Mammoths Revenge

The game will focus on a crazy mammoth hell bent on getting revenge on anyone and anything around him. He escapes from the city Zoo and jumps on board a train with a machine gun and kills all in his sight and vision. Unknown at the time he released an age-old virus that turned everything into zombies but that won’t stop the mammoth's revenge. 
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It did take us a while to actually agree on a name and the concepts that flew around on this idea were pretty wild. But overall, we were happy with the end ideas and designs, though the finished game wasn’t what we hoped, it was a fun process - mostly!
We have had discussions about lots of different game ideas, for which I will place some of our discussions below. The group discussion was about the game we were going to make and researching ideas. These ideas were put onto a mindmap and it was decided, a mammoth-themed platformer, would be best. However, the group were unable to decide on using 2D, 3D or a mix of both. Lots of research was carried out into the colour, themes, style and characters for the mood board. It was decided that the game would be a 2D character with a 3D background. 
It was decided to do a side view game so the character could be moving from left to right across the screen. 
On this project, I was on the design team and I had to create designs for various aspects of the game, such as the objects that would appear in the game, I have created things such as the gun turret, mammoth and the train.  We decided to choose a younger target audience as we wanted a light hearted, fun game that would entice young users  
I found Blendr and Maya to be very contrasting. I did attempt Maya but found it was too difficult to navigate and resorted back to Blendr which I found much an easier tool to use to texture and UV unwrap the designs. I did research when creating concepts by looking at images online that related to what I was designing. Examples of images I looked at while doing my research include wooly mammoths, machine guns (real life and cartoon), elephants and trains. I also explored the different environments but it was decided that I would not be doing any environment designs. I have worked in Maya and Blendr and used a new piece of hardware which enabled me to draw my designs digitally by hand. I learnt a lot of new skills, from communication methods to game design software. Overall, the experience was invaluable and has aided my future assignments. I found the research very interesting as this gave the group freedom to create their own ideas amongst others produced online. This then allowed group collaboration online which actually helped in the initial brainstorming idea. 
I communicated with other team members through Discord which is a group-chatting platform originally built for gamers, but has since become a general use platform for all sorts of communities. Discord also allows users to use voice and video-chat, as well as live stream games and other programs from their computers. It was useful for us because we can share our screen to other team members to show our work and have feedback, but to also show the problems and then another team member can help solve them problems. 
In the game, I had lots of problems with time management as I am still new to lots of the software and all the skills I was learning took a little longer than expected to perfect. As getting used to Maya was a bit of a struggle, I went back to using Blendr software, which I found easier and I am more familiar with. 
There were times where I lost track of where tools were and they didn’t work as they had done previously, which was a big problem for me. 

When working on the UV editing in Blender, it was quite interesting to find out that once I got the hang of it the group were really impressed with my skillset - as this was something completely new to me really. I did a lot of my learning and research into Blender and UV editing in many Youtube videos and asking other students who know how to control UV unwrapping and model object movement. I then put myself forward to ask the group if they wanted help with UV unwrapping as I know it was a struggle for some which was helpful to get the game moving a bit quicker to the end-line. However, there then was a problem with the ‘export file’  on my PC, which had problems converting it, which was my fault, however eventually resolved. I then gave the images to the team members who were working on Unreal Engine so they could add them to the game.



My Work
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I was tasked with designing the mammoth in a ‘star fox’ style, however, I felt this wouldn’t work and went with other concepts which were eventually agreed upon. Despite this, it did take another three weeks for the group to decide upon the ‘theme’ and the zoo being where he escapes from, which meant that modelling and texturing had to be sped up. Initially I was told we were looking for a ‘real-life’ effect mammoth. [image: ]
However, once again, due to poor communication, it was decided - unbeknown to me initially, that we were going for a cartoon effect character. I spent a lot of time working on the texture and UV unwrapping work. There was a lot of detail on the train. I found the work on the texturing of the train quite intensive but I enjoyed it. Once I had finished the work on the train I was then told that the train idea had changed and I was shown the new design. Despite seeing my design overlooked once again, I decided to carry on with my directed tasks and not let my head drop.
This was the initial agreed design for our mammoth, though it is not quite how it turned out! It was a longer process than maybe it should have been but I was happy with the end product...eventually.
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These are some of the concept ideas for the train and back of the train, used to carry the machine gun if it was a stationary gun. This was an idea floated about to which Adam felt was a great idea and we ran with.
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This was the final design I produced on the train, which had all the characteristics we wanted, from the Victorian ‘back-to-the-future’ style design, with a modern twist. However, in hindsight, it was a complicated design to model exactly.
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I was also tasked with the designing of some Zombie characters and animals, we went for zombie birds and these were some of my concept ideas.
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UV editing [image: ]
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Here is work that Matthew was tasked with but needed my help texturing the rock and helping touch-up in Blender. The UV edit work on the rock was difficult and the help of Youtube walk-throughs did help and also allowed Matthew to gain greater understanding of how to use UV editing in Blender. There were issues saving the file in the right format, but once overcome it was a good team effort and the start of a team effort in Blender on the rest of the objects and environments. 
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The GANTT chart (above) was initially followed really well by myself and my team, however, as it is a tool I am unfamiliar with, I did not follow it as I should have which led to delays in the process. As a group we now realise that following this chart would help with communication and lead to delay times being reduced. A good example of this lack of communication was when I was tasked with designing the mammoth, I agreed and posted a few concepts on discord, however nobody responded so I spent two days on my tablet designing the mammoth only to find out the group had decided on another design completely. I was slightly aggrieved but have learnt that it goes to show how important communication in these design aspects are.


Conclusion 

The assessment was a good learning tool as I noticed that as the deadline approached, the group became more cohesive and communication was improved. However, I do think remote working made it harder to get things started as we don’t know each other that well personally and seeing each other regularly may have helped with this. Despite that, I did enjoy the process but would definitely do things differently in regards to testing myself more in Engine and stepping out of my comfort zone - designing - a little more next time. However, the game idea was a good one and I think with a little more experience and time we would have produced and epic game for you all to play. 
Next time I would like to focus on new things, such as Unreal Engine and keep the things I have already done and learnt as experiences for the next project. If I could change anything if I were to make this game again I would focus on the team communication aspect as I felt, as a Deaf person it was harder to have my input taken seriously, despite using my interpreter it still felt it was not my voice and face to face would be a much better way to get my view and ideas across more fluently than text or through the medium of an interpreter. I have tried many youtube tutorials in UV editing and unwrapping but with many not having subtitles, I did find it quite difficult to follow. 
I also asked my peers but again, this was only responded to when they were online which caused delays and I often spent many hours attempting the correct methods before I finally got the hang of it.
I do have to say that i did find the group got better towards the ’business end’ of production and if possible, would love to work with these guys on another project and use video technology (like Zoom) to communicate ideas which again will help with initial ideas and hopefully be able to progress our ideas further quickly. This idea I put to the group and they all seemed keen on the idea which, as a Deaf person, was nice to hear that they would be so inclusive of me.
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GANTT CHART 1: PROPOSED TIMELINE ~ (Complete this chart at the BEGINNING of the project)
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