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Report

Research undertaken 
During the pre-production of the game the team decided they were not happy with the current games theme and colour design so every member went and researched themes and colours to better suit the game and the target audience. Team member Logan looked at the colours used in video games such as fire watch, team fortress and borderlands because of the use of warm colours and theme. The team decided that they liked the look of cell shading and the warm colours used within those games and so decided on trying to emulate those themes within their game. Because team member Logan was doing the level design and environmental assets he decided to start research on the types of walls used in games that are on a space ship such as aliens, dead space and mass effect. After this research team member Logan decided to make all of the walls with sharp curves to give the player a feeling of being on a ship from geometry alone. 
Further research was done within the level design aspect such as map layout and for that team member Logan looked at both first person shooters as well as sci fi games. These included alien isolation and doom. This was done so he could grasp how to make a level flow and for the player to not get lost while still feeling they are exploring the level. To get this research he looked online and found top down perspective shots of all the levels. 
Team member Logan also looked at several guns in real life as well as in films and video games to create the games main weapon. To do this he looked at first at real life guns such as the Russian AK 12 as well as the Belgium weapon the FN SCAR. This was done to looked at sizes and dimensions so that the model would be created to scale aswell as making sure it looked like a gun that would work in real life. After creating the basic shape and size he looked at the battle rifle from halo and the assault rifle in the 2013 film oblivion for further shape and ideas on making the gun look more Sci-Fi. An example of this is the screen on the side of the gun to show the ammo left within, this aspect originally came from the halo franchises while the shell ejection came from the AK 12. 

Production planning 
Because last year team planning was a major issue this time the group decided that they would do ghantt charts. After the team had made a ghantt chart planning what needed to be completed and at what time, each member of the team then went and created a ghantt chart based of the work that they had to do. This proved to be worthwhile the group could easily see if people were ahead or falling behind for whatever reason. Alongside the ghantt chart. 
[bookmark: _GoBack]The team also held regular meetings so that they could discuss the state of the game and see what areas needed more time/ people.
The team also used trello to help organize and structure the work. This was also massively worthwhile as each member of the team could see who had done what work and they all had access to each other models, textures and research. This made doing work away from university much easier as everyone's work was accessible to the entire group

Individual contribution on the project 
Team member Logans contribution to the project included some of the reached mentioned at the begging of this report such as themes and colours to be used as well as the type of geometry to use. Other contributions team member Logan did was creating the level design of the game and making sure making sure that the level flowed well. He did this by doing research into 1st person shooter game level design and then drawing his own one out. Once happy with the drawn level design he would then create it in unreal and making people play test the levels to gather more feedback. Following the feedback he would then go back and make several changes and then get people to test it again.  
This as well as creating the modular system of walls and floors to cut down on unnecessary work. This meant that every wall and floor had specific dimensions so that they could slide together like Lego bricks and not cause any issues. This allowed the group to prototype work rapidly and spend less time recreating walls or stretching out walls in unreal and damaging the textures. 
On top of this team member Logan also created the main assets used in the game, this includes the walls, floor, ceiling, windows and the main characters gun. Then uv unwrapping them so that they could be textured by team member Alex. 

Problems encountered
During the 9 weeks several problems were encountered this includes not understanding how to uv unwrap in Maya 2018 until learning how to do this through asking julian. Other problems encountered include underestimating how much time and effort level design would take. If he had known this then he would have planned more time to work on this. Other issues included Maya crashing while modeling the gun and losing a massive amount of work because of lack of saving. This mean that team member logan had to go back and re-create the scope of the gun. This also meant setting an alarm and making sure to save every 10 minutes to unsure no further loss of work.

Working dynamics of the production team 
At the begging of the term each member was asked what role they wanted to do based off their skill set. This meant that Alex worked on texturing assets and creating some environmental assets. Meanwhile Owain was in charge of the game mechanics and Logan was doing all the level design as well as creating the majority off the environmental assets needed for the game while amber worked on characters. At the end of the project the majority of the mechanics were in place, most of the environmental work was completed besides from small assets such as sofas, desks, TVs and so on.  however, at the time of writing this report the team have still not received the proxy character they were promised within the first month. Because of this next term the team will have to assign another member to help with characters as this is a priority for the game and it is still not inplace. 
Possible future work
After the Christmas holidays the team plans on holding a meeting on the progress of the game and creating another ghantt chart. These will be used again to show progress of the game and help plan out solutions if problems occur again. By the end of next term, we originally planned to have another 2 levels in the game as well as all characters finished. To complete this task the group will have to look at what went well this term as well as what could have been done better to help even out the work required and plan a more efficient ghantt chart. As well as this during the holidays team member logan is planning on creating more environmental assets as well as starting work on the new levels with drawn out layouts and themes to go along with these individual levels this should help the group coming back as some of the pre-production work will have been completed so people can begin work on asset creation and level design straight away. 
Further works will be required on the mechanics of the game and making sure that the doors work correctly will be the next step. Other mechanics that need to be completed include making sure that the gun can kill the enemies of the game so that the player has a chance against them and doesn’t have to run away as well as a health pack system and other pickups such as ammo.
Additionally, more work needs to be done on the character because, as of writing this report the group still has not received a proxy character for the game to use. Because of this we will also have to work on animation, skinning, rigging and retopology as soon as we receive this. This means that when the group gets back more members may have to be moved from working on the environments to creating the characters so that we can complete this task on time. 
Environmental work that needs to be completed include adding in additional assets to help make the world feel more alive. Assets such as rubbish bins, chairs, tvs and other items to help make the world feel more lived in will have to be explored next term as well as a ship model so that when the player looks out of the window they are not looking back at the level and are instead looking at space and the rest of the ship.
Additionally, the current lighting will have to be fixed and set to a standard the team are happy with as well as creating a space skybox so the player feels that they are in a space ships. Other work the team will need to work on include a menu system, sound and special effects for guns and doors.
 
Overall conclusions 
Overall the organization this term has been far better than last terms organization, with the introduction of trello and ghantt charts understanding what everyone has to do and when it has to be done by has been far superior this time around. Because at the begging we assigned roles to people based of their skills everyone knew what they had to do and when to hand it in by. This has meant far less people not knowing what to do and doing nothing for a period of time. 
Another improvement this time around was regular team meetings in which we would discuss ideas and progress. This has made staying on track much easier and because of this we got the majority of our goals completed on time. 
With the introduction of a priority list this has meant that the basics of the game were done first and so the group should have an easier time creating assets next term. A good example of this is the walls and floors, the group priorities these instead of assets such as the gun because these were needed much more. This meant we could begging white boxing the level very early on with the specific walls.
 However there have been problems this term. An example of this is that despite best efforts the group still does not have a character or even proxy in the game. This has led to being bottle necked and so have had to result in using the standard pill model as out character model this term. To improve this next term the group will have to invest more time into characters and make sure that they are completed on time. 
Another thing the group will have to do will be creating ghantt charts that are more accurate and achievable. This should mean that more goals will be completed and the game will be finished on time ready for eater. 
In conclusion while the game is in a working state there are many things the group want to fix about the game. These include better lighting and a proxy for the game. Because of these setbacks the team are going to have to reevaluate their current ghantt charts and create new ones in January. Despite this though the team the team are performing much better than they were last term and should be able to complete the game in time for eater. 
