Written Evaluative Report
The Game Idea
The game idea started when the team were brainstorming ideas in the class. We were thinking of different ideas that went down the crazy and out their side of games. The Flying train was my idea which began the basis on what the game would become. We ended up with an animal flying the train, which was going to be either a panda or mammoth. We decided on mammoth and our main character was created. We all agreed that the mammoth would be on a rampage of some kind, the original idea was to be set in Russia, and he would be shooting humans in his rampage because he is the last of his kind, but we decided to change it to zombies instead. The premise is the mammoth brought back this virus but is still angry so processed with murdering everything in his path. We had plans of an evil boss character too, where he would’ve created the mammoth or the virus, and the mammoth will end up killing him, but the idea was scrapped.  We decided the final game idea would be, a mammoth that was kept in a zoo, being really angry that he is the last one left, and blames humanity for it, but didn’t know he brough back a deadly virus with from the prehistoric times. So, he hopes on a flying train and starts going on a murderous rampage against all the undead.
we will be aiming at a younger target audience and people who like old school arcade shoot em ups
the main theme of the game is an over-the-top cartoony humorous game about a Monmouth taking revenge on the world because of the extinction of his species
PEGI 3 
ESRB - E (everyone)
This is what was agreed on as a team.
The Design choices for the game we decided to give it a cartoon style design. We wanted to base it off of games like Team fortress 2, or Borderlands, as they have distinct cartoon styles.
[image: Team Fortress 2 on Steam]




[image: Borderlands (video game) - Wikipedia]We planned to have this cartoony theme and style but we as a team but sadly we didn’t follow the art style we planned to with everything we made.
We kept the bright colours we wanted to and kept the over all feel of models looking out there in design, but most, especially vehicles or buildings, looked realistic rather than cartoony.



The train I designed and made shows this off pretty well, the design I drew to be based off looks pretty cartoony and doesn’t show too many real features, as shown here: 
[image: Diagram

Description automatically generated with medium confidence]the large thrusters, and outside cylinders where to make it both look unrealistic, but also keep the realistic side of the railway engine. 
the mammoth on the wagon with a mounted machine gun shows off how crazy the idea is meant to be.





[image: A picture containing indoor, dark

Description automatically generated]The model I created is altered in ways I thought would make both railway fans, and casual fans pleased. I tried to show off the cartoony style with the design by adding wings and big jet engines, but by adding the inside motion and cab controls, made the engine look a lot more realistic than it needed to be. 
The wings and fin added on the model do help stand it out in a very obvious, fictional design and still keeping within the cartoon theme.
The Mammoth is the biggest issue with the realistic asset. The designs drawn up by me and Liam where all cartoony, with either humanoid bipedal bodies, wearing cloths or standing on two legs, or on 4 legs but with big cartoony eyes and a very expressive look. The mammoth I modelled was very difficult to get right, I had to re do it a few times as modelling something living was new to me. It ended up looking basic and had a realistic over all shape, which stands out in the style we wanted. Other assets we made like the Low poly cars, and trucks are textured and modelled quick realistically and are not as stylised as we had hoped when planning out the game. I had to learn how to model the living animal, that was the mammoth, I used a image of a realistic mammoth to model it, which didn’t help with our want to stylise the models, but it was a learning job for me. I am looking up plenty of images of mammoths mine and leams research we did to try and get the correct shape. This meant doing each limp in pieces, I did the body as one, head as another, and mirrored both legs. I also had to learn how to add fur in blender. This was done through a YouTube tutorial I found:
https://www.youtube.com/watch?v=Oq0q8AmTnDU
this really helped me with adding fur to the mammoth, though sadly it did not export into the engine.
The Theme of the level we decide to be within an urban area. We started the level within the city zoo, where the character will fly from there to the end, through streets and avoiding/destroying buildings. Rizwan was in charge of design and modelling of the environmental buildings, and he communicated his development a lot with me as I did the texturing on said assets. The models and textures created fit in well with the environment, though they weren’t very cartoonish, they still fit in well as they where all a part of a larger scene, which had a lot going on with explosions, and enemies around, the buildings blended well with the environment and gameplay.
[image: A screenshot of a computer

Description automatically generated with medium confidence][image: A collage of a building

Description automatically generated with low confidence]this was the buildings textured by me, they looked realistic and don’t fit very well into the cartoon aesthetic we wanted, but since they all surrounded each other, they blended in well as buildings. If there was a larger ‘Main’ building, that would’ve had to had looked more cartoonish but since these weren’t main, centre pieces they could get away with their look.
The zoo buildings where bigger than how they would be in real life and stood out. These fit that cartoon style we wanted and translated well into the game.

The city/urban theme was communicated well from each member, getting each piece made, textured, and put into engine, so everything looked like a city. 
The research I had to do for this project, was everything I modelled, and I had to do texture research for everything I textured for the team. I also did research on the items I did concept designs on.
Concept designs
I made concept design of Enemy types, Main Character, different locomotives to use and some on armours and weapons.
I had to do research on what certain animals looked like, for example one of the animals I drew was a gorilla zombie, this would’ve been a tank form. The research for the concept pieces where very minimal as I only needed them as a basis on what they looked like, to create my own versions of them. I collected all these images and had them in a folder o look at when I needed reference to them.
Modelling
The Research for the modelling was more detailed then in concept. I first gathered plenty of reference images of what I am modelling. For the Steam locomotive I gathered plenty of similar steam locomotives from the UK to use a base and to get details I needed. After this I will gather information on the subject that could hold information that images wont. I gathered measurements on specific steam locomotive parts, and read/watched the functionality of some part, for example the Wheel Measurements or the valve gear functionality. Using these two methods I am able to get the most complete look at the item I am modelling without seeing it in person. For the mammoth I modelled I looked at plenty of reference images collected by me and Liam, and used a orthographic side and front view to model the shape around. Reading up about mammoths also helped with understanding what I am modelling. The Railway wagon I found Orthographic plans which means I was able to easily model it form those images. The photographs and images I gathered on the wagon would’ve helped with smaller details, and the correct colours used for texturing. As for the Mini gun, I looked at plenty of images, both from games and from real life. I watched plenty of videos to help me get an understanding on how it looks, and used video games that used miniguns, like Team Fortress 2, to complete my understanding on the weapon. This all helped with modelling the assets to look like the real-life basis.
Textures
for texture research I had to look at images on how buildings and vehicle materials looked, and how they interacted with the light, and environments. For Vehicles like cars, I had to look at how the aluminium body reflects light within the world, so making the metal look shiny was an important part of texturing. The research really helped with gathering how these materials looked, with the Trucks containers usually being dirty and rusty in real life, as an example. 
Buildings where mostly made of brick, so gathering images and examples of brick textures was needed, using the folder of images and examples I was able to create my own texture in Substance painter. 
I research a lot on the different materials used by steam locomotives, looking at plenty of different metal parts like, Steel, Copper, and brass. Wooden floors were used a lot on older designs like the one I based my locomotive on, and research allowed me to find out that many locomotives had wood, so gathering images in wood flooring within industrial vehicles was needed to get the texture right.
Reflection
During this project I used a lot of skills I had already learnt, as well as new skills I developed through the course of the project. I worked well in a team, and communication what I was doing, as well as communicating what textures looked the best on the assets I textured. Modelling the parts and machinery I was familiar with helped with creating realistic assets and knowing how to UV unwrap helped the team have properly textured assets within the game. I managed to get all research and concepts done on time, as well as during the later stages of development follow self-given plans and deadlines to finish my work on.
I could’ve improved on setting aside time to learn new skills like Sculpting, which would’ve help massively in creating assets like the mammoth, and communication and planning a lot sooner. If I had more time I would’ve learnt sculpting, or given more time into assets that needed it, like the mammoth. 
 During the early stages of the development there was not a straightforward plan, and no communication on following the cartoony theme or a direction. We all ended up doing our own things and there was no organisation skill shown, once we all realised this, development became a lot more streamlined, and we were all working well together, and communicating well, but we would’ve really worked a lot better if we figured this out sooner.
Another aspect I need to work on is time management and following the Gantt chart. This was a new concept to me, and I struggle following the self-given deadline in the early stages, mostly forgetting it was there, and not organising my time well. Later in development I pushed myself in following it more, and I was able to Finnish my assets on time. I didn’t manage my time well with some assets, and they came out a little rushed, if I had more time to work on the buildings for example, I would’ve added wood in the window frames. 
I think pushing myself to follow a Gantt chart and organising my time better will result in better quality assets, with modelling, textures, and animation, as well as give me enough time to learn new skills within each software I use, which will make the final product be in a much higher quality.
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