Solo report on Eldritch Starfighter shoot ‘em up 

General idea
This is a write up on the shoot ‘em up style game I help make called Eldritch Starfighter, I was primarily in charge of the designing and modelling of the based enemies, boss monster and some environmental assets. 
For this game the general idea for it was to make a sci-fi horror style game similar to things like Galaga [1] a 1981 fixed (meaning you had no control on which direction your fighter would go other than up or down) arcade shoot ‘em up game with 2D pixel style graphics, we wanted to make something similar but in a 3D aspect so with that as a team we decided on making the theme eldritch monsters like the ones as H.P.Lovecraft wrote about in his works with a touch of sci-fi. 
Target audience
Now after coming up with the general idea for the game next came what our target audience would be? We came to a conclusion that this game will most likely be for those who enjoy shoot ‘em up style games like sky fox [2] but also like eldritch style games like the borderlands 3 DLC guns, love and tentacles [3]. Also, with this in mind the game would have a PEGI rating of 12 because the game does show violence to fantasy characters and non-realistic violence towards human character. 
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Theme/designs 
Next came, what we are going to use as a theme for the game? We decided to go with eldritch sci-fi horror as our theme which worked, they well with my art style of horror surrealism so with this theme I had a lot of room to worth with because I oversaw coming up with concepts for the enemies/ boss, making the models and texturing them. 
I started by making a mood board which consisted of other art pieces of eldritch monsters and sea life such as octopuses and squids of different types because I realised that the closet creatures, we have in this world that are look like eldritch monsters are sea creatures. 
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After looking at all these different examples I was able to come up with few concepts, but I was only able to finish two of them because I didn’t want to take to long on the drawing part of the project which would have cut into my time that I needed to model which was allocated on a Gantt chart me and my teammate made which was later reorganised to fit our time frame, and I felt like the two that I did finish were my best works out of them all. 
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I decided not to colour my concepts because I didn’t want it to affect how the games colour scheme would look in the end so I waited till as a team to choose the colour scheme and I would go off that for when I was texturing my models. 
After choosing the colour scheme of mainly dark tones to give an eery feeling while in the level, as a team we both decided to go with the eye monster as our enemies and boss monster because it fits with our theme of eldritch monsters and in the given time frame would be easy for me to model being it would have been the first time, I would have to model anything organic in nature. 
Modelling
Then, after choosing which concept to go with I made a start on the models, I first decided I would use the modelling software zbrush to create my eldritch monsters because the software comes with I wide range of brushes that I believed would help me create them, however I soon found out that I was having problems using zbrush with quite difficult to use tools I decided I would switch to a more formula software blender.
Now while inside blender I discovered anything you can make in the modelling tab can be taken into other tabs like there sculpting tab which is a simplified version of zbrush I found from using it, so after some trial and error I was able to make my model in blender but there was a problem it didn’t look organic in anyway and trying to fix it in the sculpting tab wasn’t working in the end the quickest way the solve this problem was to just start over from the beginning. 
After completely restarting my model I wanted to try and make them only using the sculpting mode in blender which I found so much easier than zbrush and while experimenting with the different brushes in the sculpting mode I was able to narrow it down to three brushes I would need the snake hook for the tentacles, the inflate and flatten brush for the eye, and with this I was able to make progress on what I had envision the model to look like and make a final model for the boss and enemy.     
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Description automatically generated][image: ][image: ]While finishing up these models I decided that I wanted to make some tentacles for the environment so I talked to my teammate about it, and he agreed that it would fit nicely with environment, and we could use them as obstacles for the player to avoid. So, I started to make three different looking tentacles which we could change the size of them in engine to make it seem like there were more than just 3 types.  








Finally, after finishing all the models, I was having issues with unwrapping the models ready to be textured but luckily my teammate was able to help me out by unwrapping the models for me, so I was able to put them into substance painter for texturing. 
 

Texturing 
[image: ]When I got to the texturing part of my models, I tried out a bunch of textures that come with the software and I discovered two textures I wanted to try, the stone texture that added a 3D affect on top or the model and the rust texter that added a good mix of colours depending on the base colour you use. But I soon discovered that the stone effect didn’t take colour well and just goes black after a while so I couldn’t use it for the model that would be in the game, so I just used the rust texture. 
 
[image: ][image: ][image: ]  After I decided to use the rust texter I chose a nice magenta that worked well with the pattern of the rust texture that I realised when I put the colour onto the model it started to look very similar to the octopi and squids that it made me very confident in my choice. 
Then when I finished covering the model in the rust texture, I then used a stainless steel texter with an orange colour to add a nice bright eye and then I used the same steel texture for the pupil. 
With the tentacles I just used the rust texture with a maroon colour so they would stand out in the opening level of the game. 
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Finally with the boss monster I used the rust colour, but I started with a purple base with did quite pick up the pattern that the rust texture has because I think I made it to light to see the pattern clearly so other top of it in just a random way I added a dark green so now you can see the pattern, then for the eye I did the same they as the normal enemy were I used the stainless steel texture but this time with a red tint and used a black for the pupil. 
Conclusion 
While looking back at this project I definitely had a lot of ups and downs with trying to keep within the time we set with the Gantt chart, trying to teach myself zbrush but realised it was a very difficult software to teach myself which I am very glad I could realise early on and moved to blender instead. 
I can also say I am so glad I changed how I was making my model from just modelling each bit individually which in the end did not look organic at all, so I believe my decision to completely restart my model only using the sculpting tab in blender. The only thing I am really disappointed in is that I couldn’t quite make the model that looked exactly like my concept drawing, but I do believe with some more practise I should be able to make better looking models each time. 
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