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The aim of this project is to create a game experience, which will include basic gameplay, environments and characters. For the creation of this project all group members will work towards achieve this goal by keep up a production plan schedule, good communication and team work.
[bookmark: _Toc500868658]Project Planning
In order to create a project plan, the individual roles have been discussed. After that, based on the outcome the group started creation of the project plan.
The team have decided to use Gantt chart created in Google Sheets. The Gantt chart then should be uploaded on the project google drive where everyone can easily access it. The project plan have been divided into five tasks which are: Research, Pre-Production, Production, Post-Production and Demonstrations.
In order to create group project plan, each of the team members have produced their own individual Gantt charts which contain their tasks planned weekly. These charts have been compared and discussed between team members and set into one group project plan.
Based on the roles given to each team members, the plan for research stage have been created. The plan didn’t include any research on the main character as the character have been done during the summer break.
Team Roles - Research
· Martyna- Camera View (1st Person), Art Style, Level Design, Environment Design
· Summer- Special Effects(Particles), NPC Characters, Weapons, Control System/UI
· Alex-  Camera View (3rd Person), NPC Characters, , Animation,
· Daniel- Animation, Control System/UI, Hazards(Traps), Special Effects (Particles)
During this time the group made required research which could help later in the game development. All the research files have been uploaded on the google drive where everyone could access it.

Pre-production stage tasks have been discussed and set to each group member. The tasks were set based on the members’ roles and on the research done in the previous project stage.
Team Roles – Pre-Production
· Martyna – Level Design, Whiteboxing, Environment Design, Character textures second version
· Summer – Weapon Designs, Tools and Assets Designs, Special Effects designs (Weapons), UI design
· Alex – NPC designs, Animation designs, NPC Orthographics, 
· Daniel – Hazards designs, Control scheme layout, Special Effects designs (Hazards), UI Menu design, Visual Scripts,

In production stage the team’s goal was to finish all the characters, environments and level design. All the work was uploaded on the google drive to allow each team member to access and use them.

Team Roles – Production
· Martyna –  Environment assets and textures creation, creation of textures for second version of the main character,
· Summer –  Weapons assets and textures creation, Enemies assets and textures creation, UI creation, Tools assets and textures creation, 
· Alex –  NPC and character rigging, NPC and character animation,
· Daniel – Hazards assets and textures creation, Gameplay mechanics, 
At the end of production, the team was ready to present modelled, textured and rigged game character with two versions of textures, few modelled and textured environment’s assets, weapons, obstacles and modelled, textured and rigged NPC characters. The group also managed to finish whiteboxing, together with basic gameplay mechanics such as character controls, unlocking the door, platforms and moving enemies.

In Post-Production each team member had to upload their work to Unreal Engine and make sure the project is ready to be presented.

For demonstration week the team decided to present the project on one USB stick, however every team member had to prepare their work on their individual USB stick too, in case the group one will be damaged or lost.

Besides the tasks included in the project plan, every group member had several tasks that had to be performed in order to assure the artefact creation. The work that have been done had to be uploaded on the google drive to prevent lose and delay the project. Every group member had to discuss any changes to the project with the whole group before implementing them to the project, such as new mechanics or level structure.

[bookmark: _Toc500868659]Character Creation
Research
In order to create the character, it was necessary to research woman’s anatomy. For this research different types of woman’s body pictures were used – such as picture of real person, face profiles, hands, face, picture of woman’s muscles - together with the videos showing process of the female body sculpting.
Art Style have been researched before sculpting.
Character Sculpting
The character have ben sculpted in Zbrush. In order to do this, the old ortographics have been updated showing new character’s concept. All the information, pictures and videos from research have been used during sculpting the character. The character’s body was sculpted as only one part, the only one separate parts were the hair and eyes. The reason for doing this was that the character was planned to have only one texture set which will cover its body. The eyes were created separately to make eye controls when the character will be rigged, same as hair.
The work during sculpting have been saved regularly to make sure that there is always a backup and for future presenting stages of creating the character.
Overall outcome in polygons amount for the High Poly Character version is as follow:
· Verts 2214825
· Edges 3976180
· Faces 19996936
· Tris 3958424
Character Retopology and UV
The character retopology have been created in Maya. After that, character’s UVs have been created to prepare it for texturing.
Overall outcome in polygons amount for the Low Poly Character version before triangulate is as follows:
· Verts 3353
· Edges 6715
· Faces 3368
· Tris 3845
Overall Outcome in polygons amount for the Low Poly Character version after triangulate is as follows:
· Verts 3994
· Edges 11924
· Faces 7936
· Tris 7936
Character Texturing
The character textures have been created in Substance Painter, including maps for: BaseColour, Emissive, Metallic, Normal, Roughness and AmbientOcclusion. However, because of the changes to the project it was necessary to create second set of textures showing the cyborg body of the character. Needed research for this task have been done, such as how the female robotic body looks.
Character Rigging
In order to prepare the character for rigging, the skeleton have been made, additionally with the eyes controls.
Problems Found
During character creation process the problems that have been found are as follows:
· Eyes controls – the eyes were imported as one object, however this made it harder to make eyes controls. The problem has been fixed by making each eyes as a separate object.
· High Poly model baking –  after the low poly model have been baked in substance painter in order to prepare it for texturing, some of the hair’s details appeared on the character’s face. The problem has been fixed by painting on top of it, making the hair bangs a little bit longer.
New character compared to the old version
Compared to the previous version of the character, the new one has much better optimisation as it has much less polygons.
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Research
In order to create the environment assets, the necessary research have been made. The research included art style and examples of different games with similar theme.
Environment Assets Creation
Before the assets were made, the concepts including colour schemes have been produced. After that, the assets have been created using Maya, using the concepts as references. The assets were scaled to the character model to make sure they will fit together with the character, especially that the character will use them, such as platforms which couldn’t be too small. To prepare the assets for texturing, UVs have been created straight after creating them.
Environment Assets Texturing
The assets’ textures have been created using Substance Painter and Substance Designer. The textures including maps as follows: Base Colour, Roughness, Metallic, Normal, Emissive and Opacity.
Environment Assets uploading to UE4 and testing
The assets have been uploaded into Unreal Engine, into a separate project and tested if they work correctly.
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Research
In order to create game level, the necessary research have been made. The research included basic information on the level design, players types, what the level design should include and how the maps are created.
Level Creation
After research, the level creation has been started with sketches of different maps, how the level structure will look like, what stages the level will contain, enemies, obstacles and collectibles. Besides the sketches, physical prototyping has been used. In the final outcome, the level has been divided into 3 parts which are as follows: tutorial stage, middle stage and ending stage. The final digital designs of the level structure have been created, together with illustrations showing how the mechanics in specific rooms in the level will work.
Whiteboxing
Whiteboxing project have been made using Unreal Engine based on the final level designs. Whiteboxing has been made to test how the level design work, what changes needs to be made and to allow the team to test the game in early stage.
Level Testing
The level has been tested inside the group, and with people outside the group as well. The notes from every testing session has been taken and used to improve the level.


Problems Found
· Lighting (Whiteboxing) – some of the rooms were very dark due to wrong lighting. The problem was fixed by allow the light goes through the ceilings.
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To communicate outside the class, the group have used Facebook Group Chat. This form of communication has been used as everyone could access it every day. Another reason is that this type of communication allows to quickly send pictures or any other files, which helped the team to discuss any problems found, changes or simply show what have been done.
Beyond the Facebook Group Chat, the group also set team meetings, in order to check out the progress of the project and discuss any important changes or future plans to the project. The group meetings have been recorded in a word document, including what have been discussed during this time.
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Every group member had to create their own folder and upload the work on group google drive. This prevented the files to be lost what could delay the project, or make it impossible to finish on time. Beyond the google drive, each team member was responsible to keep their work on another backup, such as USB stick, PC or laptop.

Possible Future Work
In the further game development, the team is planning to complete first level – All mechanics, environments character and NPCS – and be ready to present the completed game experience for the audience.
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At the end of the time given for this project the team is able to present the artefact which contain basic gameplay mechanics, modelled, textured and rigged character and NPCs, and also examples of the environment assets that will be used in the game which shows the art target.
The mechanics created shows how the gameplay will look like. This can give a sort of feeling of the game for the people who will play and test the game at this stage. The mechanics included in the level allows the player to move through the level (character controls), unlocking the door by pressing some objects or finding keys, unlocking the platforms, teleporting to other rooms and see how the enemies will move.
The group communicated well, discussed all the project progress and its changes. The meetings have been organised, however most of them took place on Facebook group chat.
Proper backups have been made on the google drive and everyone is able to present their work on the demonstration week.
The individual project production Gantt charts were updated weekly, and any changes or delays have been discussed, however the final group Gantt Chart haven’t been uploaded every week and the group focused mostly on their individual project plans.
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