course still room for improvements like remembering certain hot keys to make the workflow more efficient, and still understanding some logic used in the blueprints as there is no ability to use two of the same Event nodes in one blueprint which can make some frustrations and going back to the “drawing board” to implement a mechanic.
[bookmark: _Toc70358426]Overall Quality of Work Produced
This section will be split into two, the quality of work which the group produced and the work which the author did and the issues which he has encountered during the development.
[bookmark: _Toc70358427]Work of the Group
Overall, the group’s work was of great quality, the animator Sam has made good and clean animation and easy to work with frames where the author could edit to make specific animations work in context of the game. Josh’s model work is extremely high quality and they fit well to the art style of the game, additionally due to the team losing a team member who was the other half of the tech team, Josh undertook the work that was left which was majority of menus, there were some issues with that, but it was more of user-friendliness than the actual functionality of the menus for example not knowing that you can click on some options or not showing the prices in the shop, but (in the time of writing this) he is currently working on those issues. Beth’s work helped in design levels for the level and additional design was for the menus which turned out great and the designs/art fits in very well, with additional sound design and creation of music for the game. Erin’s work was a bit lack lustre compared to the whole group, she was the assistant to Sam, and she helped mainly in colouring of the line art for the frames and supposed to shade them as well but due to time constrictions Sam undertook that job, however the colouring itself was not of high quality, from the information given to the author there were some colour mismatching in some frames and the colouring itself was not great as it looked like it was done with just the fill tool, there is room for improvement.
[bookmark: _Toc70358428]Personal Work
Overall, the quality of personal work was good, the author is happy how well the game turned out. The mechanics work as they should and they are currently well balanced, majority of the animations have been implemented and edited so they fit to more specific actions (like separating the landing and jump parts of the jumping animation), however 2 animation are still not implemented as both have not been coloured yet. 
The main issue which happened during the development was with the rope mechanic, before the rope worked based on the player running into the trigger box and that will launch them, but there was an idea to make them more interactive. So, the idea was the player would have to press E close by to the rope, initially the blueprint was placed into the level blueprint, however that only worked for one rope in the level and not all of them.  
[image: ]
Figure 6 The initial design of the rope blueprint
So now this has been moved to the player blueprint but that just did not work at all, so the author has posted the problem on to the unreal forum which has advised him to use interfacing for it to work, after some lengthy research the interfacing has been implemented and that has worked the player was launched when the E is pressed near the rope. 
[image: ]
Figure 7 Blueprint in the player blueprint
[image: ]
Figure 8 Blueprint which handles the launch, situated in the rope blueprint
[image: ]
Figure 9 The interface function
But this had an issue, for it to run the blueprint the player needs to have frame perfect timing as they go into the trigger box, it was so hard to time it that all the players during the play test could not run it. So, the whole idea has been scrapped in the end, as the development time just to fix that would take over all other mechanics which still needed to be developed.
[bookmark: _Toc70358429]Technique Conclusion
The techniques and skills have been improved on, for the author he has really improved on using unreal to an extent where he started to enjoy using it more. And with the whole rope mechanic fiasco, the problem-solving skills have also improved on with additionally learning how to use the resources out there much more effectively, for example using the unreal forums which lead the author into the right direction for further research into interfaces.







[bookmark: _Toc70358430]Development Evaluation
The development process became more linear closer to the end of the project, at the start of this semester the development was more parallel so both members of the tech team worked on their areas at the same time and when they were finished both versions of the game were then merged, however due to losing one member of the tech team that became more linear as the author and josh sent the version of the game to each other when they were happy of what they did, so for example josh would do the menus and implementing his 3D models, and when they were in majority complete that version will be sent to the author and then he would do work on polishing the level, adding animations and finishing some mechanics. The linear approach was much easier to handle as both versions did not have to be merged at the end which could result in more bugs and other issues, but even though it was easier it was not that efficient as it could feel that one person was not doing much when the other was working on their part. Other than that, the development process has not changed much as everyone had the same roles and specific jobs which were tracked via a Gantt Chart, except for the other half of the tech team has left due to personal reasons.
[bookmark: _Toc70358431]Creativity
On the author’s point of view his creativity more showed in level design by adding additional obstacles to the initial design made by Beth, this was due the player could escape from the monster way too easy so later on the level there was no challenge at all, by adding the existing mechanics like the barrels which slow the  player down some more mechanics were added like that, for example a bouncing barrel, and static tentacles also do the same thing if the player touches them.
[bookmark: _Toc70358432]Relevance to the Brief
The brief was to complete the level of the game, so the previous brief was to create a proof-of-concept prototype, this one was more of building up on it, so it is more complete, with all the animations and 3D models for the level and more polished and tested mechanics. So, the project has followed that brief very well, the group has a good and interesting game with a foundation of a gameplay loop.
[bookmark: _Toc70358433]Contribution within the group
It was already discussed of what the author did within the group in the Quality of Work Produced. However, the author was also in charge of the tech team which as mentioned before it all broke apart due to the departure of the second half of the tech team.
[bookmark: _Toc70358434]Iterative Design Practice
Iterative Design was more present in this part of the project, on the tech side there was more testing and balancing of the mechanics, so there was a small loop for that where you implement a mechanic, test the mechanic, note down what other players thought of it and implement any repeated suggestions, and the loop starts again. This kind of can be also related to implementing the animations, as sometime the full animation did not work well with the control scheme, so some frames had to be shaved off.
Below are the questions and instructions used for the test session within the group and with the other group:
[image: ]
Figure 10 Questions for the testing part of the project
Additionally, the responses to the questions:
[image: ]
[image: ]
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[bookmark: _Toc70358435]Time Management
Compared to last semester, author’s time management has improved but this is due to having a Gantt chart for the whole group, this really has helped with planning out the project and completing certain task within the time frame set out by the group member. However, of course that was not perfect as for the Gantt chart to work the group members need to update of what they did, if they do not do that then the rest of the group will question if the person in question has done the work, which make more confusions in meetings. Additionally, some team members did not even check of what they have on the Gantt chart which then they always ask of what they need to every meeting.
Below is the author’s personal Gantt chart:
[image: ]
[bookmark: _Toc70358436]Development Conclusion
Overall, the development process went well, but with more bumps in the road so to say. There was not much that the group could do about one member dropping out of the course and him not informing the group about it, but it really did affect the development flow. However, due to Josh stepping up and providing support in the area did help the group to overcome the challenge.
















[bookmark: _Toc70358437]Analysis (Conclusion)
[bookmark: _Toc70358438]Contextualising the work within a wider theoretical practice
The work done during the semester was more development based with testing so this can be more linked to how an actual game developing company would work, as developing mechanics from scratch, making the animations and models and then placing them all together to create the final product, and then testing for how the game feels and seeing if any bugs which have not shown themselves will show in some play testing which then can be found and fixed.
[bookmark: _Toc70358439]Critique of the work which has been produced
The work which was produced is a complete level of the game idea, with proper menus and loops some the player can restart the level without shutting down the whole game, the fun factor of it can not really be tested, but from the first game test with the other group they said that it has potential.
[bookmark: _Toc70358440]Critique of Author’s and Team’s practice
Time management has improved from previous semester and this is due to implementing a Gantt chart in the group, so the time was well planned out, however the author still had some issues with managing his time due to procrastination, but he always has completed the work even though it was sometimes late compared to the Gantt chart. 
For the group, the time management also improved compared to previous semester and this is again due to the help of the Gantt chart, however communication was still lacking with some group members and they have not attended the meetings regularly so for the rest of the group it felt like a mystery of what they were doing, and then they would act surprised if they did not do the work.
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Instructions:
- If you die you will have to alt+f4 the game and run the exe file again to restart it.
- When you start the game, the game will start imediatly, so prepare too start as soon as you press the start button.

To find out for the tests:

- How the movement feels, is it too slow or too fast? too weighty or too floaty?

- Is the monster speed good? is it too slow or is it too quick?

- Are the obsticles fair? is the slow down too harsh? is the speed up of the monster too large?

- Are the items good? is the speed boost too slow or too quick? is the cannon launch too powerful or too weak?
is the aftershock mechanic a good idea (being slowed down for 2 seconds after using the cannon)?

- Ts the rope mechanic good? did you have any troubles with activating it? does the machnic itself feel bad?

- Are there any other underlying issues or bugs which you have found?
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How the movement feels, is it too slow or too fast? too weighty or too floaty?

6 responses

too fast
Movement feels ok, no problem with jumping or walking

‘The character felt

he was walking slow.
‘The movement feels good, its controllable and the player control weight feels like its in a good spot.

General movement feels fine, could be a tiny bit faster horizontally

Is the monster speed good? is it too slow or is it too quick?

6 responses

abit too slow - could it change speed now and again o alter the game pacing?
yes
too slow

‘The monster feels too quick at the beginning, you have to move the second you hid start which isnit good for
first time players, maybe the monster can start a bit further back, giving players time to adjust to game
environment.

‘The monster speed is too slow.

Too slow I think with current speeds
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Are the obsticles fair? is the slow down too harsh? is the speed up of the monster too large?

6 responses

Some of the platforms require very precise timing as they are as positioned as far apart as they can be - there
could be alittle more margin for error here

yes
its good

1 thought they were fun and challenging, | think the cannons could stand out a bit more and a reason why
there is rope handing in the middle of the air.

I didnt notice the speed up of the monster as it never catches up toyou and needs to be a bit faster.

some jumps seem to be impossible without abiliies (which are limited) . didn't notice the monster speed up.
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Are the items good? is the speed boost too slow or too quick? is the cannon launch too powerful or
too weak? is the aftershock mechanic a good idea (being slowed down for 2 seconds after using
the cannon)?

6 responses

did not notice any change besides the launch, which was good
some boosts send you to certain death.

items are good

‘The aftershock is a good idea, it allows for taking in surroundings and getting ready to continue.

the items feel good and fun, theyre not too powerful making the game to easy, there s still challenge when
using them.

ability 1 launches too much and is too fast, the cannon in is in a good place and the aftershock is a good idea
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Is the rope mechanic good? is the launch too powerful o is it too weak?

6 responses

launching is a good change of pacing in game
feels about right
100 powerful. it actually felt better before without the rope swing coz it was more challenging

‘They are very powerful, they cross a big distance very fun but, also don't know where to land, have to play
couple times to memorise layout and dangers.

‘The rope mechanic feels good, not too OP and fun.

the rope seemed to be slightly too powerful, but is too zoomed in and can't see where you're landing.

Are there any other underlying issues or bugs which you have found?

6 responses

needs to be a delay at the start before the monster kills you
the project opens my Steam VR.
the powerup buttons are awkward to press

Had to shut down whole game to restart and couldn't access in game menu, where controls that could be
posted there. Why are there 3 box options to start game when one just opens game, what are others for?

1 didnt experience any bugs, just the start and the restart needs to be addressed whic! on the to do

list.

sure

stacking effect with the cannon + rope launching super far.
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Complete the Kraken/Monster mechanics
Complete velocity changes from obstacles
Implement animations and sprites to Pinky
Stete (vhen finished)

Implement all 3D and 2D assets (when
finished)

Implementing 3D assets might be easier as
some will be used for level design anyway.
like the barrels and ships as they dont have
any animations

The 3D assets which have animations will be
different as the animations need to be set up
as well

2D assets will be backgrounds (static and
some parts animated). and i think the rope
swings. this will require sprites and then
made with the clip animation (or whatever its
called)

 Code up the speed boost from rope swings

Implementation of level design (as the current
one is ot great)

Playing around with Particle effects(?)
Implement item mechanics linked to a button
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