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Introduction

Me and my group were set out a task by our lecturer to create a ‘Survival Horror’ game that can be played all the way through in 7 minutes. We used the Unreal Engine 4 to create this game, and after the few starting weeks of production, we decided to name our game “Caution: 1989”.

My personal role was getting a grasp of the Unreal Engine and using that as my primary piece of software during the production of this game. Prior to this project, I had no knowledge of any software required for game creation, after a brief interaction with the software, I decided that pursuing the path of Unreal Engine was preferable to me.

Research Evaluation

Due to having not much prior experience with either the engine or the era our game is set in, a lot of research was required for me fully understand what type of project we were attempting to create. Many different forms of sources of inspiration were shared between out group, being videos or pictures, this was to ensure we all had a similar idea of our project. Before building the block out of the level in the engine, explorative research was carried out to give myself a base understanding of the visual style of the building’s exterior and interior of the soviet era in 1989.
With research on the engine, some explorative research was carried out beforehand, but the research style slowly progressed to more dynamic as most of my engine research was done when I needed that piece of knowledge.

Contextual Research

The second half of the project contained little to no contextual research, but the beginning of the production contained many different pictures and sometimes videos. These were mostly official pictures and videos from before and after the disaster of Chernobyl, this information was critical for us to understand what the atmosphere of our project will be. The other sources of information were interior pictures of the nuclear power plant and seeing how the incident affected the interior of the building.

Game Research

There were many games that I took feedback from to learn how to make good horror mechanics, I used Amnesia: The Dark Descent and Penumbra series of games for these. 
However, a new at the time game released in early access called Chernobylite - from looking at the material it offered such as advertising a 3D scanned environment of the Chernobyl area, I assumed that it would help a lot with the visual style of the game, so I purchased it. This game did provide good assistance for me and it allowed me to create a nice interior and exterior that suited our game’s style.

Research Conclusion

For my first project, I would actually say that my research methods were sufficient and I feel like we have created a game that follows our initial idea. If I had to improve my idea, I would say more research with other games is necessary, I feel like I have learnt the importance of following successful horror games and seeing what they have done well to imitate and extract that information and apply it to any future projects.

Technique Evaluation

This was my first ever experience with Unreal Engine so I did not have any techniques for learning this software. I took an approach to learn the fundamentals of the software prior to any usage, but prioritised using the software and learning via experience and finding information I needed when I needed it. 




Overall Quality of Work Produced

Overall, I would state that I am very proud of the quality of the work I produced. A lot of effort and time was included into my side of the project, and considering that I had zero prior knowledge of this game style and the Unreal Engine, I am proud of the information and skills I have gathered over the weeks of production.
I am unsure if this game would be classified as a professional level, as this is my first experience with creating games and more time will be needed to expand on my skills.
It was difficult to put in all my ideas for the game within the seven-minute time slot that the lecturer had previously set us, so I had to cut out some events that I wanted to include, regardless to this, I am still happy with the quality of my personal work and the collective work the group has accomplished. 

Relevance to the Brief

When creating our project, we decided that sticking the given brief was a smart idea as all of our group members can reference it if any of us were stuck or helpless, it could help redirect their focus back to the intended path.

Contribution within a group

Me and my team members created a good bond really fast, so we used this to our advantage - our good bond created a quick level of confidence that made us comfortably share our ideas and critiques with each other at any time without any negativity or pessimism.
We had all our team meetings in short notice as we were all fairly active on the Discord platform, so using that was the easiest to share our ideas and files, etc. My team were fairly productive and I could not fault their work ethic and motivation towards our project. I tried to be useful and keep a positive mental attitude during our work time, and I think I successfully achieved this - as I personally think that keeping a good morale is key to good productivity.

Time Management 

I can confidently say that my time management skills were sufficient, but it can be improved. A lot of uncounted hours were spent just on research and making test projects in the Unreal Engine for me to learn the skills required to create the main project, I understand that allocating time for learning new skills is important - but too much time was allocated towards this in my opinion. I would improve my own time management skills by learning more useful and refined skills for the mechanics I plan to use for future projects.


Development Conclusion

I would state that the development process was quite successful with very little issues that appeared during the process. One aspect I would change is how late we discussed what mechanics we wanted to include in the game, I wouldn’t necessarily say that the time we discussed it was too late - it was just not early enough for me to gather enough research and experience for it to be implemented into the final game, in the end this served to be no problem, but it did cause me to feel a bit overwhelmed during the development.

Analysis

Contextualising your work within a wider theoretical practise

During the production of my work, I can say that I did not conform to any established practises about game design, player psychology or other examples. The game’s flow was based off our group’s opinions and intuitions, thinking in hindsight, this could’ve been a huge downside to our project as people’s opinions on games are much different compared to ours. 
In any future projects, I would definitely do research about some established game theories to improve the project in any way, a theory I should have used is adding coloured coded clues within the level to help direct the player on where the next direction to go lays - this theory would’ve worked perfectly with our game but we ran out of time to implement this efficiently so we adopted another method of leaving paper notes around that tell the player the new direction to head.

Critique of the work you have produced

During the whole production of the project, there were many differentiations of game saves, each improving or adding mechanics or map changes - I decided that following my opinions about how the map looked was a sufficient way to justify changes in the map layout and game mechanic changes, in hindsight, maybe this method was a shortcoming and examples should have been shown to fellow peers, to receive input from a wider diversity of people.
[bookmark: _GoBack]Early playthroughs of the game’s base stages were constantly played to ensure that after every small or larger update, it would still flow in our intended way. This was also done to ensure that the game was working correctly at every stage.


Critique of your own practise (and action taken)

As I’ve previously mentioned, at the beginning of this project I had no experience with this genre of game, this art style or the Unreal Engine - and throughout this production, there have been different phases where I felt overwhelmed or stuck, however I do pride myself in thinking that I usually try very hard to get myself back on the right track again. I used many resources to help me overcome these issues, from Google searches, to videos and even asking peers with Unreal Engine experience. 
The many problems and difficulties I had during this project were overcome and are now considered lessons and experience that I can take into future projects that feature the same problems that I overcame during this assignment.

For my first group project, I can say that it was a pretty confident success. My teammates were always open to any suggestions and changes to their plans and were very flexible with work assistance. Their jobs of modelling and texturing assets using Maya and Substance Painter respectively for me to import and use in-engine were completed relatively quickly with good quality, a few of the harder and more important assets I requested were unfortunately handed to me later than asked and therefore created a busy few days trying to import these all successfully and place them into the correct context for the map. This shortcoming was overcome but if I could request any change to the team’s production, it would be to ensure that all the assets arrive on time - other than that, I am overall very happy with the production process of this project. 








