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Methodology:
A third person racing game where the player can race as ancient mythical creatures smashing through towns to reach the objective first. 
This third-year major project will be a Player vs Player racing game, where the primary objective is to reach the end in a point to point race. The game will be set in ancient Greece and will be focusing on ancient Greek mythology as its art target. Within the race the player will be able to charge through small towns, knocking down buildings and obstacles in their way. The player will also encounter hazards such as deadly lava, dangerous cliff sides and sudden drops as they race up a live volcano.
To accomplish this, the following equipment and software will be required to complete this game.
Hardware: 
· Computer from room AA108-000 (Keyboard, mouse, Monitor) 
· WACOM Cintiq and Cintiq Pen.
· Video Recorder/ camera
Software: 
· Adobe Photoshop CC 2015
· OBS Studio (64bit)
· Microsoft Word 2013 or above
· Microsoft Excel 2013 or above
· Unreal engine 1.17-18
· Maya 2018
· Substance Painter 2
First week of production 
Researching the party game genre, within the first week research will be conducted of the genre of our chosen game, that being party games. To complete this task in depth research into how other games incorporate this genre as well as how they are played will be completed. Doing this research will give the members a better understanding of how the party games are played and what makes them fun for everyone. To do this, a documentation sheet of a wide variety of party games will be required, explaining what certain aspects of party games work and do well. 
For example, some quotes from The Nerd Critic, OCTOBER 24, 2015 “Probably the most important thing about party games is that they need to be accessible and easy to pick up and play.” “. A good party game has to be easy to learn yet hard to master with all players on an even playing field.” https://thenerdcritic.com/2015/10/24/what-makes-a-good-party-game/ 
This will prove to be helpful when designing the game as it gives us the core elements which are needed to make a good party game. (See appendix page 9)


Second Week of production
The initial idea was going to be an arena battler, where up to four players would be placed in an arena full of hazards and powerups. A research document was created for this idea, gathering other arena based co-op game games such as Gang Beasts, Crash Bandicoot and Super Smash Bros.
After discussing this idea further with both lectures and in team meetings, the group concluded that the idea of an arena brawler was too generic and didn’t have enough unique selling points that made it different to other games in its genre.  Therefore, the idea was changed by the second week of production and was now a third person point to point racing game set in ancient Greece. 
Research will then be conducted on Ancient Greece itself and other racing games such as Mario Kart and certain levels in Little Big Planet. To do this, a research document will be created on Microsoft word, giving examples of certain aspects of different racing games, stating what makes them popular and why. Doing this will give the group a better understanding on what makes a racing game both fun and competitive for all players and how these games should be delivered/ designed. This will include in depth knowledge of track design/ layout, hazards and challenges in game and balancing. 
Third week of production
The next stage of production will be covering more research into ancient Greece as well as Level prototyping and concept art of the level. To better understand the how the game will look and feel, a detailed research document about ancient Greece will be completed. This document will be covering the architecture of the buildings, pillars and temples of ancient Greece, giving a simple description about why the were built that way and how they physically looked. Doing this will assist the concepts artist as they will then have in depth knowledge into how ancient Greek villages looked and felt liked. 
As the game will be set in Ancient Greece, the group decided on having a volcano as the central asset. The race track will be created around the volcano, scaling around it as well as forming around the edges. To get a better understanding on what the track’s layout could potentially look like, several physical level prototypes will be drawn out and designed, to then be analysed by the group. Doing this will point the group in the right direction as it will give a rough idea on what every member of the group thinks should be included within the level. E.g. Length, hazards etc.
As the race will be formed around a volcanic landscape, it is important the members of the group fully understand how volcanoes look and how they affect the land surrounding them. To do this, a brief research documentation will be created about how volcanoes look and form like, also the colours and landscape that surround them will also be researched in depth. Doing this will help whoever is in engine sculpt the volcano and surrounding landscape so it looks believable and accurate. This research will also aid the texturer as they will need the references for what colours to use when creating textures for the landscape. As well as research for the volcanic landscape, another aspect which will be included within this document will be roads. Specifically, roads on the side of mountains, these roads will aid the group as they can be used as reference when modelling the track. 
Using the research documents created, rough concepts of the track will then be designed. The concepts will include several iterations of potential looks. Also, the concepts of how the track will form around the volcano will also be completed. From the concepts the group will have a meeting and discuss their likes to dislikes about the concepts and decide what parts of the concepts would look best for further designing. 
Fourth Week of production.
Once the first concepts have been completed the next stage will be to create concepts for the assets that could be found within the level. To do this, the concept artist will use the research documentation created earlier for the architecture of Ancient Greece as a guide when creating the concepts. The concepts will include three to four different houses, up to three different pillars and rough sketches of ancient Greek villages/ towns in a volcanic environment. Making several iterations of each concept will assist the main artist when it comes to designing the assets as they will use all these concepts to create a final look ready for modelling. 
By using the physical prototypes which were created, a rough whitebox will then be able to be created within the unreal engine. This will be done by using unreal’s landscape editor tool to form the track and a basic volcano (See appendix for reference, page 9). By using tools such as the ramp tool and erosion tool, a rough whitebox of the level will be created. As well as using basic square cubes scattered across the level to symbolise houses and other assets. From creating this whitebox the group can then decide whether the level needs any drastic changes such as length, width etc… this can be done as they will now be able to play test it amongst themselves. 
Fifth Week of production.
As well as concepts for the houses/ environments, multiple concepts will be designed for an ancient Greek bridge which will be used within the game ready for the final artist by using the provided research documentation. Concepts for potential hazards will also be designed. These hazards will be seen across the game and must fit naturally into the landscape. 
By using the previous concepts for the pillars, the concept artist will be able to design a few rough sketches of potentially temples which could possibly be used within the game, the research document on Ancient Greek architecture would help benefit the concepts and will be used.
By playtesting within the group a few major changes to the whitebox will be changed. These changes include the length and width of the track, more hazards and more diversity. This will be completed in the unreal engine’s landscape editor. The length of the track felt to short and made the race run for approximately two minutes, this will be changed by adding a large path leading up to the volcano. The width of the track was too narrow which made the level feel too linear and claustrophobic this will be changed by adding a variety of open areas to narrow passage ways. To make the track have more diversity and feel more dynamic, alternate routes, different height tracks and even ramps will be added to make the gameplay more enjoyable. 
Once all the above changes have been made to the track the next step will be to do a more accurate asset placement in the world. To do this, instead of using plane cubes as house there will destructible mesh cubes to signify the houses. These cubes will be made by another group member then passed down to the member building the level in engine. Having these destructible cubes will help the group better understand how many should be added into the level and where they would be best placed, as the core mechanic in the game is to run through buildings.
Sixth week of production.
Once the destructible meshes have been implemented into the engine, the next stage will be to create hazards into the race track. This will be done using both the unreal landscape editor tool and the basic shapes provided by unreal. By using the prototypes as a guide, the hazards will be scattered around the map, becoming more gradual throughout the track. Doing this will make the race tenser as it comes to the end, it will also fit nicely into the track. For example, nice and open at the start with a few open spaces and little hazards then gradually becoming tighter with sharp corners and plenty of hazards. This will also give the track some diversity. These hazards will include basic tubes to signify lava on the ground (This would slow the player), gaps in the track on the volcano, destructible walls/ rocks scattered around the map. 
As the level is being created, at the same time the character movement will need to be changed. From playtesting in the group, it was clear that the character was too slow, couldn’t jump high and was able to corner too easy, to adjust these the following implementations will be completed: To increase the movement speed, the overall maximum movement speed with the character’s blueprints will be changed from 300 to 500. This should make a significant change to how fast the character moves. For the jump height, the overall gravity effecting the player will be decreased by 25 percent. This will increase the velocity of the characters jump height thus will make the character jump higher. An experiment will take place when it comes to the easy cornering to make it more challenging. Within the characters’ blueprints menu there is a contact friction with landscape. A few experiments will be taken place to see how the character takes corners with less friction, so they slide more. Doing this experiment will then see whether this mechanic makes it annoying or fun but challenging.
During this week of production, the first character or the “Minotaur” will have a proxy sculpt ready for rigging. By using Maya 2018, the rigger/ animator will create a full skeleton with correctly orientated joints and binded to the skin ready for weight painting. The joints will each be placed and given their correct naming conventions all on the right side of the minotaur’s body for example “Thigh_R”. After the joints have been properly named and placed, they will then be orientated correctly with the following co-ordinates: X- Forward, Z- Up and Y- Left. The Minotaur will also have its skeleton binded to its skin, making it ready to be later weight painted.  By the end of this semester it is not required to have an animated character, these preparations are preparing for the second semester. Doing the minotaur rig now will mean one less this to achieve next semester. 
Seventh Week of production.
Due to illness of this week, all intended work will be transferred to the following week. This will be done by following the risk assessment. Some work will be completed by the absent member, that being the weight painting of the minotaur. The group will be notified about the absence.
Eighth week of production.
Within this week of production, the minotaur proxy model would be fully weight painted. This will be done by making sure the pelvis has influence on the whole body and then working up torso, taking away influence and smoothing it around the joint. This will be done for all the joints up the spine, including the neck and head, then also down the left arm and leg. After all the weights have been correctly painted on the left side of the body, they will them be correctly mirrored to the right side of the body. The reason for weight painting the proxy will be good practice for the animator as they will get a good idea of how much the minotaur can move and how it should move. 
To achieve the groups’ decided art target, the whiteboxed level will need more detail. To do this, unreal’s landscape editor tool will be used to add noise to the level. This will give the landscape a more accurate representation of volcanic terrain. To do this, the level designer will need to refer to the environment research document to better understand how volcanos effect and form the land surrounding them. Doing this in the level will make the volcano seem more natural and believable. (See page 10 for before and after of landscape.)
Ninth week of production
Within this week of production, two houses will be fully modelled and uv-unwrapped in preparation for the texturer in Substance Painter. The house will be modelled in Maya 2017, starting with a basic cube, also using the final orthorgraphics from the concept artist as reference. From that the modeller will insert edge loops around the cube to where the intended doors and windows will be.  The roof will be a separate shape (Basic triangle). It will be wider that the cube and on the bottom base, an edge looped square the size of the top of the cube will also be created. Once the correct faces have been deleted from the cube and the triangle, they when be welded together using Maya’s target weld tool. 
Once the house has a basic shape it will then be shaped so it matches the cartoon aesthetic of the orthorgraphics, this will be done by re-positioning the edge vertices, this will make the house more rounded, giving it a more character. The windows and door will both be extruded inwards to the house, this will be done by using Maya’s extrude tool. To do the stones that are extruded round the corners of house, edge loops will be inserted around the model following the orthorgraphics. They will the be extruded outwards to make the model feel more dynamic. 
Once the model is completed, it will then be uv-unwrapped. This will be done using Maya’s Uv- Editor tool, by cutting the cube to the triangle apart, they will then be cut individually so the uv will be tidy and clear for the texturer. After the model is unwrapped, it will then be triangulated and exported as an OBJ file ready to be textured.   
After the houses have been modelled and unwrapped, textures will be applied in the game engine. These textures will include: Volcanic Terrain, Village Pebbles and basic landscape1. To apply these textures to the level, a small blueprint of the textures will be created, allowing them to be painted onto the world. See page X for blueprint. The tools that will be used to apply the texture will be Unreal’s texture painting tool. The reason why the textures will be applied like this is down to simplicity. Organising the textures in a single blueprint will be much easier to manage and navigate than having separate ones. 


Conclusion
The final art target was created. The group managed to achieve what they set out to. A single character was fully modelled and textured, as well as two separate houses. Also, the environment was taking shape with textures that were applied to the world. However, some minor setbacks were encountered during production which slowed the project and making it not possible to do more. These setbacks included lack of communication between members and debates on how certain aspects of the game should look like. To better improve communication next semester, the group will hold more regular group meetings, discussing what they could and could not accomplish in the week. To reduce team arguments, each member will learn to be more understanding of their fellow team mates and being open to all ideas.
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Besearch Party Game Genre

Probably the most important thing about party games is that they need to be
accessible and easy to pick up and play. There has to be that element of
familiarity that comes with the game be it cars, music or shooting. A good
party game has to be easy to learn yet hard to master with all players on an

even playing field. -The Nerd critic, OCTOBER 24, 2015-
https://thenerdcritic.com/2015/10/24/what-makes-a-good-party-game/.

Using this quote we are able to see that what makes a good party game is that
it can be picked up by anyone but still be difficult for people to master, this is
g0od as it makes all players playing the game relatively even with each other,
adding both replay value and competition.

Sharing a couch or a spot on the floor at a friend’s place is another bonding

experience entirely. - Ashley Oh and Allegra Frank Jan 7, 2017, 10:00am
https://www.polygon.com/2017/1/7/14183080/best-local-multiplayer-games-of-2016-

It's stressful, it's infuriating, and it's amazingly fun, as well as fuelled some of

our loudest screaming matches. - Ashley Oh and Allegra Frank Jan 7, 2017, 10:00am
https://www.polygon.com/2017/1/7/14183080/best-local-multiplayer-games-of-2016

As the name implies party games need to be fun for the whole party, even for

the people who aren’t playing. -The Nerd Critic, OCTOBER 24, 2015-
https://thenerdcritic.com/2015/10/24/what-makes-a-good-party-game/.

This is what we were going for when generating ideas for our game, something
that makes people yell out at each other with joy and all sitting around having
a good time, to do this we need to make sure the gameplay and environment
we make is challenging and enjoyable

This is also a good quote as it states the game has to be fun not only for the
players but also or the people who aren't playing, meaning the game needs to
be appealing/ inviting so it makes people want have a go at it. To do this, the
gameplay and general look of the game needs to look both inviting and fun to
play.

Once it's set up, however, the four-player matches play themselves, and once
friends see you all fighting on top of moving trucks, or inside a foundry, or

while hanging off a Ferris wheel, they'll want to jump right in themselves. - sy
Alex Riviello -10.28.2015- http://screenrant.com/best-multiplayer-games-play-party/

This also reinforces the point that people who are watching party games might
want to join in on the next match if the game looks fun and exciting.

Only humans can provide the unpredictability and scheming that turns the
average first-person shooter or puzzle game into a gladiatorial showdown or

cooperative crusade. -The best multiplayer games on PC, PCGamesN, 30 August 2017-
https://www.pcgamesn.com/best-multiplayer-games

This quote shows that even though party games can have A1, this ism't always
necessary as other players can provide the same sort of danger to the player
plus more, this is why our game will not be including Al within the game.
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