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Introduction 

This is a reflective document discussing the first semester of the final years major project work that the team ‘The Untold Labyrinth’ has created along with personal contribution. The document will discuss both pros and cons of the 12 week process and also will mention the future plans moving along too semester 2.









































Abstract.

The team’s idea for a game became quite a long discussed idea, There were many different style and genres that the team wanted to explore. But the game that was decided upon was a first person puzzle game that would use the mechanic of switching between dimensions in order to proceed through the game.









































Initial Stages ( Weeks 1-4)

Once the team was created there was no hesitation too meet and discuss possible ideas that could become very good game experiences. As the team’s strengths were known before the team even being created it was fortunate that each member had a history in working in the specific areas of design. 

The roles were as followed 

Connor – Concept and Texture artist 
Ben – Engine 
Nathan – Modelling 
Chantelle – Animation

As these skills were known there was no doubt that the process of creating the game would need any extra roles given too individual members. Having said this sub roles were distributed as a result of the risk assessment documentation created. 

As the first week followed the idea for the game was always going to stay as a puzzler the team needed to decide on the environment that would be used. The first idea was that the game would be in a tower and the objective was to complete puzzles on each floor in order to gain access to the top layer of the tower which would include puzzles and a boss fight. 
The boss fight was going to be a crash bandicoot esc enemy in the centre of a circle and the player must complete puzzles in order to damage the enemy.  As the team didn’t really think of many different options at this point we decided to start creating concepts for the environment. 

Mid way through week 2 feedback from both lectures and member of the team the idea was solid although lacked any mechanic being used within the game. As a result of this and further discussion the team decided to scrap the idea of the tower climbing puzzler. 

As weeks 3-4 commenced the team were behind on the idea. As a whole the group knew exactly where we should have been. At the beginning of week 3 the team should have been moving on too more productive elements of the design process such as white boxing and beginning engine work. But as the idea was still not rock solid, time was ticking and the team needed to get together and finalize the whole idea.

During week 3 the team met outside of university hours for around 3-5 hours to discuss the project and where exactly we are compared too where we should be. This type of meetings were made constant as the team found that they were really useful too the conventional meetings every so often.

Finally at the end of week 3 the full idea for the game experience was complete. The idea was as follows.


The Untold Labrynth:

This game would have the player who is seemed to be exploring a tomb of sorts in order to find the secret artefact rumoured to be kept there safe from public view. The protagonist finds this artefact and finds its power of being able too switch between dimensions in order to gain strength and all around power. The only downfall is because the protagonist isn’t aware of the power, They only have a short time to be able to use the second dimension otherwise the darkness of the second dimension consumes the player. Because of the artefact being removed the whole tomb goes on lockdown with guards patrolling the environment in order too catch the thief. As there is next too no way out for the protagonist, They must use the second dimension to find routes out too safety while solving puzzles along the way to help aid the escape.      



Weeks 5-11 

Finally the idea for the game was completed so more practical work could start to be distributed. The distribution as mention before was quite smooth for the team. Every member was strong in the given area so this part of the project was not problem.

When it came to the process of texturing time would be needed in order to wait for models to be made. During this time, continuous concept art and colour concepts where created until the first lot of models were created. 
The team knew that as a result of previous modules and the different tasks we each have individually done, Documentation would be a key element in order to reference. The documentation included.

· Risk assessment
· Asset list (Ranked in order of importance)
· Quality Criteria 
· Animation list 
· Brief Story Background   


Week 6-7 

Week 6 was the beginning of the texturing. The first lot of assets that include a table, vase and a doorframe where created ready to implement throughout the game. During the time of creating these, the team where still undecided on how the final art target would be demonstrated. As the final piece for our team would realistically need to show both dimensions with the different variations of asset. Because of this there was an instant need to create a second variation of the assets that where originally created for the first dimension. 

The changes that needed to be made for the second-dimension assets were not as drastic as originally thought they would need to be. There were some extrusions too the base of the asset and then some sharper shapes added onto the asset to make it fit the concepts of the second dimension.

The original assets were placed in the first room and the team agreed to use this as the art target. 	The player would be able to walk around in the environment and look close at the assets to see the detail. 
The very beginning of the texture process was getting finished in substance painter 2017, but as a result of discussion with lectures and fortunate timing, the university had the licences for substance painter one. This was a slight bump in the road whether it was worth starting the texturing again in order to create higher quality pieces or keep the assets exactly as they are and just start any newer assets in the newer version of substance painter. 
As the texture artist, there was no doubt that the older assets could have been done within a time scale that wouldn’t drastically effect the whole groups timeline. So with discussion and reflection on the weeks targets the assets where re-painted using substance painter one and in turn turned out to be much more detailed and good looking asset.

Once the original substance painting was completed on the first dimensions assets, it took less time to create the second dimensions assets as the only thing I would have to change is some slight detail changes where the asset changed its shape. This was the case because the lighting would be the main source of effectiveness to make the asset look completely different. 

Between week 8-9 the assets for the art target room were complete. This included 

2x Door frame 
2x Vase
2x Wall Variation 
2x Floor Variation 
2x Table  

The only thing within the first room that didn’t have a model or even a concept done was the main artefact that would be used by the protagonist. The reason for this beging that the arm proxy was not fully finished and the team agreed until the arms where in engine and working fully, the artefact wouldn’t need to be thought about. Based on planning this will be one of the first things that is completed at the start of semester 2.

The Process of texturing.

As the texturing process was high on the priority list for the art target, as the texture there was need to make sure that there was plenty of references and research completed in order to use when creating the textures. One thing that was found to be useful was the roughness of some of the images found and taken by the team when visiting the Egyptian museum. Although some items where old there was still remains of the high quality texture of the items. What was found when looking at this that things like pottery and vases where never perfect. There were always rough textures and chipped away pieces that would be covered either with paint or fabric. When texturing the assets this was highly taken into consideration as the team thought it would give a better feeling for the environment. Not only this as the game was completely first person of the player would happen to look up close with these assets they could see that they would be as detailed as real life assets.

One tool that was used heavily in texturing a large majority of the assets was the Smart Material tool as in the newer version of substance painter there was a ‘Bone’ Colour that was used that looked exactly like a sand stone colour. This was used as a base colour for the majority of the assets as it was easier to paint on that compared to the plain asset.

Texturing as a whole for the first dimension was fairly straight forward, The designs used on the walls will have different variation in order too keep the game from seeing repetitive with textures.

Texturing the second dimension assets also had the help of the particle tool. As there would need to be some sort of illusion where the work would seem infected and darker. There was a few different particle effects that could be used with a normal texture colour and then painted and it would naturally react the way that the particle would. This really helped with creating a more accurate effect for the second dimension. The world genuinely looked dark and sinister and truly not safe which was the plan from the start of this idea. This technique was used on all the assets but more than others. The walls, Floor and Ceiling had much of this effect where as the assets had significantly less as the team didn’t want there to be an overall of this effect as it would take away from the original textures.
This effect really gave the second dimension the feeling that was being aimed for. The good thing was that the team instantly liked the idea and there was no discussion around changing it. This gave myself and the team a lot more confidence considering the position we where in being behind a few weeks. As this was the case The art target would not need to be rushed but to be worked on as quick as possible keeping the quality as high as possible. The art target was finished ready for demonstration around 2 weeks after planning.      


Weeks 9-10 

These last few weeks where dedicated purely on the look and feel of the art target and the executable of the puzzles to date. As another job was to ensure that the lighting of the environment was perfect for both dimensions this was an important job that took around a whole week to perfect and complete. 

A few problems that where encountered was the second dimension was very dark and unplayable from the protagonists prospective. A meeting was organised with the team too discuss this and talk about the colour scheme that would need to be used. The original concepts had hints of purple within them sparking the idea to try a dark-ish purple and play around with the intensity of it.

There was plenty of back and forth testing tweaking settings every so slightly each time. Each time documentations would be written explaining the look and feel of the environment. Finally, at the end of week 9 there was finally a break through using a mixture of blue, red, pink and black within the lighting sources to create the colour scheme of the second dimension. This killed two birds with 1 stone as the textures took well to the colour scheme to the point it really gave an eerie feel too the environment. 
One of the other main priorities moving into the second semester would be too introduce sound effects too the environments. The idea behind this is having some sort of music for both dimensions but also sound effects to create a more lifelike feeling for the player. For example. The second dimension will have whispers and people talking in the background. This will be like a generic horror setting but without the scariness. Although the game isn’t set for a younger audience, we still want the players to feel completely in control of the situations in front of them. So, because of this there won’t be anything such as jump scares too surprise the player.   
   

Problems accrued in week 10.

Week 10 was one of the final weeks in which the team as a whole planned too have everything finished. One of the most important parts was to have a presentation ready for demonstration, but upon further knowledge the team found out that the actual ‘Presentation day’ was not like previous. It would be a process of gathering all work from the first week to the final bit of work. The lecturers would then ask us individually what work we have individually contributed to the project. Because of this the team each in their own time uploaded files containing the work they have done too a google drive file.
The team quickly realised that each member had a gaant chart but had completely forgotten too to amend a team gaant chart. This would obviously be a big problem and we couldn’t find a way of fixing this so this would be something the team would need to drastically change going forward into semester 2. 

Throughout the course of the first semester the team kept a weekly recording diary informing people who may watch it what tasks were to be completed and have been completed in the previous weeks. These videos came in handy too see exactly where the team had been in previous weeks and also could have helped with amending gaant charts.
With the video, they were very brief but always concentrated on the key elements of the week, one of the most important was giving personal feedback to our own work. This could then be used to compare and contrast previous semesters work and hopefully prove that there has been a constant growth in the team’s workflow, quality of work and the overall project completion. 



Project Presentation.     

The presentation itself on a personal standpoint went well, the information that the team explained about the process of the workflow was standard. When the game was being play tested, there was an unfortunate moment of a bug in which the player would be reset too the start room but not able to proceed. This had never happened prior to this day so it was a typical case of karma for not having the game play tested throughout its creation. The team was frustrated at this point and had no idea how to fix the problem. 
Once the presentation was finished and we had some brief feedback we gathered afterwards to discuss the problems we accrued and if there was anything that could have fixed them.    


Moving forward.

As a result of the feedback given and the progress the team had made in the later stages of the project we are fully aware on the priorities going into semester 2. Re-visiting the documentation would be the first and realistically most important aspect of the project to start. A new gaant chart would need to be created ready for the team to follow. 
With the 11 week period, there will need to be a lot of discussion around possible cutting elements from the game. Some of our planned aspects of the game such as the scarab and possibly one puzzle room would need to be re-evaluated and possible made into a wish list. This being the team would rather have much more higher quality assets and key characters rather than trying to force and possibly rush the quality of the pieces. With there will be no doubt that the second semester will be just as challenging and busy but myself and the team are without a doubt ready to complete this gaming experience. 

The second semester will have us think more about the animations that will be used, this will also be the time in which much more visuals will be worked on. 
Tasks for myself would be to explore particle effects within engine too see about particles for torches. Along with this there will need to be concertation towards playtesting. The aim is to have a group to playtest every week. As the team plans to have something new finished every week regarding puzzles the players will have new rooms and mechanics too use in order to complete the puzzles. The absolute main priority when returning among these is too insure the planning and reality of the game is still on track on not going to be tricky for the team too finish.  
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