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Project overview
‘Frog Gang’ is a flying shoot-em-up where the player controls a small group of frogs known as the Frog gang who are defending their hometown from the threats of their swamps and putting an end to the reign of the Toad King and toad gangs.
For this project we wanted to create a very unique atmosphere compared to most shoot-em-up games. Although most shoot-em-up games stick to the science fiction and space genres, we thought we would completely change that and finalized on genres such as adventure, comedy, and fantasy. 
Overall, as a project team, once the basics of the game were decided we set out on our individual tasks and begun. As group, we were very effective at coming up with the initial game concepts and decided on all of the projects features relatively early on in development.

Target audience
For ‘Frog Gang’, our desired target audience was aimed at the younger generations but would also appeal to a variety of other ages causing ‘Frog Gang’ to be enjoyed by anyone. Our initial target audience would follow the PEGI ratings of ages 7-12. The themes of adventure and fantasy mixed with simplistic natural areas and playable frogs would be the perfect game for young children. The simple themes would be easy for them to understand and still enjoy the game without a complicated story with complex words, the younger generations would simply be able to pick up and play an enjoyable game without giving it a second thought. However, the comedy themes would have child humour as well as hidden low-level adult humour that only players above the age of 18 would understand, therefore causing the game to be enjoyed by players of all ages. This target audience would cause parents and children to play’ Frog Gang’ together and both be able to enjoy the game. 

Themes/Design
When discussing the project theme, we knew we wanted ‘Frog Gang’ to be simplistic and easy to understand to appeal to our target audience. The Main theme we included involved the Toad king and how he rules over the swamp using fear that his toad minions evoke. Originally, I had the idea to make the Toad king as a form of dictator over the frogs, but I concluded that would ultimately result in ‘Frog Gang’ having much darker themes. 


Concepts
For the group project, I was also tasked with creating some of the concepts for our project. Before I started sketching up rough ideas and concept, I created a colour palette based of the photographs I gathered of Kew gardens. The colour palette enabled me to have a greater understanding of what plants and other features I could involve in my environment concepts. I created a small group of concepts displaying the colours and the type of environment our project would take place, the concepts showcased different areas of the swamp, one including a rickety shack on stilts and another displaying a much more natural environment with swamp grass, pond weeds, trees, and mushrooms. I also designed a single concept on the Toad king, showcasing his design as a large head with arms and feet. He would have the ability to inflate his throat up, as if he were to croak, to then fly and chase the player. 
Overall, I believe that I produced some effective concepts for the rest of my group to work from when design the level layout and the Toad king’s boss design. However, an improvement I should make for next time is to sketch more concepts of very different environments for my group to work with, giving them more options and flexibility. 

Research  
When it came to researching for the project, I was tasked with researching the environment to understand what organic models and assets we would have to create as well as the research to gain inspiration for the buildings within the Frog gangs’ village. 
To research the environment in which our project would be set, I visited Kew Gardens in West London. I spent a lot of time in their greenhouses to study and analyse how water can affect a natural environment. They had a variety of different plants to research and recreate, the plants that related to our project the most were the lily pads. Kew had a lot of different lily pads to base our models off which gave us more flexibility when it came to the asset creation phase of our project. When it came to researching, I believe that I provided a lot of useful information and concepts to base the environment models and assets off. The researched caused ‘Frog Gang’ to have a much more realistic atmosphere for the player to travel through. 







Asset creation
After spending a lot of time researching, we began on the model and asset creation. Due to the detailed research on the environment, I was able to produce models and assets appropriate easily and accurately for the setting of our project. The models I created for the project, followed the visual theme of simplicity but also clearly displayed their purpose and were visually accurate. Although I struggled to create the organic effect on models such as the trees and plants, I learnt how to use the sculpting tools within maya to mould and stretch the model however I wanted to create a more organic effect. When creating the assets for the village area for our project, I had to proceed with a different approach. Instead of using the sculpting tools, I mostly used to extrude to create a much more handmade affect. I tried to keep the houses and buildings straight and smooth but kept the roof, door, and windows misshapen to give it that rustic and rickety aesthetic. 
Overall, I believe that I successfully created environmental assets that would be used in both specific parts of the project as well as the entire game as whole. The effective research I completed in the early stages of development helped me especially by using the pictures for visual reference. 

Tutorial area
One of the big tasks I was assigned for our ‘Frog Gang’ project was the designing of the a of the starting area where the player would learn the basics controls of ‘Frog Gang’. This involved me to creating the assets specifically to only be used during this segment of the game. Thanks to one of my peers’ concepts on the tutorial segment, I had a good idea of what I was tasked with producing, I created two separate hollow logs for the player to fly through where they would dodge the obstacles within. One log was completely hollow and the other had roots and other obstructions blocking where the player could go, teaching them how to dodge and avoid incoming obstacles. The player would begin the hollow log as the frog gang had just taken off, they then would fly out of the log but be funnelled into the second log using the other assets I produced such as the trees and swamp grass. Although this segment appears basic and simplistic, it successfully teaches the player the forms of movement and dodging incoming threats which then leads them onto the start of the level where they would be introduced to the different enemy types.
Overall, through the concepts and discussions we had as a group, I was able to successfully produce a simple and easy introduction to our level. As an improvement, I think that we should have made a second tutorial segment immediately after for the player to learn the shooting mechanics rather than being thrown straight into the first area. 




Engine Work
A lot of my final hours working on our project involved finalizing our work in Engine. I was tasked with applying our player models and enemies into the existing blueprint. When assigning our gameplay models, I came across a lot of problems that I struggled to overcome. The biggest problem I had in Unreal was assigning the player model to the playable blueprint. Our plane model that the player would be controlling, failed to comply with the blueprint, we had issues with the model refusing to rotate to face the correct direction, the models face would be inverted causing visual bugs, and whenever we would playtest the model the player would be unable to shoot or perform any of the actions the player should be able to do in a shoot-em-up. We discovered that it wasn’t the blueprint or the engine that was faulty, it was the model itself. The model had a propeller animation which caused the plane to lose control 30 seconds into playtesting. There were also cameras implemented from blender into the player mesh which caused the implications with the gameplay features.
We also had some technical issues with the enemies. The toad plane enemies also had a propeller animation which caused the enemy to fly out of the level area during playtests. The biggest problem of all was with the Toad king model, his throat animation would struggle to activate and the edges of his model such as his legs would clip through map pieces that could not be avoided without having him collide with every asset. 
Overall, the engine work I attempted could have been better when it came to dealing with the asset and gameplay bugs as well as using Unreal Engine as a whole. I should’ve had a greater understanding on using Unreal Engine 4 before attempting to deal with the project implications. From these issues, learnt that every model and asset should be carefully analysed for any problems that could affect the mesh in game to avoid bugs. 

Working as a team
For this group project, we all contributed the same level of work which enabled us to work on ‘Frog Gang’ without stress. As a group, we constantly would discuss and ask for advice or opinions on our individual tasks. This allowed us to produce a much more all rounded game rather than have different parts of work pushed together that would never work effectively with not just the gameplay, but the visuals as well. Through the effective communication, we were able to all voice our opinions on a visual element or help out a group member with an issue they were struggling with. We also behaved as a very supportive group to one another. Instead of clashing, like most creative groups, we constantly would easily discuss what improvements we could make or visual changes to textures or assets. However, as a group we could have made a few improvements. As a group, we could have been better at sharing our difficulties within the different softwares. Instead of asking for help, we would try to fix it ourselves which would ultimately make the problem worse. 


Conclusion
As an overall evaluation on the group project, I believe that we successfully provided what the brief asked for through great group communication and effective work with shared problem-solving skills. We were effective at deciding on the project’s elements such as the themes and enemies providing us with more detailed discussions. The lack of creative clashes between group members enabled us to provide a lot of finalized ideas early on. This allowed us to each begin working on our tasks so we could complete them to the best of our ability. Our group could have made a few improvements when it came to acting as a team in general. We would struggle to share problems but that’s what the group are there for, support. A lot of the problems we faced whilst developing ‘Frog Gang’ could have been solved quickly or avoided entirely. 
As an individual, I think that I completed each task to an appropriate standard. I spent a lot of my time researching and working on the environment for the project. My research enabled me and the rest of the group to effectively recreate a natural environment. For assets themselves. I provided a lot of essential assets, especially for the frog village, but also some simple models that make the environment feel more realistic as a whole. However, I could have improved my work within Unreal. Due to the issues, we were having with the assets and the blueprints they were assigned to, I spent a lot of my time trying to fix the problem. Instead of asking for assistance, I thought I was capable of solving the issue myself. This resulted in me still working on the final product the evening before the deadline date. If I were to work on a similar project in the future and I was tasked with something similar, I would improve and constantly ask for help or assistance in anything I am struggling with to remain calm and avoid this scenario. 
