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Introduction

Cyberline, a single player, futuristic, cyberpunk themed, vehicle simulation game, created in Unreal Engine with animated transforming vehicles which hover and fly through the air.
The Player will race against the leaderboard of times and complete challenges.
The group discussed and agreed on a name for the game which is Cyberline.
It was an agreement between all group members to make this game.
The aim of this report is to detail the realisation and success of the game project, derived from criteria outlined by brief and the groups production plan, at the beginning of the term.
The reason why the group chose to make the game cyberline, is our joint love for futuristic racing games.

My participation in the Development in the Cyberline Group Project was ambitious, as I chose to take on many roles.

My original task list that i created before the development:

⦁	3D Character Design and Creation
⦁	3D Vehicle Design and Creation
⦁	User Interface Design
⦁	3D Model creation for the Game Environment
⦁	Map Design

The tasks which I completed from my pre planned task list:

⦁	3D Character Design and Creation (Model,Rig,Animation)
⦁	3D Vehicle Design and Creation
⦁	3D Model creation for the Game Environment
⦁	Various Unreal Engine Environment decoration
⦁          Artwork/Media for the game title (Logo,Gamecover,general literature e.g. control                           
            systems)

I feel that even though the tasks I chose to achieve were ambitious, I'm reasonably happy with my development work and contribution, especially during the difficult circumstances of a global pandemic.








Research Evaluation

My approach to research was a mixture of explorative research using the google search engine, where I would front load many sci fi themed art and designs for inspiration, as well as my using my own knowledge built up over the years of playing games and watching film/tv shows.

I have good knowledge and interest in racing games as it is a genre of games I regularly  play myself. This is knowledge I used in the development of this project.

I have a big interest and good knowledge of futuristic, sci-fi, cyberpunk style/genre films, games and general media, knowledge I brought into my development of the project.

This explorative research of the scifi genre for this project, has further improved my knowledge about the subject, and helped my development process through this project.

Game Design Theory

The theories of game design i have researched and incorporated into my development of the Cyberline project:

⦁ Scott Rogers Level Up! The Guide to Great Video Game Design 2nd Edition. (Rogers,     2014)
⦁ 3D Automotive Modeling. An Insider's Guide to 3D Car Modeling and Design for Games and Film.(Gahan, 2004)

I Used level up by scott rogers to learn how to improve & implement ideas, designs and better theory in the development for the project, which will lead to a better end product, as the development would adhere to professional methods from an expert on game theory, Scott Rogers.

"Conflict without combat”
■ Timer—Whether you have to race against time to find a hidden object, assemble a
puzzle, or drive a lap around a track, nothing gets the heart beating like a ticking clock.
Make sure your clock allows players just enough time to get the task done. Don’t force
your players to be perfect to the second because, odds are, they won’t be. I have quit
playing many a game because of a timer that didn’t give me a fair amount of time.
■ Speed—If you want to make things tenser, just make the game go faster. Tetris is the
king of racking up tension using speed. The further the player progresses, the faster
the pieces drop. This was a common trick back in the days of arcade games when the
code could make moves faster than the human player ever could. Go too fast, and it
feels unfair to players.

■ Limited space—If players can move only within a limited area, they will have to be
extra careful with their movements, making the tension rise. However, you must make
sure there is a little room for mistakes, even if players don’t realize it’s there.
■ Precision—Precision can create tension, and often players will mess up if they have to
be too precise. Rhythm games often use precision as a way to make players sweat."

"In a racing game make it visually easier and clearer for players to see the way to go on the course."
(Rogers, 2014, p. 302)

These are great ways of interjecting the much needed "conflict and tension" to keep players interested & entertained when playing cyberline, and keep them coming back to play it.

Other great quotes from level up that are relevant to the Cyberline Project:

"A third person camera improves visibility compared to first person."
(Rogers, 2014, p. 138)

"Many players enjoy playing games because they provide a challenge"
(Rouse III, 2004, p. 2)

I feel these quotes are relevant to the cyberline project as they are important things that were considered during my development of this project.

Technical Research

The technical research to learn new skills and techniques has been internet based.
The sources i used for technical research are:
· You tube (Flipped Normals, 3Dex, Unreal Engine, Ryan Laley to name a few)
· Pixologic website
· Unreal Engine Documentation

The reason I used these sources is because they are the most informative and up to date and relevant, with the current high level techniques and workflow for the industry standard software that is used in my development process.

This helps me to not only build and improve on already gained knowledge, but was beneficial for learning new techniques to improve my standard of development not only for Cyberline but for future projects, and employable skills in the gaming industry in the future.

My previous Knowledge helped me understand  better workflows for more efficiency and a higher standard of development.

I also spent a substantial amount of time researching & trying to improve the communication and connectivity of the group members by learning how to install and set up perforce and source control for unreal engine, since the current timing of a global pandemic has affected all aspects of group work and communication, this would be a way of improving the situation.

After spending a lot of time trying to figure out some issues I decided to not continue further on completing the source control connection with unreal, and manage my time better on more important things instead, the development of the project.
Contextual research

My particular favourites which helped my development:

Wipeout Series (Psygnosis, 1995)
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Nitronic Rush (Team Nitronic, 2011)[image: ]
[image: ]
Directional Arrows i created, which is inspired from games like Nitronic Rush.

A team member also introduced the group to a similar game to the Cyberline Project called Redout (34BigThings, 2016), which was also a good source for research and inspiration to aspire to.
[image: ][image: ]

Just one example of inspiration of track and barriers from Redout I created for Cyberline.

I have a big interest and good knowledge of futuristic, sci-fi, cyberpunk style/genre films, games and general media, knowledge I can bring into the project,  particularly my favourite being Fifth Element. (USA Columbia Pictures, 1997)
[image: ]
An example of inspiration of “Fifth Element” i used in the development of Cyberline.[image: ]A Zorg Futuristic building sign.
Researching other games and films which gave suitable inspiration & ideas for this group project and my own personal development included:
Film:

⦁	Fifth Element 1997 ( Columbia Pictures, 1997 )
⦁	Blade Runner 2049 ( Alcon Entertainment, 2017 )
⦁	Back To The Future Trilogy ( Universal Pictures, 1985-1990) 
⦁	TRON:Legacy ( Walt Disney Studios, 2010 )

Tv Shows:
⦁	Altered Carbon ( Netflix 2018 )
	The Expanse (Netflix 2015 )

Games:

⦁	Cloudpunk ( ION LANDS, 2020 )
⦁	F Zero GX ( Nintendo, 2003 )
⦁	Wipeout Series ( Sony Interactive Entertainment, 1995-2017)
⦁	Star Wars Episode 1: Racer ( LucasArts, 1999)
⦁	Extreme G3 (Acclaim Entertainment, 2001)
⦁	AeroGauge ( ASCII Entertainment, 1997)
⦁	Sonic & All-Stars Racing Transformed ( Sega, 2012 )

This is knowledge I used to relate to the development of this project.

Research Conclusion

As a result of the research I have done for this project, I feel it has been relevant and adequate and my produced work shows this.
The final decision on the final overall look, style, feel & gameplay of the prototype is a result of the research completed beforehand, you can see similarities in the research that I have brought into the Cyberline Project.
My ability to contextually research relevant material is high and has worked well to help me develop good ideas and designs for the Cyberline Project.
The research done in the first term, relates to the development this term.



Technique Evaluation

Production methods used:
Photoshop for visual art and designs mainly, as the first term of this year is geared towards planning, research and getting the visual style of the game right before 3d models were made.
I used Autodesk Maya, Zbrush, Substance Painter, Photoshop, Unreal Engine
Learning new techniques and improving my efficiency, workflow and overall standard of work.
These are industry standard pieces of software and the knowledge i've gained in them, are employable skills for my future.
After learning new techniques in Zbrush, I would tackle the UV work of clothing in Zbrush as it understands 3D meshes of clothing better than maya which is where I had most issues in my workload.
I thought I could UV better in Maya but had difficulty and ended up going back and having to redo the work in Zbrush, this is one change I would make next time and would save me time.
This also leaves something new to learn and improve for my skills in Maya for the future.

Identification & Suitability of Production Methods

Identifying different production methods relevant to the group project is an important process I have undertaken.
Learning new skills and improving quality and efficiency of production methods was not only useful for this group project, but is a great base to use and build on for future projects.
These skills and production methods also make me more employable in the future.

I feel I am using the right tools for the job, the software I'm using and still learning is game industry standard and can produce work for the project at a very high level.

I have not changed my approach from year 1, and I'm continuing with the same learning approach and techniques, as i know from good research of the game industry, and the products that it produces, that i'm using and learning the same industry standard techniques, which i enjoy, but also up to date and relevant.
I explored different production methods , and plan to improve my current skills with my chosen tools exponentially.

Development of Techniques & Skills

The techniques and skills I have learnt and used for the development help me understand very important workflows and skills needed for game development.
The main workflow of techniques and skills i have learnt and built on for this project are as follows:

3D Character workflow:
>Designing & Creating a 3D character with Zbrush
>UV texturing a character and clothing items in zbrush and maya
>retopologizing in zbrush for optimisation for unreal engine
>Rigging and skinning the complete character in maya
>Character Animation in Maya
>texturing the character and clothing items in substance painter

Various 3D objects for the game environment:
>Creating 3d models in maya
>UV texturing them in maya
>Exporting them to zbrush for final touches
>Exporting into substance painter for texturing
>Importing and testing in Unreal Engine.
Overall Quality of Work Produced

I feel the overall quality of the work that I have produced is of a high level, which inturn makes other group members work easier if they need to use my created work and in turn making the overall quality of the finished group project a high standard.
I am satisfied with the quality of the work produced at this stage of the project.
I feel that the impact of the current global pandemic has made the project more difficult and has and will continue to affect the quality of the work and overall project.
Despite this, I still feel the work is of a high, professional standard.

Technique Conclusion

The techniques i have learned and used this year and for this production, makes me feel comfortable and happy that i'm going in the right direction, learning the right techniques and skills for good development and obtaining employable skills.
I think I am becoming a good all round developer as I have pushed myself to learn various different software packages, which allows me to produce great work and be more adaptable and sought after as a developer.

Development Evaluation

My specific roles for this project are strongly on the visual art side and 3D modelling.
This is work I enjoy and feel I effectively planned through the design process to produce a high standard of work, which will in turn produce a high standard project/product.

After Evaluating my development for this project, I feel the work I have produced is of a high standard and is a great base for building on to get to a high industry standard.
After Evaluating the group project as a whole and other team members' work and efforts, I feel we have achieved our set goals and the criteria of the brief that was set for us, and all our skills have improved and produced a satisfactory level of production for a game prototype.

Creativity

I feel I always push myself, and feel I am very creative and ambitious, while also importantly learning about project scope as my creativity and ambition of ideas can sometimes be too large, leading to other problems like time constraints and a lower quality of work.
I am happy with the chosen project, but also know from experience and research that the game that we have decided to develop, generally is not a genre of game that is very popular and highly successful.
Also creating 3d models that transform with animations is high level work and could cause some issues or bugs and difficulties later down the line of development, but it's a skill i want to learn and a risk i'm willing to take for the project.

I feel I am a creative developer, and the work I have produced for this group project Cyberline backs this up.


Relevance to the brief

The Brief asked us to: 
The aim of this report is to detail the realisation and success of the game project, derived from criteria outlined by brief and the groups production plan, at the beginning of the term.

I feel I personally have achieved good quality work relevant to the brief and the group has produced a good standard project.

Contribution within a group (group projects)

The contribution with other group members shows in the finished project, the communication with other group members assigned tasks integrated with my tasks were as follows:
By using A group Shared Google Drive, it allowed the group to communicate and integrate ideas and designs with each other easily, allowing all group members to easily contribute to the group project.
Communicating with group member Gabby, taking her clothing designs and implementing them onto my character creation.
Communicating with group member Ewan, giving Ewan the finished modelled, textured and rigged character to allow him to pose/position the character on to his work, the vehicle he created for the group project.game mechanics tasks, i was able to create models for the game, upload to the google drive for him to implement into the main unreal engine build he had created that all group members were developing and adding to.
Also Sam uploaded the game build to google drive for me and other group members to take turns and communicate an allocated day for when each group member wanted to implement any work they had created to self implement into the Unreal Engine main build.
Considering the global pandemic affecting the group project and communication, nearly all group members attended every group meeting and communicated well.

Iterative Design Practice

"The best way to build your game is incrementally" (Rouse III, 2004 p. 286)

Using an Iterative Design practice, where the group shared a Google drive storage, proved to be a safe, reliable, efficient way to work on our group project.

Time Management

I created my own project development plan using a word document.
Since we had difficulty setting up source control for remote working for the unreal project, i suggested and decided with the group to abandon it for now and instead, each person should be allocated a day in the week to add their work to the unreal group project, using google drive cloud backup storage to backup and update a build of the game.
risk assessment = data loss - how we prevented this problem - google drive cloud storage.
All these options thought about and taken have improved time management and productivity not just for myself but for the group members too.
I kept on track with: meetings, tasks and goals set.

Project Scope & Delivery

I feel that the groups Scope of the project was achievable in the time we had for planning and development and the delivery of our prototype on time, proves this and how capable we are as a group.

Development Conclusion

My development process so far has been successful, I feel now that I have some high level experience and knowledge, and I was able to use it and plan to foresee any future problems that may occur throughout the project, saving time and producing a high standard of work.
The only thing i wish i had known previously is more knowledge in blender and using its all in one package, more efficient workflow, this is something to possibly work in in the future.
I feel there is a clear relationship between theories and practice in my development process, and used good sources and knowledge to develop a high quality, successful project.

As a group member taking on a lot of the design capacity in the team, I have evolved ideas from the original planning stage to now with an iterative design practice.
3D model design for the environment went well.
3D Character design went well.
Learning to make 3d clothing went well, but the UV work was the most difficult, and had issues, but overcame them by perseverance and learning new UV skills in Zbrush.
The General Media Art I have created was fun and turned out well.
I feel the group delivered the game that we set out to make.





What i liked in my development:
The quality of my character and clothing models.


What i liked in the groups development:
I liked the creativity of the other group members, especially ewans vehicle animations.

What i didn't like in my development
I did not like the Finished design of my 3D Characters shoes I sculpted, more work is needed here to improve in this area.

What i didn't like in the groups development
I did not like the lack of communication and absence of some of the group members.

What you could improve and why
I feel I could improve the quality of my texturing to a higher standard in substance painter.
Also improving & getting a better understanding of baking high detail mesh onto low detail mesh for maximum performance for 3D objects for games.

Overall, I feel what i have personally achieved in the development of the Cyberline project is of a high standard and happy with the quality of my work and contribution, especially since this whole year has been difficult with a global pandemic and lockdown, keeping the drive to work and contribute to the project in tougher, restricting circumstances.
But even with this said, I really enjoy game development and 3D modelling and has helped me get through this long lockdown period and restrictions, and the group has produced a fun game.
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