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During first semester there were no complications during the design process and idea making for this game. Everyone was assigned roles and we stuck to them. There were meetings every week and things ran very smoothly. After the Christmas break returning to lectures in February, the workload felt very under achieving. Every time I would complete a model or finishing texturing, I didn’t feel a lot of satisfaction from the completion like I did in the previous semester. 
Communication Issues
The first aspect I want to focus on for my evaluation was the communication between me and the peers. Whilst working throughout the second semester I discovered that there were a lot of complications between me and the rest of the group when the semester first began. The main issue was leading towards the communication side of things. These issues started to occur late February when I began to stop showing up to lessons. This caused me to fall behind. I ended up missing a lot of meetings over the course of the 2 months off affecting the progression and fluidity of the workload for my team and myself. Without using social media, I didn’t contact peers to rely information I had missed which leaded to confusion and miscommunication between the group. 
Models
 Back in February I made a few models to be imported into the level editor. This was the only piece of development which went smoothly without any issues. As I have been using the software Maya for a few years I managed to complete models with ease and import them into unreal without any problems. Below are some of the models I had created for the group:
Streetlights
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This was one of the first models I created for the game. Using simple polygons such as a cube and cylinder I was able to model this piece. Modular assets tend to have low vertices and a lower resolution for textures This would be a modular asset scattered around the map to light the way forward for the individual. This means they use this as a navigation system/ device to get through the course.
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These are the starting headlights which I created within Maya and Substance painter shortly after completing the first model. I didn’t really have any reoccurring issue apart from the difficulty of UV mapping the model. As a finished product I had to use automatic mapping for the texture set. This isn’t the most efficient way to UV map as sometimes there may be an error and some of the faces on the model could be missing which causes holes and stray vertices in the model. This model is self-explanatory and will indicate the start of the race and be used as a symbol and icon for a complete lap. 
New/ Useful Tools
Deform- Lattice:
This tool allows me to deform my model using lattices. It surrounds the object which means I can use the rotate hot key to deform the positioning or shape of an object. Below is an example of one of the buildings I created using the lattice tool. I managed to twist the body to offset the object.
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Another tool which is incredibly useful to aesthetic purposes is the Bevel Tool. This tool helps me smooth out the edges by expanding the vertexes/ edges on the object into a new face. I can create extra fractions and change the offset to replicate how big the extra faces are towards the original edge and vertex.
Bridge tool
The bridge tool allows be to create extra faces to close different holes in my model. The edges selected to use this tool has to be parallel for this to work 100% of the time. It can also be used to connect geometry between 2 faces with a single combined mesh.
Bridge Type
· “Linear Path- The mesh generated between 2 bridging objects forms a straight-line shape.”
· “Smooth Path– The mesh generated between 2 bridging objects forms an ‘S’ shape.”
· “Smooth Path + Curve– Same as Smooth Path option but with a cv curve generated that goes with the mesh. The mesh is editable using the CV curve if the Bridge history remains.”

Absences 
I kept a log of my absences throughout the project to show where I missed key elements and would try and catch up with the group. As we were assigned roles for the game, my role was the Modeller and Texture artists to make the environment for the game and background props etc. Below is a short list of the missed dates from university lectures and team meetings:
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These logged are the amount of time I lost during university. This impacted my individual work massively as I was delaying the work rate of the team. As an outcome of this, they couldn’t produce the final level design until later than intended.
Problems Within Software’s
Due to Hardware issues, I began so struggle to use some of the software’s such as Unreal Engine. The hard drive I had wasn’t able to run certain programmes due to the disk usage which slowed progress down. UV mapping has been a weakness I managed to pick up upon whilst creating models. Most of my time was always focusing upon sorting out the different UV maps and sizing. Through out the project I managed to pick up on something simplistic yet effective. I used Automatic mapping to save a lot of time. After this I used the hot key Crtl + L to use the layout method after selecting the UV shells. This allows the textures to become equal. It easily prevents the textures being stretched on the faces. 
Maximising Productivity
We were all looking for the fastest and most practical way of completing tasks within the assigned group. To help us accomplish this at the start of the year we assigned tasks and made a list of what needed to be done using One drive. Within the first couple of lessons, we managed to have a layout on the production process and assigned roles. We found out each other’s strengths and weaknesses whilst stating the tasks. The tasks tended to involve using multiple software’s such as Maya 2019, Unreal Engine, Photoshop, Z Brush and Substance Painter. After separating the team into sections of the artists and programmers then we assigned tasks to increase and maximise the productivity and flow during the project. We all had somewhat an end goal for each task which kept us focused in the project. Keeping track of what we completed made sure we didn’t lose anytime contemplating or finding out what we have done and what we haven’t. Another thing to add to this, we created a timetable for each other to work off, so we didn’t lose track of time and kept on target to finish the production.
Postproduction- Software’s
Positives:
After coming to the close of the production, there were a lot of things I look back upon which I believe went well. There were quite a few hiccups during the production phase but mainly fixable instantly. One of the key elements which helped us complete this project was the use of resources outside of the classroom. Software’s and websites such as Microsoft One Drive, F Track and Discord. This 3 software’s allowed us to send each other over our work to present and have feedback from the team before it got redeemed satisfactory to be put into the level. Using One Drive also allowed the team to be updated with the latest version of the level in Unreal Engine so we would be able to even add our own additions in without sending it to the others. This increased the productivity of work from all of us. This is because none of us needed to necessarily stop to upload singular assets or pieces of work and wait for the Unreal Engine programmers to import it in themselves. It saved memory on each other’s SSD’s and Hard Drives too which is always useful. 
Negatives:
A huge negative point with the outcome was the fact a lot of us went for a final push to complete the game within the last week. We became a little complacent towards doing tasks and creating assets which affected the outcomes. There was also a lot of repetitive things involved with the game creation of the design for posters too. There were too many designs to choose from which took up more time than needed. Even though it was a smart idea to rely a lot of templates for posters, I believe we didn’t need all the different types of text types or colours used. This reasoning behind this as I would have believed we had that set-in stone back in first semester. An alternative approach for this would have been to revisit the work completed in first semester and read over the colour and font schemes to save some time. One other element which I believe we could have done better is making use of the remote access for the software’s without having to use money for licences or come across issues in free versions. Free versions tend to have limited tools or techniques too preventing us from having the best quality software to produce work. So evidently, I will make use of the remote access to ensure good results for the next project.

Different Approaches
There are a few approaches I would have taken differently compared to the group’s decisions. As a group decision we chose a futuristic racing game to put into production. Personally, I believe that the game wouldn’t have been as successful as previous projects. Little did I realise it had a positive impact towards our production team and the audience intended too. This was because of the unique idea lead towards to the interest of a wider audience. There aren’t many Sci- Fi racing games on the market currently. One thing I would have changed would have been the way we used our templates and ideas from first semester. We never went back to the roots of the project and got side-tracked. I feel like we missed out a few assets or swerved off the original idea or even colour palette. We needed to stick to the basics and tailored off into ideas and added a few elements which we didn’t need or hadn’t served a purpose within the game. The final thing I would have changed in the project was how the design team (including myself) communicated for assets. This was the chain from concept artists to the modellers and texture artists. I thought that there wasn’t enough co operation between us to efficiently and accurately bring out assets related to the concept art or even be identical. Overall, I believe the project became more of a success that I first would have thought and would like to work along with the same team in future. I have taken different tools and techniques to use within future models and textures to bring the optimum experience (visually) for players.
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