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This report was written to give the reader an idea of the group’s work effectiveness during the last few weeks of project production.
Research Undertaken.
Research was undertaken to complete and improve the following tasks:
· Environmental Assets.
· Weapon Designs.
· Unreal Features.
· Level Design.
The internet was used to provide most of the research information to help complete the above tasks however there were exceptions such as using books and images to research for the weapon designs and real-life inspirations for the environmental assets.
Designing the environmental assets could prove challenging at times as there was pressure to create something that had an original look and feel to it while simultaneously looking natural and at the same time making sure that the design style matched that of the character design. Luckily when it came to taking research for creating the environmental asset designs there were plenty of opportunities to use a local woodland to take ideas as to how the assets would look. For the fantastical elements of some of the assets more research would have to be done using online sources.
The same as the environmental assets, the weapon designs had to include matching elements in the already established character designs, unlike the environmental assets however the weapons had to be designed around the character meaning that the designs had to show that they could be used in an agile fighting stance. Due to a lack of real life inspirations most of the research taken for this section of work was taken from online sources such as ceremonial weapons and fantasy elements from both the internet and concept books.
Due to small hinderances in the unreal engine such as mesh collisions stopping the player from entering the level’s towers and material textures not working properly there was a real need to fix these problems to ensure that the prototype level would work. as it was highly encouraged that the students should use their own initiative to find online forums that could provide information as to how to resolve these problems.
[bookmark: _GoBack]As there was not enough experience when it can to tower defence map design the first few attempts were designed with a trial and error mindset where a version of the map was created only to be redesigned due to the map layout. In the end an acceptable map design was created that held most of the features expected of a tower defence game and was built to be used as the games prototype level. Most of the research for this section was take from playing other tower defence games such as dungeon defenders and by looking at other map layouts on the internet. 

Production Planning.
There were several ways that the team’s production progress could be planned out to attempt make the team work in a very efficient manner. 
One of the things that was created to help plan out the team’s production was to create a gantt chart which every member of the team was required to update regularly to ensure that production progress could easily be monitored and if necessary changed if things do not go to plan. Each member of the team was also required to create their own personal gantt chart to help track their own progress.
There were regular meetings being held to help plan any coordinated work that needed to be done or to make sure that the designs created by different people matched. A further feature that was used to help working coherency was the team’s Facebook Messenger group which in contrast to the planned meetings were mostly used to give out announcements such as when parts or sections of work was finished or a request to other members of the team for information for completing parts of their work or features in some of the software that they were using.
During the production it became necessary to create a risk assessment to hold a contingency plan in case any of the members became ill or were for some reason removed from the course. Luckily most of these problems such as a team members illness could easily be solved by simply working at home all members had access to a PC that allowed them to work from home (though at a slower pace). 
Individual Contribution.
Designing a whitebox prototype level proved very daunting during the early stages of production as there was a severe lack of experience in both level design and the genre of game (tower defence), the successful completion of this task required plenty of research to make the design as good as possible, research such as looking at similar games such as Dungeon Defenders and Orcs Must Die 2 and by researching map layouts on the internet. In the end this research was used to create the prototype level which is currently in use.  
To completion of the prototype whitebox level required plenty of environmental assets to be added in. To create these assets several different designs were made to plan out the asset’s final appearance and to make sure that the final designs will have enough similarities with established styles (as is with the main character). In addition to this because of the feedback taken from prototype tests several landmarks were planned to be added in the game to help the player navigate the map, these were also successfully added into the map.
During the production there were several minor issues with team members regarding their lack of understanding with some features in Maya or Zbrush. In these rare cases some team members sent a request out on the group’s Facebook messenger for help. Most of these problems were small tasks that were easily completed (such as grouping in Zbrush or scaling in Maya) but in completing helped move the project along and avoid stagnation.  
To help make the game world more immersive some music tracks were created to be added into the game, each track served a different purpose such as helping the player relax during the calm sections between the enemy waves or give off a sense of tension when the enemy waves are charging the defence position, a main menu theme was also created with the intention of combining all these elements although future versions of this track will be shortened as a result of the music’s prototype session. Due to priority tasks and pipeline convictions only one version of these music tracks has been completed so far but the team has full intention to improve the music soundtrack to be added into the game.
Methodology of Tasks Undertaken.
As mentioned during Individual Contribution section the early versions of the level designs lacked several features common in tower defence games due to the lack of experience in this type of level design, to improve this considerable amount of research had to be taken, the main method of doing this was to simply sit down and look at similar tower defence games such as Dungeon Defenders and Orcs Must Die 2 and see the different ways in which tower defence features were implemented into the level design, this knowledge was later used to create the final level design. In the case of some of the environmental assets some of the research was taken from real world sources such as the local wild woodland.
Luckily during this semester most of the work was completed using previously gained knowledge from the previous semester in which similar work was already undertaken, however this year further knowledge was needed to successfully complete our work in the Unreal Engine with students being encouraged to find the solution using the internet to find blogs or webpages with the sufficient information to complete the task.
To help keep every team member aware of the production progress communication was the key, a Facebook Messenger group is currently being used to make any announcements. Regular meetings and gantt charts were also used to help monitor production and spot any problems before they caused any real trouble.
Working Dynamics of the Group.
For the most part the group worked enthusiastically with each member with each member working toward a single design concept and in equal part so that they will not disappoint each other. Each team member worked well together with only the occasional disagreements regarding some designs.
At the beginning of the semester it was the last time any additional changes could be added to the game before the more important work began so there were several different ideas brought forward regarding what could be added into the game, in the end however after reviewing these proposed changes most were discarded for being too ambition at this stage of production.
Unfortunately, during the early stages of production the working roles had to be changed between two people as one was much more interested in learning about programming and animation as opposed to level design. This role change resulted in some mix up in the following weeks as one member temporarily fell behind while catching up with the engine work. 
There were some issues in the game production’s pipeline with some environment assets being too detailed or some of the player characters taking too long or being too detailed for the games requirements. These issues presented the team with problems that they will have to overcome to avoid losing any time, it is also important to make sure that these mistakes are avoided in the future as there will be less time and more intense work.
Possible Future Work.
One of the first things that will be completed next semester will be the character models. Despite being one of the core features of the game they were unfortunately not able to be added in to the game this semester for varying reasons, however as the skinning and rigging process has already begun on some characters many will be ready to be added into the level early next semester. These characters will also be given weapons which were not completed this year (besides for some rough models) as environmental assets were given priority due to their importance in the map design.
Animation will be added to the characters next year to help make the world feel more alive and to help ring the game into a higher standard.
As the music tracks for the game were not entirely completed this semester they will undoubtedly be completed next year to be added into the game. These will be updated and improved using the information gathered from the testing sessions held this year. It is also likely that a few more tracks will be created if there is any time as it will give the world character and hopefully invoke some feeling in the player.
Next semester more environmental assets will be created to fill the map. Most of the environmental assets have already been designed and only need to be created using either Maya or Zbrush. It was originally intended to create more landmarks for the maps this semester however due to time running out this process will have to be continued next year as having more visually diverse environmental assets will help make the map less repetitive.
Overall Conclusions. 
In the end the team’s objective was competed and the playable prototype map was presented. There were some parts of the prototype level’s production left wanting such as varying pipeline issues, these examples include some environmental assets being poorly designed for their purpose or some of the characters taking too long to be completed due their creators giving them too much details.
There were some issues with communication as well as in some cases there were certain team members who made very short notices of avoidable absence that resulted in some sections being left without any work being done for some days or some disagreements over the design that dragged the creation process past how long it should have taken. 
However, if these issues could be overcome then there should be no problem in the team being able to compete the production next semester. 
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