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Introduction
For this assignment, I was tasked with working in a team with others and creating a short demo game in the “Shoot ‘Em Up” genre. The name of the game is “The Mammoths Revenge”. Over the course of the project, I worked with my team to come up with ideas, research to build clarity, create models and communicate with my team to texture and place them into the engine for the final game. 
Overview of the general game idea
In this very outlandish scenario, the player controls a mammoth on a train with a machine gun hell bent on exacting his revenge on everything in his path. The reason behind this is because the mammoth overheard a brief conversation between the zookeepers discussing the fact, he is the last remaining mammoth on the planet. Hearing this news, he enters a full on rage state and escapes the zoo. The mammoth is unlike any other animal. He was frozen for over 10,000 years and was discovered by scientists and remained in the zoo. As the mammoth prepares his revenge on all humans for the way they treated his kind leading to extinction, he has unknowingly unleashed an age old virus that has turned all humans and animals into zombified versions of themselves. He must now travel on the train and eliminate everything in his path.
Target Audience
The target audience for this game is at the younger generation aimed for the 6-12 age range. The art style is intended to have a cartoonish aesthetic similar to Team Fortress 2 [38], and the animations will have comedic elements. This game will attract an audience that wants to play as an animal and an audience that enjoys a zombie game. The game is targeted towards boys and girls that enjoy old school arcade Shoot ‘Em Ups. Over the top sound effects, voice lines, animation, art style and a soundtrack would be presented to the player to portray that this game is a cartoon humorous style game. The PEGI rating will be 3 and the ESRB Rating being E (everyone). The theme of the game is in an urban area. The game starts out in a city zoo where the mammoth escapes then travels over through streets into the main city area. The player will control the mammoth on the train flying through the areas. There will be multiple hazards that the player has to overcome, ground & air based enemies, and powerups scattered through the level. At the end, the player will face off against the boss and once defeated, achieve completion. To portray the cartoon aesthetic in the game, I researched cartoon like structures that resembled the effect the team wanted to go for. As I am the modeller in the group, I needed to convey this in the assets I created since they would be displayed in the game. I got the majority of the reference images from the internet [14] and used them as inspiration.  They helped to articulate the design I was looking for and greatly benefited the design process. 
My Experience in this project 
In this assignment, I contributed a total of 8 assets to the game. Two buildings, two animal enclosures, the main zoo gate, the boss model, and two vehicle type models to populate the environment. It has been a good experience working in a team and being the modeller. I completed the referenced images research while the team were completing concept designs for the game, and we went through the game design document at the beginning to solidify our idea. I worked closely with Owain in the group to texture my models and Huw, to put them in the engine. I think our communication here was very good and we worked well as a team bouncing back and forth with ideas and requests. For example, Huw noticed that we needed to display the zoo area of the game better, so he requested I create some enclosures and a gate. I fulfilled this request successfully with Owain texturing them. It has been a very exciting experience working with others to make something tangible, seeing my own models in engine while playing the game delivered a euphoric experience. It has been a good experience being able to use Maya Modelling software to create the models and add to my experience with the tools such as extrude and multi-cut. Specifically, when creating the buildings, I learnt a technique to give the windows a better glass looking effect by going into the material options and increasing the transparency. I created very low poly basic vehicles to be populate the roads in the game to signify to the player that they were in a city or town area alongside my building models. For the animal enclosure models, they successfully fulfilled their requirement but when creating one of them, I attempted to learn how to create a mesh to be able to put it between the bars to display it better as an animal habitat but unfortunately, I didn’t have enough time to learn successfully. To combat this in the future, better planning ahead of the final asset list would have given me much more time to learn this technique and incorporate it into the model. With the Zoo Gate model, I have not attempted to create lettering before for a model and this was my first attempt at utilising what I thought would be best. The half of a torus for the C letter, a whole torus for both the O’s and then I used the extrude tool on a square to create the other letters. The tank used as the boss model is an asset that I made prior to the assignment starting. The team decided that we should use it as the boss model since we did not have an original boss model to enter into the game. I touched up the tank model adding some details and fixed some mesh topology. The mistake present here is that at the beginning we didn’t finalise a boss idea and didn’t have the time to create an original model. Even using the tank model, with more time we could have animated the tread tracks and utilised it more in engine. To combat this going forward, solidifying a final boss idea that everyone agrees on early on in the process and appointing the task to someone to create would have fixed all the issues we face. 
Reflection 
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Description automatically generated]At the beginning of the project, the team’s communication started out in a group chat which was became insufficient because we had to talk about different categories, so I created a discord server dedicated to the project, so the team had dedicated channels for texture, concepts, modelling, animation, and engine work etc and have our own meeting channel to encourage the team to engage in regular scheduled meetings. I gave every member of the team admin, so they had to freedom to create additional channels if needed. We had the Gantt chart to structure the tasks we had to do, and it gave us a timeframe. We set tasks for each other and went off and completed them then came back and showed our work. For me individually, I communicated with Owain to texture my models and I communicated with Huw to put them into engine. Huw & I would also communicate via email to transfer the unreal engine file. The communication between the team early on in the project was not very satisfying. We definitely needed better communication for our ideas to mould together to become something great. We had one proper meeting with everyone present at the beginning to solidify an idea but after that any attempt at organising a meeting fell through since people’s schedules didn’t match up or team members didn’t respond in time before sessions. The only time good progress was made was in the sessions since everyone was present, but the team definitely needed more talking in between for a better overall outcome. As a result of this, the planning at the beginning suffered so the workload shifted heavier towards the deadline instead of evenly being spread and following the Gantt chart, could say we experienced a form of crunch time put upon ourselves. Going forward, to combat this. I would ask everyone their full week schedule with the times they are free and place it into a shared spreadsheet for everyone to see so then we can see where everyone's free time lines up then have a meeting. It would be visually better and create clarity for everyone in the team to see. On a positive note, we didn’t have any feature creep experienced and stuck to the original basic Game Design Document Plan. We could have appointed a project manager to organise meetings and be a communication hub for people, so we were all on the same page more often. We could have utilised the Game Design Document more so everyone could refer to it to understand what each person part played in the grand scheme of things. We did fill out the basics, but it could have been developed more for this reason and as a result, us as individuals interpreted what to do in own way. No substantial bottleneck happened in the team, I created the models, handed them over and were put in engine in a good time sufficient manner. A better utilisation of the Gantt chart would have helped us space out the tasks better over the course of the project and give us enough time to learn new techniques and set artificial deadlines for the team. 

I believe I did a good creating all the models used for the game and no assets went to waste. Some of the bigger models like the zoo gate could have been more polished and detailed but my freehand experience is very limited. I used orthographic prints to create the tank which is why it’s much more detailed compared to the other models. My lack of experience texturing models became present here as I had a limited idea on how to do it. I watched videos and tutorials to get a better understand and attempted to texture in Substance painter but ultimately Owain ended up texturing all my models for the final game. I feel my practical work had a positive effect on the project. It changed up the game environment to better display the setting and theme the team wanted to go for. Huw made it so my building models became destructible in engine causing debris for the player to dodge, destroy or fly around which make it even more dominant in the game space. When it comes to accurately portraying the intended theme and styles of the game, the models could have been more accurate along with using more cartoonish textures.

Conclusion

To conclude, I believe that the final game we created is to a good standard considering the fact that we are all remote learning, and our only form of communication is via Discord combined with the fact we aren’t very familiar with each other.  If we had the ability to be face to face with each other, I feel the team’s synergy would have been much better and we would have had better effective communication. This assignment was a good learning opportunity for me personally. Working with others for the first time attempting to create a game demo has taught me many things about the process and how to improve aspects going forward when I have to do this again. Going forward, I definitely need to strengthen my abilities in other areas of the design process such as texturing, animation, engine work so I can understand those process better and have a larger impact on the team combined with my modelling skills.  
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