Post mortem for semester 1 2018
Working mentality:
Towards the beginning of this academic year it took a few weeks for all of the teams to be made and finalized, as well as getting use to the new location of this course and the new design studios, finally once the teams had been fully finalized it was time to purpose a game idea for the team to work on for this year, the team had a couple of ideas that could be made, however the team had a difficult time in coming up with which concept to use, at this point there were many decisions from every team member on what game concept to pursue and each of the team members who had presented their ideas all wanted for their games to be chosen, this took a few weeks at the beginning of the semester. Finally after all the team finally agreed, a game idea was finally chosen, the team’s game idea is ‘Trash Can Empire’, a tycoon game, but the team decided to include elements from the other intended games. Once the team had finally agreed on the game idea that would be worked on for this academic year, the team ten decided on which team member would be responsible for working on the many aspects of the game would need to be presentable, the team all came together and discussed many time on how to go about working on the each of the set personal tasks, with this in mind the team went about and used many of the same working techniques and working ethic that had been used in the previous two years, each member of the team made sure that the highest amount of care and attention was given towards the aim of the intended game concept, the team would use a of the time that was available for work on the game idea could be worked on, wheatear it was in the timed lecture sessions using the computers available as well as working outside of these allocated times to work on making all of the pre-production stage of the games creation. 
Communication effectiveness:
From the very beginning of the working semester, the team created a Facebook group chat that everyone was able to use to discuss any important information and to help keep up to date with work. Later in the semester the team also decided to create a Discord chat in which the team would also use to talk to each other about important details and would also use it to post work, the team also used a Google Drive account to store work digitally were it could be accessed at any time. With all these different ways of keeping in contact with each other was very frequent and keep member of the team was kept up to speed with what work had been completed by everyone. When not using these digital communications, in the set lecture all of the members of the team would frequently talk to each other. The team had decided to arrange many meeting per week in order for everyone to discuss important information to one another and make sure that everyone was up to speed with their working tasks and had not fallen behind on any of their tasks. These meeting were on Tuesdays and on Fridays just before the set lecture as well as these physical meetings there were more digital meetings which occurred more often as many members of the team had found it easier as not everyone would be available for a physical meeting and this was able to be done through the social media apps that the team was already using. One part in which the commination was not up to the standard as the rest of the commination was with some changes to the aesthetic and original intentions of the original game concept, one instance of this was with the original ideas of the characters, as they were meant to all be human gang members collecting trash and this would be complimented with a dirty/scummy aesthetic and look to the game, were as now at the end of this semester the characters are now cute-ified humanoid creature based on real life animals which a more pristine aesthetic and possibly a small  Communication between the tech half of the team and the art half of the team was constant and if there were any issues that needed to be discussed all the team would use all the communication material available.  
Use of the time given:
The team would use every opportunity presented in the creation of both the technical side of the game level and the artistic side with all the concept art and art style for the team’s intended game idea. All of the team would use the game studio as often as possible, one downside was that not everybody would be there working in the room, though this was not much of an issue as all the team could keep in contact with each other with the Facebook group chat and Discord as well as most of the team had the necessary computer software, mostly access to the Unreal Engine for the creation of the game level. The inclusion of the team meetings also helped in making sure that all the team was using all the time that had been given for the creating of this semester’s worth of work. 
Preparation for presentations:
Unfortunately the presentations were held back until after Christmas, however with this in mind it obviously meant that there was more time for preparation of the art team’s presentation, all of the team made sure that all work would be ready for the presentation. Though at this point there has been no reassurance that the art team has placed all of the art sections work within a presentable form, some work has been done for this. Though it turns out that the art team had constructed an initial presentation that only needed some small additions to it for this presentation would be ready for that main time of the set presentations. Fortunately, the art team was able to fully finish the presentation before the set time and this was full work all of the work that the art team had created for this semester. Though through some personal issues of stress, the personal work that was placed only just before the time of the start of the presentation for the art team, though this was fully completed before the presentation time, with this finally done it was time for the presentation for the art teams semester of work for ‘Trash Can Empire’.  
The Presentation: 
The presentation for this semesters worth of work for the year was mainly positive and was not a complete failure as all of the staff members were generally happy with the art teams side of the work that had been presented to them, there were only small points of the art teams work that was questioned by the staff members though these points were questioned in detail in order for the main staff members to fully understand the team’s intensions as a whole and that the overall conclusion for the art team was that all of the 3D assets need to be made now within the remaining time frame of this academic year and that there should be no more work done on and concept drawings and other drawing or paper based work as this stage is complete, this means that all of the 3D environmental assets, character models, textures and all animations now needs to be the main focus of the art team and what must be completed before the end of the second semester of this academic year, which will be the final year here for all of the team.   
Personal work:
The work that I was responsible for this semester for the overall game idea is as follows; I conducted research for both the character animations and the environmental animations and I also conducted research for User Interface as well as being responsible in creating the User Interface concepts and also finalizing these designs for the gaming level. Though at the very beginning of the semester the only original tasks that I had planned and had been assigned for was just regarding the animation work, and through a discussion it was made apparent that there had not been any of the teams focus was used on the responsibility of the creation of the User Interface elements for the game level, so the role of creating, designing and finalizing all of the User Interface fell to me that would be critical for the players to understand the necessary information that they would need in order to understand how to succeed at playing the game. Even though I had mentioned to the other team members that creating creature concepts and animations were the main core skills that I would be able to bring to a video game concept and where the main interest that I have working in a designing group. All these tasks that I had been personally set had all been completed within the weekly set dates and there were no tasks that had fallen behind on completion, this was made possible by myself and the other members of the team using the same working ethic that had been used by all the members of the team in which each member wanted to have all of the set tasks completed so that there would be no falling behind on any tasks and cause any bottle necks further down the working line. Towards the end of the year before Christmas, there was some more User Interface elements that I went and created as it was apparent that these had not been done at the time when all the rest of the User Interface elements had been completed, I then created the remaining UI elements and completed these last finalized designs within the last week of the semester before breaking up for Christmas. During the few weeks before the main presentation time I had an event in which there was a lot of personal self-dough in the abilities that I was using to create the necessary for the gaming level during the pre-production stage as well as a small depression streak that really did not help me during this time, fortunately I brought up this matter in a discussion with the rest of the team and thankfully there was a lot of reassuring support which has helped me a lot in regaining some self-confidence as well as thinking more about the advantages that life has and to be happy. With all of the decisions for all of the team to work on this project as much as possible and to continue using the same working ethic from the previous two years, I also used the same working mentality in order to create and develop the work done for the game idea so far, I was always available for any questions that the rest of the team would ask as I was always using the Facebook Messenger group chat, I was constantly using the main gaming room to create all of the work for this semester as I do not have the computer programs needed for creating the game and personally there are too many distractions at my house. Though most of the focus for all of the team was for the main game idea for this academic year, I had to give some of the personal working time that I was using had to be given to working on my resist for the entrepreneurship module form last year’s academic year to improve my mark form last year that needed to be completed in order for me to complete the university course and for me to graduate from this university. 
Positives:
With all the team members contributing to the overall goal and each member aimed to remain on top of all the tasks handed out, with this mentality there were very few times in which weekly tasks had not been completed, a lot of the tasks were completed within the time frames intended, all of the art team including myself aimed to say a head of all of the tasks assigned and to avoid creating bottlenecks within the production of the game. The art team has all contributed towards an art style that works very well and does have and appealing aesthetic. Another positive working in this team was with the great access to the Facebook Messenger which was used very frequently by everyone, this was a massive help for the team as everyone could very quickly ask questions and very quickly receive answers as well. As previously mentioned there was a small period of time before the set presentations where I was having a lack of self-confidence which was due to stress and I also had a small depression streak which did not help me in preparing for the presentations and this point I had brought it up in a chat with the rest of the team and through some reassuring support it has brought about some more self-confidence for myself and has provided me with a more positive outlook on life. 
Negatives:
In truth there were very few negatives working in this team in this semester as all of the team members had given enough of their time in order to create both a working game level and an interesting and appealing art style. The only negative part that happened was a small dip in the communication of the change of the original aesthetic and dirty/scummy look of the game though as previously mentioned there were very few time in which there were negatives during the pre-production process of the game level development. As already mentioned a couple of times in this document there was a brief period of time during the pre-preparation for the presentations when there was a knock at my personal self-confidence and I also was doughting in the abilities in many different aspects of my life, this event that has occurred to me might be the result of the amount of stress because of the work load that I had for this semester, not just with the work this I was already meant to be doing for this academic year but also including the work on the resit for the Entrepreneurship module from last year that I had to resit in order to pass that module.   
Over all conclusion and Future considerations: 
[bookmark: _GoBack]Following on from the presentation of this semester worth of work and what has been recommended by the main staff members, it has been calculated that I personally give some of my working time in helping in making and implementing the modular assets for the game level as it was discussed if the art team was to follow what was originally intended and planed, it would have meant that there would have been a 3 week period where I would have no personal work that could be done resulting in a bottleneck for the working production period. The obvious personal work that I can work on that needs to be done for the next semester is all of the rigging, skinning and adding control rigs to the character meshes as well as animating these characters and there is also the animating of any environmental assets that need any animated movements such as the turrets shooting their ammo that I can work on as this is an area that I am familiar in. With all of the work that will be needed to be completed for the next semester and the team will use many of the same techniques that have been used previously and create a useful plan and Gantt chart to make it easy for all of the team to understand which member is working on which task each week of the production stage. All of the team will aim to keep to the same standard of working ethic that has already been used in this first semester so far and hopefully finish the game before the end of the academic year. With this semester of our final academic year over now it will not be long until all of us have finished, this year has been the most different and challenging so far, it has been different because of all the new changes that have happened to this university course, there has been a new change of main staff as well as the course being relocated from the previous second and third floors of the Alex Building to this course now being located on the second floor of the Denevor campus, this move has been what I feel an advantage as this course is now closer to the Denevor library, so there is more access to the books it has to offer and also makes it easier to gather research for any modules, this academic year has also been challenging because of the main work load, since we were all tasked with creating a working game level in just one year as opposed to the last two years when we were working on one game level was well, this shorter amount of time feels like it has made me more focused on the tasks that I was set to do, what also made this year the most challenging compared to the last two years was the added task of the Dissertation, which took up most of the researching time because of its importance to every course and finally what has impacted me the most for this year as already mentioned here in this document was the brief period when my self-confidence was down as well as a small depression streak which has greatly affected me, though through support from the rest of the team I have been able to see through this dark period and I am positive about my life now. 
