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Summary
The aim of this report will be to evaluate the group production and development of a partly-playable white box level to achieve the finalised coloured art target. The production of the game itself will be based on concept art; in this case the group have chosen to pursue an ancient Egyptian theme. The game genre will be a puzzle adventure in a first-person perspective; however, there will be a unique mechanic, which will allow the player to solve puzzles within two different-realms. The game will be reviewed in two stages, with the first review at the end of the first semester. In this review staff members will play a game demo during a Viva presentation and give necessary feedback from their first-hand experiences so that targets can be acquired for the second semester. The aim is to evaluate the means of the production team to highlight any issues that may have been overlooked and give a summary of how the production could be improved for the second semester.
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Introduction
It is important that the group work accordingly within their assigned roles to meet deadlines for all components of the environment, so that the product is aesthetically accurate, playable, and interactive. Creating an interactive game is a lengthy process requiring an understanding of software such as Substance Painter, Maya 2018, ZBrush and Unreal Engine 4. The interactive game environment will target audiences for puzzle game enthusiasts, taking influence from games like Soul Reaver and World of Warcraft. It will be designed to appeal to the age category of 12 years +, due to its complex game mechanics. 
Several meetings will be held to brain storm ideas for the new project so that relevant research can done for the concept art, workable puzzles, and level theme mechanics. The group will critically run through and evaluate each idea ensuring it will come together to make a rounded final concept. Due to the current popular demand of puzzle-type games with the enhancement of technology, for example - smartphones, the group will pursue the puzzle genre with an ancient Egyptian theme. This idea was will be inspired by existing games with similar themes such as World of Warcraft (Blizzard Entertainment, 2017). To make the game unique, it was decided that the playable character will bare an artefact located on its wrist to allow the player to teleport from two distinctly different realms to solve and complete several puzzles to progress throughout the game. To add an element of danger to the game an Anubis-like guard called a Sentinel will be used to challenge the player, alongside the puzzles to add an extra element of interest and slow down game progression.


Research
Using research methods, the group will use inspiration from several varying sources including YouTube videos for concept art and game ideas for example ‘The Room’ (Demruth, 2013; Dephraction, 2012; Harrett, 2011; Jesus Conde, 2018; OfficalNerdCubed, 2012); and visits to local museums of relevant interest (Egypt Centre - Swansea University, 2017; Egypt Exhibition – Swansea Museum, 2017). Research was used for implementation of software use for the creation of some character assets, such as the arms (Alex Cheparev; 2015; OnlineMediaTutor, 2016; Oskar Wetterbrandt, 2016).
Production Planning
Once the game idea has been finalised, a production plan will be required so that each group member has an assigned set of tasks to undertake within their appropriate skillset. 
The tasks will include:
(a) 2D concept art and orthographic drawings by every member, group generated ideas for the games storyline, along with a finalisation of the concept art within Photoshop.
(b) Orthographic drawings will be imported into ZBrush to create a high poly model for characters. Maya 2018 will be used to create a proxy model and a rigging skeleton which will be animated using a low poly model.  A technique called ‘weight-painting’ will be applied the high poly model. Maya 2018 will also be used for level asset modelling and re-topologizing of high poly character models (bringing concept art to life in 3D); and finalising characters and assets with UV mapping. 
(c) Development of games white box and blueprints will be carried out by the engine developer using Unreal Engine 4. The engine developer will learn and develop methods of blueprinting for the puzzle mechanics to make the concept of changing realms possible.
(d) Characters and assets will be exported from Maya 2018 and imported into Substance Painter to be textured and coloured. 
(e) Once the characters and assets have cohered to the art target document, they will then be finalised and placed into Unreal Engine 4 with appropriate level design. 















Methodology
Individual Contribution on the Project
As the production team modeller and concept artist, it is important that all characters and assets will resemble the orthographic drawings accurately, as well as being created to a set deadline. The productivity of the group and its individuals will be documented using a Gannt chart, aiming to maximise the groups’ efficiency. 
The first steps of concept drawing will be: 
(a) Ensuring relevant research is carried out within the same line of genre as that of the game concept. For example, in this case; first-person games with the likes of ‘The Room’, ‘Singularity for the Broken’ and ‘Antichamber’ (Demruth, 2013; Dephraction, 2012; Harrett, 2011; Jesus Conde, 2018; OfficalNerdCubed, 2012Todor Hristov, 2015) with an in-depth consideration of how these games use unique mechanics to keep the players attention. 
(b) Acquiring first-hand research, such as imagery and information from the Egyptology Centre at the Swansea University Singleton campus, and Swansea Museums’ Egypt section. The museum itself bares an Egyptian style crypt harbouring an ancient Egyptian mummy. This will be beneficial for the creation of the games assets and overall help with the ideology for the games own Egyptian crypt. 
(c) Creating rough pencil sketches to map out and identify the best drawings to transfer into Photoshop for colourisation for the final concept art. 
The steps for modelling will be:
(a) Evaluating which programme to use between Maya 2018 and ZBrush, with regards to import the orthographic drawings, based on the complexity of the model.
(b) Sculpting the ‘Sentinel’, which will be the crypt-keepers’ model, by using a simple base skeleton made from ZSpheres. Once an adequate base skeleton is complete, a tool called Polymesh 3D is used for to sculpt extra detail. Various tools are then used to build up and shape the clay accurately to resemble the orthographic. During this stage a tool called Dynamesh is used to correct any distorted or stretched polygons that occur when working closely for long periods of time on small areas. This tool will need to be used many times as adding clay will result in distortions on the model therefore it is important to build up the model in layers to reduce such problems.
(c) Once the model is complete it is exported as an OBJ file and imported into Maya 2018. Imports from ZBrush will need to be re-topologised as the high polygon sculpt is too high for being animated as a game asset. Worldly assets will be created using Maya 2018. Retopology is not needed as its possible to make some assets with a low number of polygons due to the simplicity of the models.
(d) The last stage in the modelling process is UV mapping. This will be done by cutting down the sides of topology, creating seams. The 3D model is theoretically unwrapped making a 2D representation of the 3D model.
(e) The file will then be exported as an FBX file format to be downloaded and imported by the texture artist for texturing.
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Creating the Sentinel Guard 
The Sentinel is half man and half Egyptian god dressed in Anubis’ apparel. The character will appear often be used as a protector of the crypt, so that the player will have to evade and correctly time their movements to progress past a ‘Sentinal’ at various points in the game. 
Creating the First-Person Arms 
The game was created from scratch, meaning there were no pre-set’s or downloading of already existing limbs; instead the modeller created the arms in Maya 2018, using a relevant YouTube tutorial as guidance. The video was clearly instructed and the ideal arms for the character were achieved.
Creating the assets 
Three assets were created for the same. Each asset had two variations, the ‘warped’ version and the ‘normal’ version:
1. Ancient Egyptian vase
2. Door frames for each entrance
3. An ancient stylised table
Working Dynamics of the Production Team
The production teams’ dynamic was effective in ensuring that all team members met their deadlines to achieve an overall satisfactory final product. All group members were punctual, hardworking, organised, dependable, with good involvement and communication skills. 
This was due to the regular, maintained communication put in place by holding weekly group meetings to monitor individual/group progression. Daily communications were also made using the social media platform Facebooks’ messaging application, Messenger and e-mail. This was helpful as it allowed conversations, scheduling and the ability to share media files with multiple group members simultaneously.  
Each group member contributed both positive feedback and constructive criticism to the group by congratulating and rewarding progress to increase group moral. Any changes that needed to be made were approached by all members in mutual discussions to ensure the best possible finalised art target. The group agreed that negative feedback would be counterproductive and unnecessary for group dynamic, therefore each member approached issues in a calm and friendly way, aiming to work toward a common goal within the group. 
Methodology of Tasks Undertaken on the Project
Individual/group GANTT charts were used to monitor the progress for each task. Each task had a specific deadline to adhere to, therefore each member had access to all GANTT charts. The GANTT charts were updated weekly to ensure each group member had a clear understanding of their individual task for that week, and a good concept of the amount of time to be spent achieving the allocated weekly task. Team work was essential, therefore everyone supported one another and helped each other to progress.
The main sub-roles for each member were:
Animator
This role consisted of rigging and weight painting, followed by the creation of proxy models and animations.
Engine Technician
This role used the URE4 blueprint system to create player controls, game, respawn, hazard, player and puzzle mechanics, puzzle blueprints, lighting, enemy artificial intelligence, UI, HUD, and application of textures.
Lead Artist
This role is important for the creation of all concept art and orthographic drawings used during the modelling process; as well as the texturing of all assets and characters. All art was hand drawn using the user interface and HUD alongside particles and developed from research.
Modeller
The role of modeller consisted of creating assets and characters using ZBrush and Maya software. Once modelled each character was rigged, re-topologised and UV unwrapped to be textured and weight-painted.














Analysis
The main issues faced by the group during the creation of the art target were: 
(a) The first problem was the game idea itself. It took the group several attempts to settle on a game concept for the project. Although we had agreed on a ‘first-person puzzle’ genre for the game, unfortunately, several weeks were spent trying to determine the theme and what type of player mechanics would be used. These were important aspects of the game and therefore we thought that ample time should be spent on coming to a solid agreement.
(b) The second problem faced was the problem of creating uniform concept drawings between three different concept artists. Due to the nature of each concept artists individual style, the ideas they produced all looked too different, meaning that nothing looked as though it was progressing towards a unified goal. To solve this issue, it was agreed that only one concept artist would create the final environmental concept designs, another artist would create the characters and assets, and the final artist would then unify their art styles by creating the models for both artists.
(c) Another problem arose for the modeller during the sculpting of the Sentinel character. The Sentinel took more than one attempt, as the orthographic drawings were out of proportion and did not bare enough style or detail to portray the goal of the character; meaning that the first sculpt followed the same result. To correct this, the Sentinel was re-sculpted by eye to ensure adequate proportions, with adjustments made, resulting in a newer, more stylised model.
(d)  Finally, the group did not originally use a GANNT chart to track all of the groups future progress. In its place, the lecturers and group devised a weekly planner to be used in its place to ensure that all progress and future tasks were recorded. However, this was then corrected as all of the information stored on the temporary planner for each individual, was then transferred to the true group GANNT chart.
Conclusions
Overall the group production was highly successful, each group member contributed to the development and creation of the art target. All group members were organised, punctual and dedicated to weekly group meetings to meet the expected standards.
Although issues arose with the game mechanics and theme, concept art and the recreation of the Sentinel character, they were eventually addressed using organisation techniques, research and crunch time. However, overall, not many mistakes or issues were faced, and those encountered provided opportunity to learn new skills to overcome any similar future occurrences. The project further strengthened the skills of each individual. It is always necessary for future work to imply that it would be necessary to have one extra team member to or work in a large team to break down each members’ work load and ensure a more efficient project process. 
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