Dylan Hopkins		Creative Practice 3
Self-Reflection of Submerged Project
Introduction
[bookmark: _GoBack]In this report I will give my self-refection on the project that we started for creative practice 3, explaining how I think we did, and how I think we could have improved upon for the future, in the end I will conclude the repot by giving a brief overview about what I wrote and what could be improved upon. For this module, the class and I were tasked with creating a 7-minute horror game, we could utilise any method for this game, as long as what we got in the end was an approximation of about 7+ game time that contained a single room only, with the genre of horror. This as I briefly mentioned is a team effort project in which we utilised our strengths for contribute to the module, whist are weaknesses were casted onto someone else, for example, Karol and I did the storyboards, whilst fen and Cameron utilised the Unreal Engine 4, not to say I don’t know how to use the engine, however it would be more efficient, for them to use it, as they are part of the game design course, whilst Karol and I are part of the 3D animation course.
We each had to develop a pitch, for this horror game, before the end of the first class, we decided it would be a survival horror, so for the following week hence, we had to develop our own pitch and present it to the entire class, which ever one we felt more of a pull towards, would be the final pitch that we would later develop. My pitch was a timed based room escape type game, in which you had to solve puzzles in order to get out in time, or the main player, gets drained of his life force.
In the end the pitch that caught everyone’s attention was the submerged pitch, which involved the main player, having to navigate through a cave system in order to escape, so similar to mine, only on a larger scale, “calling” the entire cave one room that splits off into many different directions.
My Role
In this section of the repot I will explain what my role was. My joined role that I shared with Karol as animation, to which consisted of both crating the storyboards and eventually when the time comes, to animate the player model and creature that will reside within the game. At this stage, we still didn’t have a full inkling of what was happing, we still only had a general gist of things, the player waking in a cave, wondering around in the “tutorial” section, encountering the beat for the first time, by attacking a deer etc. however later that week, we had a discord call with Fenn, in which the events that would happed were finalised.
After this call I got to work, creating my half of the storyboards, which included the later ends, both the bad ending and the good ending.
I Used Adobe Photoshop in order to accomplish this, as, it is the main software that is included on the University systems, as well as I’m extremely familiar with Photoshop, over something like, Paint Tool SAI or Clip Studio etc. and I knew I needed some sort of shading done for this, over just pure line art.
I first started thumb-nailing in Photoshop in order to generate ideas and get a feeling of flow towards this game idea, seeing what worked and what did not, the ideas that did not worked were easily scrapped as they are quick minute sketches and ideas that stuck were used for the final storyboards. 
I used black and white for the thumb-nailing as we see greyscale a couple milliseconds faster than we do colour, which allows us to process shapes and forms better, this was taught to me by Al Kang within the first week of our lessons of visual studies, the idea behind such a notion was, that it is a fight or flight instinct, that we gained from our ancestors, should we see a shadow, we run, questioning later, as it would save our lives, we were evolved to see the grey world first over anything else, colour, light, shapes etc.



[image: C:\Users\Animationstudent\AppData\Local\Microsoft\Windows\INetCache\Content.Word\Creative Practice 3 Storyboard Good Ending Part 2.png]
The images above show the completed storyboards
Communication
In this section of the repot I will explain how I think our communication skills help up, for this project, how I think I went and how I could be improved. The communication that we did for this module went very well, as we used a plethora as difference communication methods, by using Facebook, we were able to have quick on point communication with each other, progression reports, struggles etc. by using discord, we could share our work at high quality as each of us uses discord daily, it’s a faster communication method that Facebook in which I only ever open one every couple of days, in discord we could also hold longer conversations, about were the project was heading, sharing images, videos etc. and finally using Microsoft teams, we were able to upload our original photoshop files, to which the whole team would be able to look at.
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Looking back, I think I would have been a good idea to use Trello in order to see a live progress on the module, as we would see what we did, what we had left, and if anything is behind schedule, we would be able to have a visual representation and act accordingly.
Teamwork
In this section of the repot I will explain how I think out teamwork did, and what everyone’s roles became. Looking back on the teamwork that we utilised, was not confident of it at the start of the module, as we had no clear direction on where we were taking this submerged group, and our communication was severely lacking, however as time progressed and we flattened out the bumps in our project, ideas just began to flow from almost everyone, each person pitched at least a couple of ideas, that could be included into the game project.
After planning the route that the main player would take, the obstacles that would interfere with your progression etc. we decided on a team leader, we all agreed that Fenn would be the most suitable candidate for this role,
These roles were as followed:
2D: Hannah and Elly, 3d Baptise and Tom, Animation Me (Dylan) and Karol and the engine would be Fenn and Cameron.
Research and inspiration
[image: Image result for resident evil 2 remake inventory]In this section of the report I will explain where I got my research and how I got my inspiration. When I first created my pitch for creative practice 3, I looked at games like resident evil and devil may cry, in which you need to complete a puzzle in order to advance to the next state, I personally enjoy these types of horror games, so I thought to incorporate it into my project. I looked at things like, how their puzzles were put together, how they used camera angles to give a more chilling vibe, 
[image: Image result for devil may cry 1][image: Image result for resident evil classic camera]






[image: Image result for outlast 1]However when it was decided that Submerged was the game that we would be working on, I had to change directions, as Submerged contains a lot of caves, creeks, forest and as this game is going to be first person, I instead looked at other games, like Outlast, Amnesia The Dark Decent as these game are all first person horror games.
[image: Image result for amnesia the dark descent]
Conclusion
In conclusion, I believe we had a rocky start with the joint-group however as time went and we got to know each other better, due to working on both this Creative Practice 3 module as well as the Professional Practice Module, we were able to work a bit more efficiently than we used to, I still believe that there is room for improvement in this area, however, it was manageable.
Overall I’d say that the work that we have produced was very well made, all things considering, as I am not the best storyboard artist, however, given the circumstances, being that the creative practice 3 module is very heavily game design based, leaving little room for the animation side of things, it was literally the least we could do.
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