Western Dwarf Level

Main premise

Wild west level will be a third person shooter where you the play must travel through a dwarfen gold mine to rescue the dwarf miners and eliminating goblin bandit gang how have invaded the mine.

Game play

The game will have you going down the level shooting goblins either down the corridors or open room area, there will be 5-10 goblins spawning in room area and 2-4 in corridor area but overall have 50 to 80 enemy npc's over all with the same character model but maybe with different color combinations to differentiate the level of difficulty of the goblin.
There will be two weapons a primary weapon for the players character and a secondary weapon for the player character and enemy npc's, the primary weapon is a rifle with long range, does more damage but consumes ammo. The secondary weapon is a revolver pistol that will do less damage and will have less range but has Infonet ammo 
There will be a aiming system where your slow when your aim and fast when you don’t when shooting or moving and there will be cover props around the map.

Characters and enemy NPC’s

The main playable character was going to be a dwarf sheriff with rifle will the enemies are goblin bandits we were going to do multiple version for example a we could do a fat ogre resembling a hilbilly with a cannon we also we could have had a orc that characters at us with knives or an smaller gobbling how will snipe you from long distances stuff like that but we didn’t have the time however If I ever go back to this game idea I would add this variety.

Target audience 

The target audience for this game are fantasy of fantasy and western games but also, for players of 3d person shooters like Mass Effect Andromeda and Fortnight form game play wise wile have the aspects of Red Dead Redemption 2, the Hobbit movies and some aspects of the Revnica sets from the card game Magic The Gathering also as this is a shooter I would they the age limit would be 12+ as it more like cartoon vileness more than anything.

Level

The level I've made has ten rooms and eight corridors. Each room except the beginning room has cover but as cone asset which is supposed to be a tent and a spawn for the goblin npc’s when you renter the room and cover to prevent player character from health being depleted and ending the game. There was also going to two types of pick up a health pick up and an ammo pick up to add some difficulty and challenge to the game however due to time this to items were cut.

Preliminary Research

Existing subject matter used for style inspiration, and aesthetic goal.
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Art direction

For the direction for the level I looked an art styles of games like borderlands and decided to have a cell shaded art style with it resembling comic books, but I was cut do to struggling making have that shade but decided to go for a gritter approach. With the game now having a gritter style it would describe the level easier than before as I didn’t want it to have a cinematic feeling. For textures there was going to be bud and wood manly with rocks bud to add more lighting I would have added blue glowing crystals coming from the walls and ground in places like the edge of the wall, but I didn’t know how to make glowing crystals I scrapped it.

Concept art

For concept art merely did doodles of gobbling with western themed clothing like white vest, jeans with brasses or a wester hat, bandana over the mouth with trench coat and boots and the same for the dwarf but I also did look up the design and concept art for Jonnie Deps Rango as there designs for clothing maybe for anamorphic animals but some of them have the shape and sizes of the dwarf and goblins well to me.

What I could inprove on 

· To improve the level, I at least have my rifle modelling attached to the character model but the last time I did that I got last and confused on surton aspects of the tutorial I was using at that time.
· Add the drama to the beginning part of the level. 
· Added a shooting mechanic.
· Make enemy npc’s.
· Put textures on map.
· Made more enemy types.
· Make ammo and health crates and put them in map.
· Could have communicated with my team better.

What I could add to the game

· More enemy types like ogres, trolls and orcs
· Add more weapons like shot gun, lighting cloths and a battle axe
· Make level smaller and add more rooms 
· Treasure boxes with loot
· Add ammo and health pick ups
· Add elemental types for that sense of magic
· Add glowing crystals
· Add perks 
· Turn goblins in to zombies for a zombie mod 

Final Outcome

The level is playable but there is nothing to do but that isn’t the main problem at the beginning of the project I impatiently ran into a problem where I attempted to play the game it crashed or the frame rate stared to lager I'm afraid it might have been the fact the map was to big but that was my fault it also could have been the way I did the walls as some of the clip into each other. I think with more time and practice I think will help me understanding how to fix problems and how not to crash unreal engine and how to improve my understanding of sertin parts like the command section of the engine otherwise in time I’ll get better with is this program but also to know as we had problems at the beginning of the ear with the computers for a few weeks after charismas setting us back by a bit but it happens.
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Self-evaluation 

I think I did ok on this project but there is need for improvement. 
The I guess that I'm good at map layout and making assets I maya for example making rocks and weapons and idea generation for example I was the one that wanted it to be a western fantasy and expanded on it by making the town and mine idea based on dwarfs as dwarfs in fantasy culture are makers and miners but also warriors as that there stereotype and after that it was easier to choose the enemy faction in the form of goblins as in fantasy related content like the hobbit dwarfs hate goblins in a racist way but that’s dwarfs in general in fantasy related content plus I like the design of the dwarf inner mountain city from the Hobbit wanted there to be a city sized dwarven town in the mountain even making on an Minecraft however my ambition is abet to much so for the best I lowered the size by a so it’s a mining town on a mounting with in a western desert. 
When it came to the team work for the diorama I think I could have done better I did the mountain, rifle and pistol but the mountain is the only model in the diorama with textures however even knowing I like making plants, rock, weapons and armour but also animals but I felt I could do more but from me losing first mountain, me forgetting how to do stuff on programs like maya and unreal engine do to me not being us to doing to and needing to brain train how to do stuff so I can’t forget however this also relates to my disability according to dynastic test otherwise the righting element I also struggle with however I have always struggled with is aspect. 
The diorama looks good according to the class but still wished how to cell shade the diorama and is probably what I'm going to do over the summer. 
In my team I think Thomas Woodvine I think deserves all credit as he did all the props in the diorama and even knowing he the quiet one in the class did communicate allot while Lewis Cole may have joined late he does show up as much as I would like so we could help but otherwise I could have communicated more. 
When I comes to character work, I struggle trying to make a character, it ended looking like a side character from jojo’s buzzard adventure but looks cool however that atomy of the character model is off the arms are too long legs are off and no abdominals mussels but as a good colour plait with Blake, green, red and yellow and all the other problems come to animating are maya making the proses aggravating but thanks to Elly Morgan and Hannah Guichard for helping me throw it all and for helping in substance painter. 
Overall this first year was good learn new thinking's in helping me in game design but in the future, I would love to do nature pieces in game and weapon and vocals of the futuristic kind and level layouts otherwise from the character design wise I would perforce doing animals like dogs as I'm us to dogs I live with fourteen of them and other worldly creatures designs like the drawings I did for wizards wrath lizard monsters, fly elephants and giant forest eating rhino beetles. 
However, the is much more I still need to improve on like the righting aspect making a level that’s finished and that doesn’t crash but when it comes to work I feel I need to do more work at home but that can be problematic as I normally do things help my family till its 7 or 8 which by then I struggle to do the work. 
I don’t really see myself being really good at anything as I'm need practice on all parts but this is the first year so I would approve over time.
When it comes to the summer my goal is to get surfactant pc or laptop and improve on my weakest aspects through tutorials and make game that is playable this are personal goals as I do want to make game but normally struggle with the learning aspect and hate it with a passion as it feels like a brick wall stopping me from progressing in my learning but I have been improving over the years to help in the long run.
The only problems I've had this year have been contextual study's as it had nothing to relate or was to browd a subject causing stress and frustration as most of the time when it came to work for it I dident know what to dude and eventually hardly anyone showed up, otherwise we the class had  computer problems causing us to fall behind in lessons and staff being ill which is fine but students how don't show up causing the lesson to be cancelled or to be repeated this is not the staffs fault but the students and the lack of communications or miscommunication in the class where I feel there should be more team bonding exercises to help but I know no one wants to do that even if it's in video game form. 
The one thing I personally think I would do over contextual study’s would be something like a game review as it would relight to game design and help improve on making games in the long run and I think everyone would love that idea I would love to do a review of ratchet and clank a crack in time and compare it to other game in and out of that franchise instead of writing about one thousand and five hundred words about a painting are an artist as it also boring and ending up you struggling to right it.
This was my self-evaluation and I would say I didn’t do grate but not the worst, I think.
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