Written Evaluative Project
Introduction:
This report concludes my effort and helpfulness I gave towards my team through out this project. I will begin to cover my role in the project, the game idea itself, tasks I completed and many things which helped the idea progress. I will also be mentioning some of the problems I endured during this and how I went about fixing them. To conclude it off I will talk about how I could do certain things differently in the next team project.
Main body:
The teams game idea was to create a racing game. This racing game would be leaning more towards a time attack mode rather than competing against another player/ AI. Time Attack based racing games allow the player to compete against themselves to get the quickest flying lap. This gives the game a replay value making it worthwhile for not only the team but the player too. There is a sense of achievement from the leader boards. It would not be a generic racing game. The game would be a hovercar/ hoverbike futuristic take using a cyberpunk genre and surrounding environment. We took ideas off Cyberpunk 2077, Star Wars and many other famous futuristic franchises. My role for this team was the Environmental Designer. I was going to undertake the tasks of creating props for the environment, investigate art styles for the game, colour palettes and colour flow theory. Choosing this role is vital for the team as the game must be based off the art style chosen, whether its from the character of environment. I also searched different colour style and used a chart to understand colour blindness and compensate from those which have that condition. It was too early to start modelling and texturing assets for this game as we were still developing the final idea for the game. This was originally my strongest point but being the environmental designer allowed me to officially complete the full process, from designing to using the designs furthermore to develop into assets and props. These may be from buildings to signs and even the cars/ bikes. This role basically involves building or designing the structure of the surrounding and use the materials which relate to the specific genre chosen for the game. An example of this would be using the genre of medieval and applying stone textures or moss to represent the genre itself. This role requires me to design and build the environment to a realistic style which the team would be satisfied with. I need criticism from the team to help me create the level which was desired at the very beginning of the idea.
 Communication throughout the project wasn’t the greatest. This was for many reasons. A main reason that communication was broken was we only had one source of communication which was through an app called Discord. I was lackadaisical during the project to reach out to my teammate which I take full responsibility for. I was absent during a lot of lectures this term due a personal issue which restrained me from attending those. As of a communication issue between me and the team leader I found it difficult to catch up on missed work or tasks. In addition to this, I did not chase up any lessons either. Therefore, I made it extremely difficult for myself and found it tougher than I needed it to be. 
To start off I gave myself a list of tasks to undertake for research to help develop and finalise the game. These tasks were:




· Research types of racing games
· Provide different concept art for the main theme- cyberpunk
· Colour palettes/ game flow
· Colour blindness
· Game Theory
· Circuit elements
· Basic Mechanics
· Environmental settings
· Asset research/ vehicle research 
· Audio Design
I have completed a few tasks within the time frame giving. This from doing research towards the game and creating a PowerPoint, to implementing and generating new ideas to add into the game. I did complete any software tasks therefore I wasn’t able to prioritise my time and learn new skills by trying to accomplish certain tasks. On the other hand, I managed to research a lot of useful techniques for myself and the group. The first major tasks I completed was doing research for our idea. Images below:
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These are some of the snippets from the PowerPoint presentation I finished. Within the presentation, I began with researching the type of racing game this was going to become. I weighed up the pros and cons of some game modes including, multiplayer and time attack modes. I found using a secondary research online that time attack was better than people originally thought and exceeded expectations. An online article produced by Top Gear states that ‘Chasing time also adds a significant spice and competitive streak, especially when there are virtually no limiting factors or regulations for top-tier cars. It allows engineering solutions to be pushed to the very limit’. After going into detail listing the pros and cons of time attack racing, I started to analyse different types of environmental art which replicates the era and art style the team are going for. I transferred some photographs from Google onto the PowerPoint slide which were all Cyberpunk/ cityscape themed. All of these had a similar strong colour reoccurrence showing in every photo. These colours were pink, purple and blue. After realising this I went onto the colour palette themes for the neon vibrant colours to solidify the environment and atmosphere being emitted off. Quickly moving onwards to the asset and vehicle creation. I scanned the internet to find prototypes of futuristic hover vehicles for reference towards the project. After collecting the images and shared them vis Discord with my team for approval. We were focusing on the hover ability which we evidently going to be our priority. I did not participate in helping the team with the development of this. Although I researched tutorials on how to place a basic hover system into Unreal I didn’t aid the group in any way which I regret. Following colour palettes, I dug into colour blindness and started to gain some pointers on helping gamers which have the condition of colour blindness. Some of the colour combinations to avoid were:

Red + Green
Green + Brown
Green + Blue 
Blue + grey.
I used the website Venngage.com to find out this. Staying on the topic of colour, I began to explore into ‘Colour Theory’. I was taught this during a lecture of mine in the first year of university which I recollect very well. This was useful to the team to avoid the combination of colours and implement subtle navigation techniques through out the course to help the individual know where they are going. In the presentation I stated ‘Cognitive hierarchy theory (CHT) is a behavioural model originating in behavioural economics and game theory that attempts to describe human thought processes in strategic games ’. This basically would improve the prediction accuracy of the human mind to make decisions whilst playing the game. Quick thinking and problem solving would be a good element to put into our game to keep the player intrigued and alert. My team also agreed with this decision.
Circuit concepts was an aspect which I enjoyed researching. I used Mario Kart as a perfect example for this. I learned about the shortcuts and extra jumps which was put into the game to create a more fun element to the game making this more competitive and interesting for the players. 
There were some problems I had to tackle within the project which were very unnecessary and time consuming. Through out the project I didn’t save most of my work with my computer still open. Whenever I went to close my PC down, I would lose my work of files which I had produced. This means that I taken extra time to re do the tasks which I could have spent on other research tasks. To ensure this did not happen again, I backed up my work and originally saved it into an online storage space and hard drive. This would have made it a lot easier for the time management side of things. Other problematics that occurred like this were system updates and driver updates which ate into my time. They would take a lengthy process to update or finish which caused me to miss certain lectures. Unfortunately, I could not do anything but acknowledge my lecturer and team about this issue. I was having some issues with Unreal Engine as I am unfamiliar with the aspects the software has to offer. This was from trying to create basic landscapes and backgrounds. Basic tutorials such as creating textured mountains using the paint brush tool was a simplistic yet effective idea to help create the game. This was an easy problem to overcome. In addition to looking at tutorials online for multiple things I also used a trial and error technique to problem solve some of the mistakes I made or certain parts I missed out. An example of this would be the quick speed models I tried out. I used the EP curve tool and couldn’t figure out a simple way to extrude the face to the curve without missing a step. A simple mistake I made was I extruded the whole object rather than the one side of the place of the circular face. This meant that it was invert and become a mess. Whenever I tried to increase the divisions it decided to have missing faces. So, once I went back and figured out where I went wrong, I corrected my mistakes. 
There are a few things during this project that I would have undertaken differently. One of the main things I would have done differently is becoming involved in the online teaching a lot more. Due to missing a lot of lessons I found it difficult so for future references I will try to attend lectures more often. I would also change up how I undertook the research. I believe that I used a lot of secondary resources within my work. As all this work and research was orientated towards the internet, I will use more primary resources next time. This would include aspects such as surveys and looking into books first-hand to provide information and gain more knowledge. I would also use a Gantt chart to keep myself from being subsided from a load of tasks at the same time. This would help me focus on one element at a time and make sure that I complete all the tasks, on time and correctly. This would also help me stay on track with tasks given to me or others so therefore I know for certain which tasks I must complete. 
Conclusion:
In conclusion to this self-evaluation on my efforts to the ProJet I believe I haven’t pushed myself to my full potential. I believe I haven’t helped the team as much as I could have. Due to Covid-19 I haven’t felt uplifted or inspired by many things. This causes me to not be as productive as I normally would in a working environment. I do believe I accomplished the tasks well and helped my team to a certain extent. I have learnt that I am extremely complacent with tasks and leave everything till last minute. I lacked communication and I valued that communication is key within group project to understand and overcome a lot of stress and obstacles that stand before us. I also have gained some research skill which can help me in future projects to use more primary resources to aid me when facing problems or trying to research. To finalise the review, I do not believe I have successfully co operated with my team and I take full responsibility and will take that and improve for the next semester/ project. One last thing I will do to prevent any mistakes happening again is to ensure I back up my work.
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