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Our idea for a First-Person Shooter was based around the carnage of Black Friday, the goal was to create an experience inspired by games such as Left 4 Dead [1], Back 4 Blood [2] and Call of Duty: World At War: Zombies [3]. The initial idea was to use the similarities between the often-comedic footage of intense Black Friday spending sprees and compare it to the reckless nature of the enemies found in these types of games, as such we would be creating a game with both comedic and intense tones. Due to the nature of the game our general audience would be a teen-to-adult audience who could appreciate the humour from the idea we were using as well as be entertained by the level of difficulty we were aiming to provide.
The game would differ when it came to the gameplay itself as we believed that using the concept alone as the selling point of our game would lack creative input when it came to uniqueness, as a result we produced the new concept of having stock preventing the enemies from attacking you, thus allowing you to save your ammo to prevent a game over. As time goes on, the waves increase in enemy quantity, with more difficult enemies spawning per round so the rush of restocking shelves whilst also dealing with an ever-decreasing window of time to do so would have been a fantastic way of not only providing our game with a unique gimmick to differentiate itself from other games like it yet it also allows players to feel the rush of a quick-thinking on what their next move is, since the idea was that there would be an even more brief area of time before each wave and with decisions becoming more crucial as time went on players would have to learn from their mistakes whilst they played, thus adding a large amount of replay-ability to the experience as a whole.
The Target Audience for the game was specific as the concept would not be orientated toward younger players yet the overall comedic value of the game is typically seen in games which include young people in their audience. However, this is not the first time a comedic game with a more action-based premise has been orientated to older audiences, with some of the more obvious examples being both the Postal 2[4] and Duke Nukem 3D[5] which both have comedic intent whilst also providing an experience which is most definitely not for children. As a result, we used the guidelines in terms of age-rating from those games to judge what would be most suitable for our own, with the content not being as distressing as Postal it was agreed that the game should be aimed at a teen audience with the rating of PEGI – 12 as a solid guide for what could be included, with the only warnings being that of Slapstick Violence, Weaponry and Fear due to some of the enemy designs being disturbing so that we could replicate the experience from our inspirations.
In terms of design and general theming, the project’s overall theme was that of liminal spaces, to compliment the eerie nature of the horror aspect of the game as well as the disturbing enemy designs to parody the zombie survival genre that the initial idea stemmed from. The overall design of the store, this being the main hub and where all the game takes place is heavily influenced by the uncanny nature of shopping malls when empty or at a time where you do not typically see them, this liminal spacing is amplifying the more distressing nature of the enemy designs and movements of said enemies. We also believed that it would be comical to have such a mundane location being given such a disturbing atmosphere, thus the location design though mildly unsettling would also be fitting for the comedic tone of the game since the exaggerated fear of such a location would be vital to the theme we were constantly pushing through the other areas of development.
Another theme that could be found in our game on the more comedic side of things was that of a cartoon-like style of weaponry, with the weapons being made from materials that could be found in a department store, made from a variety of stock, such as melee weapons from batons found in store security to makeshift hammers out of bean cans, trowels, forks, mops, etc. 
Then there is ranged weapons such as that of toy guns often found in the children’s section of a store such as Tesco and the stock launcher which much like the makeshift hammer is created from the various objects that could be found around the store, such as funnels for loading stock as ammunition, a potato gun for a base all fitted together with duct tape and glue.
 In terms of enhancing the cartoon-like nature of the weaponry, they were animated in the style of rubberhose animation, a style that was created in the 30s and could be found in old cartoons, the style itself was known for the constant personification of objects, with one of the most classic examples of the time being from one of the first ever Mickey Mouse [6] Cartoon which portrays and animated hot dogs as if they were actual dogs. The animations took inspiration from this design by having weapons such as the stock launcher display characteristics as if it were alive, with noticeable examples being it seem like it is genuinely spitting out ammunition, with the whole object breathing inward before firing and then stretching out thin when releasing the stock itself. This rubberhose animation inspiration can also be seen in the reloading animation, in which the launcher takes the impact from the stock being reloaded with the launcher being squished down as if it were reacting to the refill like being hit on the back. 
Overall, the theming of the game fluctuates between two main aesthetics, that of old-time comedy and liminal spacing, it was difficult to include a similar number of comedic aspects to that of horror aspects but balancing out the two would be key to making the experience immersive and unique as such a concept could only being found in a few other games, these being Night of the Consumer [7] which has a similar premise yet being more horror based and that of The Night Shift [8] which much like Night of the Consumer seems to focus more so on the horror aspect rather than branching out to a more comedic setting. In conclusion when it comes to the theme of our game, though it takes inspiration from others of its kind, the comedic value and unique array of styles allows the concept itself to be unique enough to stand alone.
In terms of self-directed learning, I knew that I would have to broaden my horizons when it came to animating. I have animated for many projects before yet with such a wide range of objects and entities to animate, I knew I would not have the skillset to immediately be able to do it to what I would consider up to standard. To enhance my knowledge on the subject I created a list on the main aspects to differing animation methods to research and then ticked them off after I developed a better comprehension on what I was aiming to achieve. The most prominent examples of my learning came from a variety of topics I wished to refresh and indulge myself in, one of the more significant being that of the previously mentioned rubberhose, slapstick cartoon movement, to do this I used a multitude of sources to ensure that my understanding of the topic and overall subject matter could be the best it could be, as a result I created a playlist of videos to watch to understand the fundamentals of the aspect of the project.
In terms of individual research, there was a multitude of tutorials and examples which I followed to ensure that the overall quality of my section of the project was up to standard, due to the nature of part of the project, I had a large amount of time to prepare due to the need to wait for models to be rigged and completed so that I could animate them, as a result, I spent my time studying other examples of animations found in games like the concept at hand. This was done by not only watching gameplay yet also playing the games myself to see how animation is important to the genre, through which I discovered that animation is not only vital to an immersive experience it is also incredibly important from a gameplay standpoint. 


Through playing Left 4 Dead 2 [9], I discovered that animation can sometimes be key to enemy identification, for example, since some significant enemies are similar in appearance, animations can be crucial for the player in understanding what they are truly up against, even from far distances, as a result, I concluded that animations can be just as important as enemy designs when it comes to gameplay. 
As a result of this, when a character had been modelled and rigged, my first goal was to find a character like them and see how they were animated, just so I could understand what makes that animation work and how I can differ from it while still taking the key aspects from what makes it effective. These included, using both my own movement as a reference for the regular enemies whilst also using references from Dark Souls Remastered [10] and how the Hollow Enemies move by watching an enemy animation display video, noting down the animation tropes for what could be used in the enemy I was currently animating and using that inspiration to create a unique movement. To animate the faster enemies, I decided that rather than using an example from another game, I would look toward the cartoon-side of our project to differentiate the enemy type from the regular, this was the most vital enemy to animate well as the body-type of the fast enemy could be easily confused with the regular, thus making the player frustrated, I used examples found in 90s Warner Bros. Cartoons such as that of Looney Tunes [11] to create a run cycle which could be seen as comedic whilst also assisting the player in understanding what they are truly up against from a distance. In terms of the large enemies, the goal was simple, I knew before researching that I wanted them to have a stagger more than a walk cycle, to research this, I used Project Zomboid’s [12] zombies as a prime example, yet used footage of a mod of the game which improved the stagger to research how I wished the enemy to move [13], through applying this stagger I believed that the enemy type would be given much more personality since his weight would cause him to be much slower. Finally, in terms of research for the weapon animations, toy gun was animated in reference to Halo’s Assault Rifle specifically that of Halo Reach [14], having a small yet quick recoil per shot, and a quick reload, when it came to the launcher however, I researched rubberhose animation online, with a video [15] which taught the viewer how to animate from the game Cuphead [16], which is famous for its rubberhose animation style, through watching this and using creative thinking skills I was able to translate the animation to 3D make the launcher seem alive by using the personification that is prevalent in the style.
In conclusion, through extensive research I was able to create a multitude of animations of differing styles through replication and creative thinking through playing games and watching how other people create their art and, in this case, their animations, throughout the experience I developed a more in-depth understanding of my learning, this being a rough combination of inspiration through others and replicating styles of the past in conjunction with each other.
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