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[bookmark: _wh6rzzaz4zf0]Introduction
The project is a sci-fi themed skill-based racing game where the player must try and race as efficiently and as fast as possible. Inspired by older games such as Wipeout, it fits in a niche of racing games. My main role within the team was an animator, but I did also work on the game design as well as some modelling on the vehicle. The work I have done focuses mainly on the vehicle and its movement, as well as aspects of the track and environment. 



[bookmark: _u06milwrtugz]

[bookmark: _mudj54ev9bm4]Research Evaluation
In general, my research was rather explorative and mostly contained to idea generation, especially when it came to games that worked as inspiration, as well as games that were competitor games. My research into game theory, whilst small, was impactful in decisions when it came to major features during team discussions. 
There was a lot of developmental research when it came to prototyping animations and models for the game, since I was rather rusty in my usage of the software and unfamiliar with animating something other than characters. This resulted in a constant state of researching and troubleshooting around my work, but not so much that it was too intrusive in my workflow.
[bookmark: _liixp6pibemz][bookmark: _uwxotlnxmuil]Games Design Theory
When researching game design, I briefly looked at player centric games design to empathise and entertain the target audience (Adams, 2013, p. 127) I also looked at Scott Rogers 10-page game design document to lay out a brief document to help the group coordinate ideas and use in later stages (Rogers, 2012). This research was only used in the initial stages of the project until I focused on similar video games and research topics around animation.
[bookmark: _il0ayxz7q70x]Technical Research
To help me design the animations and designs of moving parts of the vehicle I began researching mechanical animations (DigitalSTEAMWorkshop, 2013). Initially my research led me down the path of animating geometry, but I quickly turned to rigging the models and animating the bones instead to prevent damaging the mesh through trial and error. However, I did learn some useful techniques from the boneless animation tutorials which I could translate over to my rigged animation workflow.
[bookmark: _ts8k735uijcp]Contextual Research
Initially we looked at media such as Altered Carbon (‘Out of the Past’, 2018) as a reference for building the game world and the art style but since the theme we had was obvious I decided to focus on research into the colours of the city we would be building. Since we wanted to use colour to guide the player, I kept colour-blindness in mind when looking at colour palettes (Shaffer, n.d). This was done by putting test edits of a city image from Cloudpunk (ION LANDS, 2020) with the chosen colour palettes through a colour-blindness filter. Inspiration for the vehicle design also came from Eric Geusz’s style of using household objects to shape spaceships (Geusz, 2018), inspiring us to look at everyday objects for ideas.
[bookmark: _odo1f3iqgv1g]Game Research
My initial research was rather explorative, looking into racing games that were available to play, mostly looking at the track design to help make a strong choice in the length and general style of the track in the prototype and eventual finished game. My foray into Dirt 4 (Codemasters, 2017) was primarily to research the rally style tracks and driving mechanics to see if they would fit the general feel of how we wanted our game to play out. I ended up deciding not to use the non-looping aspect of the rally racing since we felt more interested in a lap style race to breed familiarity in the course. This choice was influenced by the research into Sonic & All-Stars Racing: Transformed (Sumo Digital, 2012) where each lap the environment and a part of the track changes. 
A bulk of inspiration for track design itself came from games such as Wipeout 2048 (HellfireWZ, 2017), Pacer (IGN, 2019), and Antigravitor (XboxViewTV, 2019). These games were all sc-fi and based around hover vehicles which lead to them having gravity-defying tracks and movement options, something which we wanted to focus on to separate out game from ‘normal’ racing games. However, we had to be careful to avoid having overly similar designs so we explored Formula 1 tracks as a possible inspiration for track design as well (Paur, 2012). 

[bookmark: _rwqticie3v]Research Conclusion
[bookmark: _y8wmy5o5ww8c]In the future I would consider access to more current competition in the genre to help get an idea for the feel of vehicle movement that cannot really be felt from trailers and gameplay videos. In the future I would also consider creating more mood boards and having more iterative designs as a group to help solidify the art direction of the game, which would surely be helped by being in a physical studio environment where we could be surrounded by examples whilst we work.
[bookmark: _6a2fgeta0ze9]
[bookmark: _yh86xelw5p4h]Technique Evaluation
My techniques were relatively messy and would need refinement for further development of the project but for a prototype where the models and animations are not final, I am quite pleased with them. Whilst using Autodesk Maya I found issues with accidentally manipulating the mesh instead of the bones and controllersonly noticing further down the line where I could not undo my mistake. To avoid this, I should incorporate iterative saving and checking over my work on a regular basis to make sure everything is in order.
[bookmark: _123k8iz57trd]Identification & Suitability of Production Methods
I found the software I used [Autodesk Maya] was the best choice for the current stage of the project since I am relatively familiar with the basics of it. Maya also includes a game exporter which allowed for a faster and easier pipeline from modelling and animating to engine for both myself and my teammates.  
[bookmark: _ba6yw6vwrdo2]Development of Techniques & Skills
A decent amount of time during the project was dedicated to following tutorials to practice a technique before applying it to the current piece of work from the project. Most of my learning was instigated by moments where I met an obstacle within animating in Maya which was quite often due to my unfamiliarity with that aspect of the program. 
[bookmark: _wwajqg9de87s]Overall Quality of Work Produced
With the aim of the current stage of the project being a prototype I am quite satisfied with the quality of work, especially considering the time constraint of a few months to design and prototype. In the next stage of the project, I would like to keep a Gantt chart to manage my time and weekly deadlines to provide updated work and keep engaged with the project.
[bookmark: _srhothdwpsqg]Technique Conclusion
The development of my skills in this segment has been crucial since in the future where I will be refining work and producing higher quality assets, I will be able to work faster since I’ve been through most of the trial and error now. In the next module I will most likely focus on developing my hard surface modelling and deformation animations for the vehicle, as well as suggesting a form of project management to the team to help manage the work produced.

[bookmark: _td98qb9hz7t3]Development Evaluation
My role within the team was mainly to be the animator but I contributed to the general game design where we brainstormed as a team. I also worked in designing the vehicles due to needing something to animate and with how many parts of the vehicle were planned to be animated. This was where I primarily used iterative design as to ideate different shapes for vehicle silhouettes and parts, but I did not use it much past that. Finally, I created and managed a vague project design document which we could use as reference later in the project which was kept as a shared live document to be constantly updated by myself and my teammates. 
[bookmark: _e3t0chqtl74a]Creativity
[bookmark: _u6rnghyls7o5][bookmark: _tpdr6r39n3mj]In designing the project, we looked at similarities between other hover-racing games and tried to decide what aspects we could eliminate from our own game to make it stand out some more. In this aspect we wanted to avoid the tracks that are a staple in the competitor games and have a more open world feeling track.
Contribution within a group 
Within the group we reviewed each other’s work and ideas to help make sure the parts produced were in line with our game & art style. This was mostly done during our bi-weekly lessons where we met as a team and discussed ideas, gave progress updates and showed off some work. Occasionally there were some communication issues due to the online nature of the module, and with some not turning up to our team sessions it was difficult to gauge some members interest and drive to put effort into the project.
[bookmark: _8nctpnx098jo]Iterative Design Practice
My own practice of iterative design was lacking past the initial design stage where I felt comfortable doing multiple illustrations on paper. Unfortunately, I did not bring this practice froward to my animations where I was happy enough to finish an animation and call it a day. In hindsight I should have done multiple passes and tweaked the animations to see if I could get something great from something good.
[bookmark: _sklgfni6kjsq]Time Management
There was very little time management as a group as a whole and besides the deadline for the module we did not set any smaller deadlines such as a weekly basis. With more project and time management the volume of work we produced could have been increased and reduce the crunch that has happened leading to the final deadline.
[bookmark: _g26ufbob1ha]Development Conclusion
Our game design was a strong point in the development, but once it went to more individual work such as animating thing slowed down majorly. In the next few weeks in-between semesters, I will be putting together a FTrack project to help manage time and assets for the whole team. This FTrack project will also act as a Gantt chart and help us review our time management more efferently in the future. I should also strive to do more iterative designing, especially with FTrack version control, to have more options for peer feedback and in the end a better product.
[bookmark: _y1usi3qivpws]Analysis
[bookmark: _6oxtk56zhf10][bookmark: _jv0a6bu97x5t]Contextualising your work within a wider theoretical practice
I believe there is a clear relationship between our project and Ernest Adams’ player-centric game design where we focused on how the hypothetical target player would react to our designs. This was also shown as we made sure to expose our work to a variety of opinions and perspectives for a variety of feedback. In the future I would like to look at cartoon physics (Adams, 2013, p. 1261) as a possible inspiration for the vehicle animations. 
Critique of the work you have produced
My personal work has been peer reviewed on a regular basis before being handed over the engine technician to be put into the prototype of the game. However due to physical restrictions play testing has been extremely sparse with some members of the team having not been able to access a test version of the game. In the future I would like to push for more regular documentation of the state of the prototype to give those who cannot access it and have an idea of its state.
[bookmark: _yud755ymcmc]Critique of your own practice (and action taken)
In my working practice my edits can sometimes be more permanent, which I slightly mitigated by using a reference of models and rigs to edit to have a more non-destructive workflow. This has also inspired me to learn more about rigging in Autodesk Maya to have more reusable rigs instead of starting from the beginning when recreating something.
Within the group there was a slight issue of a lack of communication due to some members being shyer which may simply be an effect of purely being online and not being face to face. We did have a shared document drive which wasn’t used to its full capacity. The group game design document was used relatively regularly but no other work was uploaded by the others really. This could be improved by using a more specialized project software and a project manager to help propose deadlines and possibly delegate work, especially with more content being in the project with the next module.
[bookmark: _5xklggj5ybpi]


Bibliography
Adams, Ernest (2013). Fundamentals of Game Design 3rd edn. USA: New Riders.

Codemasters (2017). Dirt 4 [Computer game]. Available at https://store.steampowered.com/app/421020/DiRT_4/ (Downloaded: 26 October 2020)

DigitalSTEAMWorkshop (2013). 30 Second Animation: Rigging Mechanical Objects in Maya [video]. Available at: https://youtu.be/QWmX_whZpWU (Accessed: 15 October 2020)

Geusz, Eric (2018) Shampooship! [Digital]. Available at: https://www.artstation.com/artwork/Xmbya (Accessed: 5 October 2020)

HellfireWZ (2017). Wipeout 2048- Beginners Tutorial [video]. Available at https://youtu.be/HpM8qOhpoPU (Accessed: 9 October 2020)

IGN (2019). Pacer: A Futuristic Racer With a Battle Royale Mode? – Developer Walkthrough [video]. Available at https://youtu.be/ufLMdw_okVk (Accessed: 8 October 2020)

ION LANDS (2020). Cloudpunk [Computer game]. Available at: https://store.steampowered.com/app/746850/Cloudpunk/ (Downloaded: 15 October 2020)

‘Out of the Past’ (2018) Altered Carbon, Episode 1, Season 1. Netflix, 2 February. Available at: https://www.netflix.com/title/80097140 (Accessed: 11 October 2020).

Paur, Jason (2010). New Circuit Unveiled for U.S. Grand Prix. Available at: https://www.wired.com/2010/09/new-circuit-unveiled-for-u-s-grand-prix/ (Accessed: 10 October 2020)

Rogers, Scott (2010). Level Up! The Guide to Great Video Game Design. New Jersey: John Wiley & Sons.

Shaffer, Jeffrey (n.d). 5 tips on designing colorblind-friendly visualizations. Available at: https://www.tableau.com/about/blog/2016/4/examining-data-viz-rules-dont-use-red-green-together-53463 (Accessed: 4 November 2020) 

Sumo Digital (2012). Sonic & All-Stars Racing: Transformed [Computer game]. Available at https://store.steampowered.com/app/212480/Sonic__AllStars_Racing_Transformed_Collection/ (Downloaded: 22 October 2020).

XboxLiveTV (2020). Antigravitor – 6 min. High Speed Gameplay (4K) [video]. Available at: https://youtu.be/DEVWxZIJYCc (Accessed: 14 October 2020)




5 of 6
