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INTRODUCTION
	The following document will cover the analytic report for covering the first stage of the Major Project for L6 in BA Creative Computer Games Design, carried out in between September-December 2017. This document shall be comprehended as an analytical that shall cover the project development process for the project titled Trackers Expansion, in which the concerned student, Alexandra Lucia Pinto Cabrera -P145991- will work as part of the development team.
This text shall contain the expected methodology for the project outcome, produced during the summer months of pre-production, as well as the actual project outcome that occurred during the following academic semester. The analysis will be focused in the project workflow issues encountered during the production of the final piece, as well as the main concerns that affected the product viability. Other major facts that affected the outcome of the project, in either good or bad terms, will also be commented for further work reference.
This analysis will served as a reference for future work concerning the actual denominated project during the second semester of the concerned academic year. This means that all the documented problems and enhancing features shall be discussed for being corrected or implemented during the project development time.
This document is for academic purposes only.	
	


METHODOLOGY
	Due to Trackers Expansion being the continuation of the already existing project Trackers Express by the same development team, excluding one sole member in charge of modelling, the methodology applied to this new level project is quite similar to the ones applied to the old levels over the past academic years. Even though the material needed for its completion is new, the group already counts with the understanding of the project requirements and the amount of work that needs to be carried for its completion and correct functioning.
In order to prototype a smooth and comprehensive time management and start right away with a clear workflow once the academic year have starts, the group will decide to lock down the project features and mechanics during the summer break months. 
The first weeks shall cover the expected aesthetic and artistic choices of the forestall level accepted, including the possible enemies and their mechanics, and how they could merge. The paperwork will be split between all members, and it will be proposed to create a Project Proposal Statement for using it as the main pillar of all the documentation and future work management. 
This project proposal statement shall merge all the paperwork and feature lists for the project into a one document that could resemble a GDD -Games Design Document-. It contained the pre-production stage work -such as a Risk Assessment, Communication Plan, Resources lists, Quality Criteria, etc-, as well as all the production management – Mechanics lists, Assets and characters lists, particle effects, enhancements lists, etc-, and the list of roles management and possible Gantt Charts for production.
	
Starting the first week, the group is going to be reassuring the project with any necessary research for animations of software usability and finalizing designs discussed over summer. This will lead to the production of orthographic for the animator and sculptor to start working in the main character while the level it’s being prototyped in the form of a whitebox and the AI is being established. 
In the following weeks the artist shall finalize the designs with colour tests, the animator shall commence with the animations for the characters, the sculpting process shall start producing characters, and the new mechanics will start being implemented within the level bit by bit, covering a different task every week.
In this way, all the designs will be locked down and ready to be use for modelling and animating, the level will be taking form by implementing the necessary mechanics into place with simple prototype assets and the AIs shall start working smoothly. 
This will lead to a large production pipeline for texturing, modelling, sculpting and animating that can be understood better in the group Gantt Charts available at the end of this document -APPENDIX 1-. While the concerned students take over all the characters and assets of the level in those terms, the technical artist will be refining and adding all the new mechanics and correcting the old ones still used within the new level, finalizing the implementation of the same, as well as the AIs.
The following weeks until the presentation of the first part of this project will continue in this way. This means that the modelling, animating and texturing processes will still be on going by the time when the winter break arrives, but the core gameplay will be done, tested and prototyped. Any member contemplating free time during their weekly schedule shall produce wish list or next semester work in order to convey all the project during academic hours.
In this way, most of the work will be done by the first months of the next semester and it will provide time for the group to target other aspects that need to be refined, such as the UI, the music or the project show reel presentation.


ANALYSIS
	The following paragraphs shall conceive an analytical report of Trackers Expansion development process over the first semester of the academic year 2017-2018. These lines will cover worth mention aspects that affected positively or negatively the project over the concerned months, as well as explained how this contributed to a positive enhancement process over the project, as well as how the team members acted upon problems encountered in order to maintain the project from stop being viable.

During pre-production, starting during September 2017, the group in overall worked finely, adjusting themselves over the encountered issues concerning the level and characters design, as well as some time management accurate designs and choices.
On one hand, orthographic for character modelling seemed to lack an S line spine position that may enhanced the animation production. The sculpts based on these orthographic needed slight changes during animation and rigging processes in order to fix their position and make them look slightly more natural; this helped the team members comprehend a bit better the necessities that orthographic and models sculpted needed during this stage.
 On the other hand, the actual level design created over the first week seemed very similar to already existing levels; it was proposed to open it since it was an outside doors level, as well as convey organic forms in the level rooms and meshes, helping the level to evolve into a more adequate forestall stage. The level design changed for big areas interconnected, organic level assets and lighting choices helping create the environment feeling. Even though, lighting resulted to be a complex task for the members to manage and it was considerate to be in need of further research; consequently, producing that the concerned members would look into other similar levels and lighting processes over the holidays season.
By the same time these aspects were being discussed, some of the models started to be created. By progressing in this process, some of the team members discovered their time management sheets to be inaccurate, affecting the actual group output and planning, since it concerned modelling and sculpting, which affected animating and texturing processes. This also proved to be wrongly timed since the concerned member’s time managements and gantt charts were not based on the agreed Project Proposal statement document, in which the rest of the group based their planning. These aspects were changed and it affected the group output in several occasions. Even though, it did not affected the basic target expected for the semester, but more like the meshes and environmental completion of the level that were expected to be done by the end of the semester.
Another problem encountered by the same stage concerned the scripts used for the rigging processes. The script seemed to be broken and the methodology for exporting and preparing the skeletons and animations had to be changed. Even though, this change affected only several hours of the expected methodology timings, not resulting into a big concern, but more like a failed experiment by the concerned member, which had to be considered for future references. 
	Further into the following weeks of production, bug hunting became a proper problem. After the week 4 game build was done, part of the level was found broken and existing mechanics stopped working properly. Since bug hunting and problem solving was scheduled for a long time after the main core game was implemented it resulted to fit within the weeks expected for it, but it was an intense work task that was carried by the concerned member in extra hours outside university timings. Some of the problems affected health system, combat system and lighting issues.

On the other hand, the main character presented an issue concerning the creation of facial expressions due to a skinning problem. Some of the data remained over the time in the wrong area and once the model was implemented with the textures and animations it seemed off, with closed and lazy eyes. This was considered a light issue due to the camera in the game almost never facing the character face, so it was scheduled as an issue to solve once the main animations were completed. This is considered an issue resulted from the first time carrying this time of facial expression features and it helps the team members to comprehend necessary adjustments in the model for its better functioning.
Another issue discussed was music. Since it was considered but it was not scheduled under any member time management due to their lack of knowledge over the task, the group had to find a music design student within the university in order to cover this aspect of the game. Once it was found, the concerned student and the development team established meetings for discussing the development of the music assets. Constant communication established a good workflow. 
Finally, the main change established during this first stage of the major project production concerned the necessity of a change in the combat system of the game due to lack of interaction and satisfactory results for the player.  The changed occurred by week 6, starting the month of November, and it was an issue discussed between team members and lecturers.
This affected every member schedule and tasks for the semester, prioritizing the needed changes for this new combat system. This was made in this way so the game could be quickly finished in its core for testing purposes. It meant to push weaponry assets, animations and engine polish for later on during the academic year, even though it did not affect much the actual entire project viability. 
It was considered the need to implement a locking system so the attacks could be more accurate, as well as change the main weapon used by Tracker due to the lack of common sense in the use of such a large and solid sword for fencing movements. Due to this, the weapon was replaced by a floret, and the previous weapon was considered a secondary special weapon for special heavy movements to be considered in the future, being these now considered and scheduled for new animations implementation. The lock system was implemented and resulted to be quite liked by different testers over the following weeks.
This change was considered by the development team as a needed re design for achieving a higher quality product in a way that it could still be a viable product idea. It helped the group to remove their constrains around the old level and system workflow, as well as try to comprehend in a better way action combat systems and what makes the target audience enjoys them.

	Even though, in the same way that all these issues helped enhancing the project proposal as well as the actual development team work output, some other beneficial features can be considered key aspects of this correct and functional development.
To begin with, the pre-production stage occurred during the summer break served as an idea conduction stage that helped reduced potential problems and establish the actual proposal idea and all the content necessary for achieving it, as well as the minimum criteria and the methodology to undertake in order to conduct the product development.  Research and practise carried over summer also helped produce clean work with much defined ideas of the gameplay, level aesthetic and mechanics, providing the capability of locking the project proposal and give a concise idea of the project look to all the members.
Another valuable aspect of the planning was the fact that every task in the gantt chart considered double time expected by the team members based on their time management sheet. An example would be a task that would take 2 hours was reflected as 4 in the gantt chart to leave extra time for possible issues occurring during the given time. This proved to be a very valuable aspect of the planning to the group and help them be able to work in peace considering they always had possible extra time for wish list assets and refinement.
Another aspect that was very helpful during the production stage was the creation of mostly all characters designed similarly in order to make all them fit within the same rigging scheme. The same rigging proved to be useful since different animations between different categories of characters – such as NPCs and Playable Characters- could share animations or be swapped for different purposes. The group found them to be enriching the looks of the game, as well as useful for saving time in different rigging processes.

This does not mean by all means that any other aspects changed and affected the project of that these same obvious ones should have also being discussed, but due to the lack of space within the document the concerned student decided to focus the analysis into these big matters and their contribution to the final product.




PRESENTATION ANALYSIS
The presentation of the project proposal prototype and art target was also considered a valuable aspect to be measured for further work and the possible outcome of the product, since during its sessions valuable comments exchanged between lecturers and students could be shared and help improve the group work output and development product.
As it has been explained, this session provided the lecturers a general view of the group work and planning carried over the past three months. The art target and prototype handed were viable and worked nicely in the time of the presentation, meeting the criteria established by the module. Even though, of course some aspects were discussed for the following months.
Starting with planning aspects, it was noticeable that the group gantt charts were overworked by hours and specific speculative timings that did not were back up by relevant information about the outcome of the group member´s tasks. This was a problem since the main gantt chart did not cover information about task being achieved or cancelled, etc. This means that even though personal gantt charts were fitting the role of a task list, the main group gantt was not, producing an unbalanced workflow and possible misconceptions in the group workflow. This aspect was severely considered due to the impact in the task completion statement and the communication between group members. For this same reason, the group considered a more viable gantt chart design for next semester, being this same one discussed over holidays.
Another aspect connected with the previous one was the lack of planning for next semester at the time of the presentation. This was an urgent matter that was presented due to the lack of time for scheduling correctly, as well as the main point of the project being not totally viable due to the non-existent planning of the rest of the work. Even though according to the group project proposal statement planning around this matter, the group should had considered gantt charts and time management sheets for all the project development pipeline, not only half of the same. This matter was considered by the group as a serious point to understand for future project proposal planning, needing a whole planning not partially.
	On the other hand, concerning the actual level matters, one of the main points that came across was the need of a better lighting design choice, due to the problem of some of the areas within the level being too dark for the player to be able to see. This point was a main issue that the group have already considered but that was better comprehended due to new comments about the matter from the lecturers – in term of their opinion towards it-. 
The combat system still needed refinement due to the several iterations that did go through, as well as the rewarding feeling that should provide to the players. This matter was discussed as a quality testing based issue that needed further research into, as well as test, for comprehending a better solution to the matter. Testing was requested to be continuing from this point onwards since it should have already being started, due to their relevance towards the quality of the final product and its viability. 
	Overall, maintaining good work output without over complicating issues and overworking matters was the main point discussed for the future. 


RESULT
	As it has been already said, the development team concerning Trackers Expansion managed to meet the criteria established by the module brief of the major project stage one assignment; providing the concerned lecturers with a playable prototype with the core mechanics of the game experience and an art target that would show the average look expected to be obtained in the game level.
The group meted the expected planning for the first part of the project, included wish list aspects of some of the members task assignments and roles, even through the change of certain key aspects of the game as the battle system. This does not mean by any mean that there were no problems, but more like the group members managed to adequate and change their schedules and project management according to the empty hours and crunch hours that affected the project output.
The group considers that the results provided to the lecturers are adequate for the module assignment requirements but that, since certain aspects has been changed several times, the actual product handed at the presentation time is needed of severe refinement and quality testing for obtaining a better prototype. Bug hunting was considered a huge task to consider due to the existing problems within the level for this same reason; being the demo provided in need of cleaning processes.




FURTHER WORK
	At this stage of the project development progress, the team starts considering the next stage for the second semester. This being an essential time fraction for the completion of the project, covering polishing different features within the actual gameplay and the art target that is itself the level. 
This means that the second stage of Trackers Expansion shall conceive the correct development of all the assets and environmental choices that have not been achieved during the first semester, as well as cover all the animations for all the characters, test the present level and refine it for a better output. This also includes the compilation of the music and SFX elements that have been in development progress from the external music member of the group.
Considering these aspects, the group shall organize meetings in order to stablish a new methodology for this time fraction, discuss all the features that will be able to be implemented within the game and schedule every member time managements and gantt charts in order to conceive them. These meetings shall take into consideration the existing lists for assets creation and implementation, but also consider new additions to the game that may enrich the experience.  Refinement in terms of dialogue, story and HUD shall also be considered in order to finalize the game and adequate it to fit the idea of a short story based RPG demo. 
Finally, extra content for advertising the future showreel of the game and its demo shall be discussed during the following weeks in holiday season in order to produce an achievable arcade machine and merchandise for catching the tester’s attention and representing the game for visitors.

This further work may change depending on different aspects that may affect the team group actions or the actual project development process.  Moreover, at the appendixes section it has been provided a short list composed by the development team.

CONCLUSION
	This document has covered an analytical report concerning the L6 Major Project Trackers Expansion, produced during the first semester of this academic year 2017-2018. 
The essay has enclosed the actual project proposal, the methodology applied to it, as well as an analysis concerning the facts that have altered the project results or have produced changes in the outcome of the production stage. Due to this, the results of such project have also been established in terms of the achievements reached at the end of the semester comparing to the ones expected by the members, as well as the meaning of such results upon the upcoming work pipeline for next semester.
Future work references have been established in order to be taken into consideration for an adequate time management over the missing features that the project shall cover during the next semester.  All these matters shall help shape a new methodology that will facilitate the resolution of the product by the end of the following months, preparing the actual project for its show reel.
With this it concludes the actual report. The following pages of this document will contain the references and bibliography used for the completion of this document, as well as the appendices with all the necessary information regarding planning or pre-production documentation.
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APPENDICES
	These appendices will start covering the Group Gantt Charts, from the initial one to the last updated one, being followed in the same criteria by the personal Gantt chart provided by the concerned student and, finally, it Time Management sheet.
The following charts have been placed in a vertical position in order to make them legible within the document, but any document that could still be required can be provided by the concerned student.
The first images that will be presented are the ones concerning the initial set up and planning for the project proposal and time management. Beyond the time management sheet this document will display the final documents screenshots, conveying changes in the concerned student gantt chart. All these are representing the workflow of the concerned student, author of this document.
The document concerning the actual Project Proposal Statement is not conveyed in this document due to the size of the same being too large. Even though, the document has been handed in via flash drive during the presentation.
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1. MoDELLING
- Continue modelling of: NPCs, environmental assets... s discussed.

- FixTracker's hands and face (specially eyes)

2. ANIMATION

- Continue Ghost Dog animations as discussed,

- Cleaning up the animations (al)

- Needs to fix Tracker's hands and face (eyes opening and close animation).
5. ENGINE

- Testcamera position

- Eurthercembat busaks.

- Review of fgms, item’'s system and controls.

- Review of the options system

- Tharcetten ~ make it compatible with the rest of the game.

- Change introduction to the Forest Level (make it more inuitive in terms of controls).
4. TEXTURES / HUD.

- Finish NPCs and environmental assets as discussed

- icons for controls.

- Mapimages.

- Background imeges.

5. OVERALL GAME EXPERIENCE

- More research nto lighting for the forest level.

- Combat testing and quality based tweaks.

- Refinement of the level (s0 it does not break)

- Bughunting,

6. DOCUMENTATION

- New individual and group Gantt charts before fist week

- Needs discussion for newly added ssets or mechanics.

- Testing.

- Further work discussions planned for the holidays.
- Weekly meetings.
- Need talk about the new assets or mechanics considered to be applied to the project.
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