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[bookmark: _Toc513211646]Executive Summary
This report aims to evaluate the Rumslinger VR semester two project completed by imperial studios incorporated. The report will Follow one artists work threw out the semester two project looking at tasks they have to complete, what methodology’s they used to complete those tasks and how those tasks went overall.
The report will also have a summary on where the current team expect the company to go once they are done with their study’s, discussing what the company intends to be and how it is intended to work. There will be a detailed list of new staff roles outlining what staff would need to be employed in order to keep the company going and creating high quality content for the future of VR games.
An overview on what equipment they will need to keep creating content after their degree will also be listed showing what items they feel they will need in order to create content for the foreseeable future in the industry ranging from hardware and software as well as a physical location to hold the company.
There will also be a section outlining what the company will need to do to improve what they have accomplished already and evaluating the areas they intend to improve on and what new employees would bring to the table. As well as future trajectories on how the company intends to evolve after their degree is complete.
















[bookmark: _Toc513211647]Introduction 
This paper will go over semester two’s work on the game Rumslinger VR. Talking about the Methodology’s used in order to complete outstanding assets to be done by one of the team’s 3D artists, as well as the methodology used for time management needed in order to make sure the project was complete in the time frame and deadlines given. The paper will also talk about the project as a whole and how the project turned out as well as how well the team worked together on the project. There will be a business outline of how the company intends to create its business. Ending with a future trajectory on how the company aims to expand and become a company in the future and where the company intends to go with there content.
[bookmark: _Toc513211648]Methodology
The methods to be used for this project will consist of time management and planning, Asset creation and techniques. The goal of the semesters work will be to fully flesh out the currently white boxed VR level for Rumslinger VR. This will consist of final assets animations and textures as well as final technical mechanics and art such as particle effects.
The following methods will be used in order to show a clear vision for the semesters work moving forward. These methods aim to outline what will be done from one artists perspective on creating final assets, textures and particle effects that will go in the final iteration of the finished game.
To manage time a simple but effective method will be used in the form of sticky notes. Each team member will right down all their tasks in bullet points on stick notes and tick them off as each and every task for that asset/task is complete. These sticky notes will be on the wall in the studio so that all members of the team can see where each other is at in their task list. In doing this means that if someone is falling behind tasks can be easily reassigned or removed if needed from the task lists of each person as and when needed.
All assets created in this semester will be created inside of Maya and or Zbrush depending on if the asset needs a sculpt or hard edge work. Maya and Zbrush are the core programs that have been used by all members of the team in the last four years of their study’s so it makes more sense to stick to these programs instead of using something completely new to them such as 3DS Max or Mudbox for sculpting.
For texture art the team will be using Substance Painter 2 although this is new to them this year it is just an updated version of Substance painter which the team has used in the previous year of study meaning it will be a small adjustment and if anything a bonus having a smoother new version of the software with more possibility’s.
Particle effects will be done in a combination of Adobe photoshop and Unreal engine 4. Photoshop will be used to create the alphas that will be needed to create the particle effects in UE4. Unreal engine 4 will be where the effects will be brought together and tested to make sure they work and are visually pleasing to the team and fit the games style.
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Concept art for the second semester was primarily done at the beginning of the first semester. In doing this content could start being created immediately at the start of semester two instead of creators having to wait on concepts to be created in order to progress with the game project.
Although most concept art was done during the first semester as far as the characters and the art target goes, there were a few assets that did not have any concepts. Some off the assets that did not have any concept art where the pirate ship, shelving and the cargo hold, lanterns/lamps and the weapons.
Not having concepts for these assets did pose a rather large issue as they are not small assets and they are assets that should normally have multiple iterations of concepting. Having said that these assets ended up being created without concept art. This meant that the 3D artists that worked on these assets needed to have a good understanding of the style of the game, fortunately the modeller who created these assets also worked on the concepts in the first semester meaning they had a good understanding how each asset should look and feel.
This being said each asset did go through a few iterations and a small amount of back and forth with the team to get and end result that each member was happy with and resulting assets that would fit the game and not look out of place.
[bookmark: _Toc513211650]Assets
A list of assets will be created in order to stay on track threw out the semester, this aims to ensure team members will keep up-to-date on their tasks. Tasks such as Animation lists, Asset and texture lists for the modellers and texture artists, Particle effects list to be split between the two modeller/texture artists on the team. Finally, a list of tasks for our technical artist to complete inside of the engine.
The Dwarf will receive two textures to define ranged enemies and melee enemies this will be done by changing their outfits colour red for ranged, blue for melee. These textures will be created inside of Substance Painter 2.
Other assets to be created are as follows, a ship will be created as the game is based around pirates the starting area where the player will be introduced to the world will be on a pirate ship. The ship will be created in Maya and textured in substance painter 2.
Next a room will be created to mimic a lower deck to the ship or cargo hold. This room will be where the play will get introduced to their first enemy. The room will consist of shelving with cargo goods placed on them such as barrels and crates or boxes.
A lantern will be created as a common light source to be placed threw out the level of the game. These will be created inside of Maya and again textured using substance painter and then later on given a particle effect of a candle flame as a light source created in Unreal engine 4.
As the game is based around a pirate theme the player’s weapons will be flintlock pistols. These will be blocked out inside of Maya then imported into Zbrush for fine detailing and finishing. They will be texted inside of Substance painter 2 and particle effects will be created for the weapons firing in UE4.
[bookmark: _Toc513211651]Time Management
The Method to be used for time management and planning will be a simple but effective approach to time management using simple sticky notes being placed around team members work stations. These sticky notes will contain information such as a time line of events/Tasks and an estimated time frame for how long each task will take to complete.
Using this method allows for team members to be able to walk over to each other’s work station to see what that member has planned for the week and adjust what tasks need doing to correspond with different team members. 
Methods/process to be used in order to create models and textures throughout the project will stay relatively the same with some possible changes as and when they may be needed. The main process will be to create a high resolution sculpt inside of Zbrush, upon completion these sculpts will be taken into Maya for retopology and UV unwrapping. The Low-resolution models will then be taken into Substance Painter where they will be given textures before being placed in the game engine Unreal Engine 4.
The following assets are in need of creation using the process stated above. Textures will be created for existing assets so that they can be written off. A few environmental assets will need to be created such as a stylised pirate ship and dock. These assets will be primarily created using Maya but there is scope for these assets to be taken into Zbrush for some fine detailing technique’s such as adding details such as damage from past battles, Weathering and finer wood detailing.

[bookmark: _Toc513211652]Review of creative enterprise Strategy
[bookmark: _Toc513211653]Business
Currently the business is aiming to be a VR focused business intending to sell out its services to other companies who may not have any experience with VR and would need our company to come on board in order to create VR content for their game idea. The company will maintain this plan till it is at a point where it would be feasible for us to start creating our own games whilst still being able to sustain the company and its employees.

The company will sell themselves as a service that other games companies can hire in order to create VR content for them. VR being so new means that there are very few companies that have worked with VR and know what is possible and what just cannot be done. With VR it isn’t just about how thinks will work and look etc…. but even more so about safety, Motion sickness or VR sickness is a very common thing with VR there are a lot of things that cannot be done in VR due to the fact it can cause 90% of people to feel sick or physically vomit. Having a company that has already worked those kinks out of their projects has a high demand as it is easier to use someone that knows what they are doing instead of possibly making people ill or hurting people.

The company intends to in the end have the ability and finical stability to be able to create their own VR visions without having to work for outside company’s but instead keep everything in house. The company in the end intends to create VR experiences and or fully complete VR games with story’s plot lines and a variety of games to be played in VR.
[bookmark: _Toc513211654]Staff
To sustain our company more employees would be needed in order to take care of the business side of things as the current members are content creators and have no experience with running any sort of business. Extra content creators would also need to be brought into the company in order to fill roles as current staff are having to do multiple jobs instead of being able to work in their own respective areas effectively.

The staff needed to be recruited for the business side of things would need to be firstly a business manager to take care of the business as a hole. Currently nobody on the team knows how to run a business they have no experience in this area there for it would be more beneficial to the company if someone was hired to take care of the business aspect of the company to find funding do promo and to make sure the company keeps going.

 an accountant would need to be hired in order to look after the financial side of the business to keep the company up and running. Again, nobody has experience on the current team in this area, hiring an accountant to look after all financial assets would elevate the team of any extra work that would pull them away from creating content which each members main skill.

Content creators needed to be recruited would be one more animator as currently one member of the team is doing animation alone. A programmer with knowledge of C++ in order to create custom code for the company to expand their VR capabilities. 

The company would also need to employ one more modeller/texture artist or possibly even someone solely to do texture art relieving the workload from the modellers currently modelling and texturing. There is also the possibility that an effects artist could be employed to take care of particle effects inside our content as currently the modellers are also handling that as well.

Currently the most important thing the company needs is to employ a sound artist someone to create music and sound effects for our content as currently this is being do from royalty free packs bought online. Although the packs that are currently being used are usable it would be far more beneficial as a company to have a sound artist who can compose and create exactly what is needed. Currently having to settle for whatever can be found that kind of fits the purpose we need is going to run out. 
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· Computers

A minimum of four high performing computers will be needed to accommodate the current members of the company in order for these members to be able to create content to a high standard. Having said this more computers will be needed depending on how many more employees are hired at the company, the aim being that all employees have their own computers in order to avoid any bottle necks.

· VR kits

The company will need a minimum of one VR Kit in order to create VR content although it would be preferred that there be more than one kit in case of any technical issues and so that more than one technical artist can be working in the VR space at one time. There will also be a need for any new VR kits that come out in the future as each time a new VR kit is released it seemingly comes with its own set of preferences when it comes to settings need in engine to make them work so not having one kit could limit the player base of a game due to the player possibly having a VR kit the company did not have.

· Software licenses 

License for a number of software packages will need to be acquired. The software needed in order for the company to create content will be as follows, Autodesk’s Maya, Pixologic’s Zbrush, Substance Painter 2 and Adobe Photoshop. These are the core license that will be needed with the possibility of additional licensing for any upcoming or necessary software packages. Having these licenses will allow the company to continue to create content for them selves and other companies that may hire them to create content for them.


· Office space

Space will be needed to accommodate the company, Office space will need to be acquired to use and store all of the equipment/hardware listed above. Having office space will also give the company a home that other company will be able to recognize as a professional company with its own workspace. The company will need to have enough open space for multiple VR set ups as well as enough desk spaces for multiple staff. With the possibility for a dedicated motion capture room for animations.

· Human Resources 

Having multiple people in a company as it is planned so far, someone to do human resources would need to be hired to take care of each employee and make sure everyone is working in a safe non-harmful environment. Human resources will also oversee Labour laws making sure they are complied with and everyone isn’t working more than they legally can. Employee benefits making sure employees have the benefits they are legally allowed to have as well as overseeing some aspects of hiring employees as well as dismissal of employees.

[bookmark: _Toc513211656]Critical appraisal of the final proposition 
The project started out as Oarks Quest another game created by members of the team that they had been working on previously. Their game was then reworked with new ideas from the team’s new members and the decision was made to change the appearance of the game rather dramatically and take it from a fantasy game to a fantastical pirate themed game.
The project tasks where split between members of the group, two modellers/Texture artists, one animator and one technical artist. Having such a small team was a task as it meant everyone’s work load was tough but manageable. The down side to having such a small team mean there where limitations as to how much could be achieved in such a small amount of time. This meant the resulting game had to be limited to a short experience consisting of one level that runs for around ten minutes of game play depending on the players pace. Despite only having enough time to create one level, the level is well fleshed out and flows relatively well from one stage to the next resulting in a fun VR experience.
The group worked moderately well together with minimal issues, the only real issues where time related and the lack of it. The modellers in the end had to learn aspects of the Unreal engine 4 in order to create particle effects to add a little more flare to the game. 
As for the assets created this semester first of which was the Dwarf character. This character needed textures these textures where created inside of Substance Painter 2. The first iteration of the texture had to be reworked due to the first iteration looking to dirty, it looked like the dwarf was working in a mine more than just being a dirty pirate. Once the first iteration had been reworked to look less like a miner and more like a dirty pirate it also went through a colour change for a second version of the texture. This was done in order to define the two different variants of the enemy one being a ranged shooting enemy and the other being an up-close in your face melee enemy.
The next asset created was a pirate ship this is an environmental asset that will be used as a spawn/starting point in the level for the player. The modeller who created used Maya to create the asset. The asset was something this modeller had not done before as they are primarily character sculptors/modellers. Having said that the ship did go through a few versions of iteration before the final ship was approved by the team. It was then taken into Substance painter 2 for texturing to fit the style of the game.
After creating the ship, the team decided there should be a cargo hold that the player will spawn in as if the player smuggled themselves aboard to go and get their treasure. So, a room was created inside of Maya again that would fit inside the ship. The room was then populated with shelves that should fit the feel of the room and all assets where then textured in substance painter 2 once again.
Looking back on the project as a whole it went well the team set out to create a wave-based shooter with a fantastical pirate theme. These points where hit the game does have a well implemented wave-based system, along with the shooter element the player is able to shoot and kill the enemies as well as take cover behind objects in the world. As for the environment and characters they do have that pirate treasure island feel with stylized characters weapons and environmental assets such as the pirate ship barrels, dock etc…
As for the team its self-there is working to be done there as there were a few disagreements throughout and some tension, the team could have worked better together as a whole. However, each member has room for improvement individually in terms of speed and management of their assigned tasks.
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To move forward with the team, will need to register as a company. In doing this they will now have the ability to be recognized as a legitimate company meaning customers will know they are serious about what they are being hired for. In doing this they will also have to find funding in order to employee all the staff they will need to move forward with the company for its best results.
Funding could be done in a number of ways such as bank loans or more likely crowd funding on websites such as kick starter. Asking the public to help kick start their company allowing the team to expand and start its future as a company that will pursue its ambition to hire themselves out as a VR expert services that will help games companies create the VR games they want to make.
Once all the staff they need is hired the company will be able to start being able to hire themselves out to other games companies these companies will use this team’s expertise to create the VR experiences they need help building. Not just having technical artist to create the mechanics side of things but also 3D artist’s, Concept artists and animation artist that have worked on VR games previously and there for know what works in VR and what looks awful in VR.
The future of the company is based on the fact that there are few companies that are working in VR currently that know exactly what they are doing. Most of the companies working in VR currently are still experimenting with what works and what doesn’t which could also be causing harm to its player base. Having two years of experience in VR the company should have the upper hand already having been through there experimental faze.
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