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Our project regards making a survival horror game that lasts for no longer than seven minutes. I was working by myself for the first few weeks of the semester but realised later I wouldn’t be able to produce a working model of my game by myself so decided to join another group so I would have the chance to at least contribute something to the process of making a game. In retrospect, I could have looked at tutorials online on how to use Unreal Engine and Maya, but I thought I would be taught in lesson, so I held off until unfortunately it was too late.
The planning for my first game I was working on went well, I even managed to finish the entire game design document for it within two nights. I feel like this game could have been good if I had decided earlier on to look at how I could use Unreal to make it. I only would have had to model a few shelves to implement into the game for the demo/whitebox of it. I would have liked to design some posters as faux advertisements to put on the walls of the store but I think that I’ll be using this idea in a future project as I’m fond of the idea and like the thought of a game like it.
I was excited when I joined another group as they had an interesting idea that I was invested in and was excited to see how it would go. One of my teammates suggested the addition of cutscenes in the game as it was still in the planning stage at the point I had joined, so I discussed with them about how many there should be, how long they should be and when they should begin. We decided that there should be two, one to start the game and one to end it. I was also to write about the style of the game in the game design document which I feel I did well describing in my own words, but in hindsight I should have referenced different things I used as inspiration such as steampunk aesthetics and Doctor Who.
Working with a group was much more difficult than I expected it to be, considering I was first working by myself. We had a group chat made specifically to ask each other for support with the different parts of the game we were working on. Communication wasn’t great between me and my group as I could only give input and opinion if other people asked, and whenever I would ask anything, I often wouldn’t even get a response. We also all met up one night to work on the production diary together and make sure each of our timelines were correct and made sense together. I feel like the communication between us could have been a lot better as I found that I often felt like I didn’t know what I had to do for my parts as whenever I would suggest something it would either be ignored or I would be told not to suggest any new things that the game could have.
I was to help with the texturing also, which is something I’ve never done before. One of my teammates was quite educated in using FireAlpaca to create and add textures to different models. It was interesting to learn more about it, but I still feel like I wouldn’t be able to do it by myself without guidance from someone or a tutorial online. I prefer to work on paper or on Photoshop, doing background graphics or designing characters so doing texturing for models on FireAlpaca was a big step outside of my comfort zone, but I believe I have benefitted from it.
