Self-Reflective Analysis

[bookmark: _GoBack]In a group consisting of me and my fellow classmates, Maddie, Joanna, and Oscar, we worked together to create a survival horror game. We were given this task by our lecturer with the specification that it would need to a game that would last 7 minutes, be a horror game, and that the player would be required to die at the end. During this assignment I took it upon myself to be the lead programmer of the game, modeler, and texture maker for the project while making sure to take in feedback from the rest of the team.
I did not require much research when it came to a lot of aspects of the project, such as creating models and textures as I already had an extensive knowledge of using blender from using it for a variety of personal projects throughout the years and I already had knowledge with using Unreal Engine 4 such as importing assets along with basic blueprinting due to already having experience with using the engine from previously using it for units related to game development during my previous college course but I did need occasional assistance and when I did I would refer to mostly YouTube videos as I learn best through being taught something visually. The fact that I already had knowledge on how to model with Blender, how to texture 3D models in Blender, and already having some knowledge in Unreal Engine 4 made me ideal to take on those respective aspects as it would give the rest of the team more time to flesh out the concepts and ideas and to do their tasks.
I feel that the research that I did have to carry out was fairly successful and I feel that I learnt a variety of new knowledge with using Unreal Engine 4, such as how collisions work, that will aid me next time I am given a task that involves the use of the engine.
For producing the models, I decided to use Blender. While I could have used other 3D modelling software on the market, such as Maya or 3DS Max, I decided that Blender would be ideal for me to use as I already had knowledge with the program having used it since early 2016 which would allow me to save time on production by eliminating the need to learn a new program. Likewise, I decided to use the free drawing software FireAlpaca to draw the textures after unwrapping them in Blender as I had been using it since early 2016 before dropping it for Clip Studio Paint earlier this year but the reason I didn’t go with Clip Studio Paint or something like Photoshop is due to the fact that FireAlpaca is free and runs on both Windows and Macs which meant that it was ideal for collaboration, such as when I was getting feedback on the textures from the others in the group.
While the models could certainly be better and I do not feel that it is my best work, I feel that it was satisfactory given the amount of time that we were given to work on the project along with the fact that I also had to program the prototype, however, I feel that given a larger timeframe in the future and if more people were present to spread the workload across then the assets that I create could be better. For the prototype, I feel that it was satisfactory for its intended purpose which was conveying the general ideas of the game. I also feel satisfied due to it allowing me to learn more when it comes to Unreal Engine 4.
I feel that creating the assets and the prototype was successful overall and I feel that I developed my skills in Unreal Engine 4 and would like to continue to focus on this area in the future due to already possessing a range of knowledge on how to use the other programs.
As previously stated, during the development process I was given the roles of 3d modeller, texture maker and programmer. I feel that planning was effective and took everything that we had planned into consideration when creating the assets and the prototype. Problems only arose when it came to creating the prototype itself due to a lack of knowledge of how to blueprint the specific things I wanted to do but I managed to overcome these by referring to YouTube tutorials. 
Various aspects of the brief were dropped in the prototype, however this was mainly due to what was planned being too ambitious to do in the short time that I had to create all the assets and program so in the end I prioritised getting the main idea of the game across rather than being a perfect copy of what was described in the brief.
When it came to playtesting, I feel that playtesting was successful in identifying any issues and glitches with the game to ensure that I was able to remedy them to make sure that the prototype was functional. 
When it comes to my self-directed learning during this unit, I feel that I successfully improved my skills when it came to using Unreal Engine 4 and that I now have a better understanding of how to use blueprints to create games as I had to carry out research to find out how to make specific things happen within the program. I also feel that working in a team went well too although I think in the future we could communicate, and manage our time, slightly better. I feel that time management could be improved next time we collaborate in a team if we were to create a schedule when we are first given the task as to ensure we are optimising the amount of time we spend on certain tasks and it would definitely help to start out with a definite team at the start next time as we had more members join later on which meant things had to be adjusted to accommodate for more people.

Conclusion
In conclusion, I feel that this assignment went well and that my work and contributions were satisfactory, but I do think that time could have been managed better to ensure that we were maximising time spent on important tasks and I feel that I could take the knowledge gained from doing the assignment and improve upon it during the next one.
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