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Introduction: 
This document is here to explain the processes that took place first semester with the current game Project “Space Peril”. The aim this term was to tackle core things such as, White boxing and Level design to get a basic feel to the structure of the game, additional things like character concept, development and creation, as well as developing and including assets that are to be used in the game. A conclusion will end this report to explain how progress has been and any additional closing notes. 
Main Body:
· Research Undertaken
Starting the semester, the group discussed the game in depth. As a team, we decided that the original concept was to be a continual running game.  It felt dull and like many others, a novelty, and that we wanted to alter the ‘Temple-Run’ Like game into a ‘Beat ‘em Up’ Style game.
As the game was altered, it was agreed upon that the addition of two new enemies would be hugely beneficial. This would promote Zoddark into more of a boss type role which gave more depth to the games enemy hierarchy. The new enemies would be classed as brutes and drones. The drone a weaker more common enemy that comes in waves, the brute would work solo due to its strength and ferocity.
Being the newest member of the team, suggestions of new concepts on the main protagonist were made, offering an option of a female character so the player could have a choice between who they play as. Due to extensive research into character development, the group felt like the art style of the female character was unique, because of this it was agreed that the team would focus predominantly on the female character option, so there was at least one character to play as.
· Production planning
The group needed to plan out the progress of the project by creating a production plan, this took form in a Gantt chart which can be located on google sheets. Having access to each other’s plan meant that we could track and assist each other throughout the semester. 
The plans worked on a week – by - week basis, meaning that each individual could track their work over the 7-day period. 
As well as having our individual plans to keep track of, there was a collective group chart that was meant to keep everyone up-to-date on what had been finished and what was still needing to be done. However, as this chart was loosely fitted together it soon became out of sync with the individuals of the group and was forgotten. 
This then resulted in a backlog in which unfinished work began to pile up causing progress to slow down significantly. This occurred heavily when character production was in progress. The process hadn’t been properly divided into shared workloads meaning character developers had to do low and high poly models, rigging, retopology, animation and texturing. 
We were advised to make alterations to our work share, it was split between two individuals, so person A could do Modelling high and low poly, texturing of the character. whilst person B could work on the character’s rig, retopology and animation when needed. 

Risk Assessment
	The group never had a solid risk assessment, however due to weekly team meetings, troubleshooting and problem solving became a part of the working structure, although no risk assessment was present from the beginning we dealt with any difficulties as they arose. 
An example of this would’ve been my frequent absences throughout the semester, which means the characters development process was delayed by a couple of weeks. Although pushed back a fortnight or so, the development of the character has been structured to continue over the terms end, so they’re completed for the next semester in time for continuation with the game’s production.

· Individual contribution on the project
Character research – 
After suggesting the addition of a female character into the game the group thought it would be best for the female protagonists’ developer to do the research. From my understanding when joining the team, they were aiming for a retro 60s style. It was necessary that the character could fit within that time, research was made into 60s Models, Movie stars and fashion designers. The character was given a name that the group could refer her by, Wendy. The name fitted perfectly with the era and suited her well into development.

Character Concept work – 
As work began on the characters concept work the research that was gathered was referred back to. The highbrow, and pixie style haircuts were something that the character’s designer wanted to bring into the characters style. Her core features would be her harsh jawline, and large cheekbones, her eyes are large and cartoonish, but do not fall into the wide-eyed anime style. This look would complement how the game looks and have lightly discussed colour schemes and art style. As facial features were an aim for this semester the armour aspect of the character was neglected, having some previously sketched up rough ideas linking the 60s Mod style into the clothing that she would be wearing on the ship, however, stuck between a uniform and armour, there were uncertainties of which it would be best to develop and look into more. 

Character Design – 
However, As the semester began, it was easy to jump into the character orthographics and simply base them off her brothers appearance, who had been drawn by another classmate. After speaking with the lecturer, it was said that the characters appearance was far too generic and that the lack of research at the time was apparent. Wanting to develop a style that would give our protagonist a unique edge, as previously mentioned in the concept work her core features e.g. her cheekbones, nose, jaw and overall body shape.

Character Model – within recent weeks began working on the model of Wendy, because of personal focus on retopology last year a relearning of modelling was necessary, looking into modelling tutorials on YouTube was a huge help. With only minor progress on the character model, with strong feelings that the character is coming along well, her features accurately meet the art style in the concept work which had its concerns when initially starting the model. Having completed the characters base orthographics, the character will have a suit similarly to Samus’ zero suit. This is so adjustments and alterations can be made to the character’s armour and the character will still be playable in the long run. 
Where you currently stand on character progress – 
As development currently stands in the early stages of modelling, aims to have the character’s full completed high poly model and textures finished as well by early January. If this is achieved the characters progress will be at a good place, ready for animation to begin from mid-January and onwards. Once completed the character will be placed into the game and errors that are apparent can and will be altered with good time ahead of the due date of the project. The group originally had a male character as protagonist in the game, however, with the progress that was made with the female character the group felt that she was a much better fit as more research and time had been spent on her.

· Method of tasks undertaken on the project

[bookmark: _GoBack]Two members of the group began work on the protagonist and the enemy characters. As role of protagonist’s character artist, the process will be explained from this view point. Referring back to the personal project plan, research began, finding creative valid links between the theme and era in which the game is set, the retro 60s. Ensuring there was enough detail that made the character have strong features which bound her to that time.
Gathering more information about the time period which was set, it was placed into a word document, information was found on popular women’s names in the 50s and 60s, then second to that famous women then who followed with the chosen name: Wendy. 
From then work began on concepts and altering the style at the same time, with simple sketches in pencil, then again in ink to see how she would look. As progress was made through her development images were scanned and these were recreated in a digital format using Paint tool Sai and Photoshop. From there colour was added and her features were altered to see how she’d look. 
	Continuing onto drawing the orthographics digitally, so that they could be easily aligned and imported into Zbrush. Work began on the proxy of the model ready for the characters base rig, following from this adding more details as development of the character continues ready for the high poly model.


· Working dynamics of the production team

The group is good at communication however can overlook some of the simplest tasks. A positive example of this would be when the character’s process needed to be divided between the two, it was quick and easy to split the work into two sections so that the group would come across no bottle necks. Rather than worryin
g and overthinking mistakes and problems the group acted fast and resolved them, this is one of the many great strengths of the team. Though the group could easily organise and work through some issues, its apparent that they can be forgotten about easily. It is important for the team to come up with task systems where we can keep track of errors and mistakes, this could be used as a development track as well as for use with minutes to see how progress has been made. 

· Possible future work
As it comes to work that must be completed in the future, continuation of the high poly model of the protagonist. As the orthographic have only been completed to a base body level they must be continued with the addition of weapons and armour. Once finished they must be taken into Zbrush and added onto the character so that she can be retopologised, UV unwrapped and textured in Substance painter. 
As a whole, the group needs to complete additional work on assets e.g. possibly more model variations and textures. In addition to this upon the completion of the characters textures then will follow character animation which needs to be started and finished, and continuing from that, hazards will need to be added into the game, an example of this could be a flickering of the beam on the laser hazard, animation of the fire placed into the game and any additional assets which the rest of the team wish to introduce to the game. 
As well as this, the group may need to go over how the level design has come along and if it lasts as long as it is required to. Also needing to ensure that the game really portrays the beat ‘em up genre, and implement the correct mechanics so that it comes across when the game is complete.
In addition to having the female character, as once discussed it was possible to have both a male and female option to play as within the game. If there is time to create and develop a male character with a solid foundation and texture to make him playable in the game, this could be a positive as it would give the game itself more to work with. 


Conclusion:  
Given the starting point of this semester with the alteration of the game, character roles and introduction to AI in the system, the progress the group has made seems to be in a good place. The biggest problem the group has faced was probably the lack of a solid project plan. If this had been set in place the development of the game, its assets and characters may have been completed, and done so in high quality. That being said, the progress the group has made this semester has been great, and puts us in a position where we can prepare for the upcoming tasks that creating the game hold.









