Samantha Oddie
Self-Reflective Evaluation
[bookmark: _4nbpaztfvucx]Introduction
My project was to design and make a prototype game level lasting no more than 7 minutes in a group or individually. I chose to work individually as did not know anyone in the class and had already come up with a few game ideas by myself so I chose to stick with one of them rather than join in another person's game idea. This however made it harder on myself to make the game as i would have to do all the work myself with limited time to do it.
[bookmark: _z6v5iins47g4]Research Evaluation
I mainly researched for game character ideas and different settings for the game. I already knew quite a bit about escape rooms and have completed 4 of them so I was able to look at the puzzles from the escape rooms I had already done and add them to the game. I also used my knowledge of escape rooms as they normally last 60 minutes in order to make my game so that it would last 7 minutes by making the prototype a first level. When researching I also played various horror and puzzle games such as outlast and portal in order to make my game both challenging and scary. I also took inspiration from outlast and other horror games for the setting and lighting to make the game more horror oriented. The research I did allowed me to come up with the room design and puzzle layout i wanted as well as add an enemy for the player to make the game harder. This enemy character took the form of the demon who can both help and kill the player.
[bookmark: _gy6mhwnvwcnu]Technique and Development Evaluation
Once I had decided on all the games aspects I moved on to start making the game level however I had no experience when using the software and had to wait to do anything until the tutor showed the class how to use it. This cost me valuable time making the game and delayed my work. Another problem presented itself when making my level it crashed several times which made me lose progress and delay my level prototype even more. I also had a problem with there not being any pre-made props I needed for the level meaning I would have to make them myself in maya which I also had no experience using until our tutor taught us how to use it. This combined with the crashes in unreal and with me working by myself made me unable to make my level prototype before the deadline.

When doing this project I was at a disadvantage to some of the other people in the class as most were working in groups, already knew how to use maya and unreal engine, lived close to the university so they could come in on extra days or stay late and some could already have maya and unreal engine downloaded on their home computers or laptops. I however am working by myself, have never used maya or unreal before, live far away from the university and have to pay for a bus to get there and do not have access to unreal or maya outside of university. All of these factors delayed my work and gave me a limited time to work on my project each week.

Another factor that went wrong when making my level prototype is my prototype files got deleted and most of my progress had gone meaning I went from a full building to two rooms in my prototype and with deadlines fast approaching I did not have the time to make it.  
[bookmark: _j95647urx745]Analysis
In conclusion I should have managed my time better and made extra time in order to complete my level prototype and make props in unreal and maya. If I were to do this project again I could come in on days the rooms were free and stay after class in order to have more time to do the project. I could also decide to work in a group rather than by myself in order to relieve the workload and make the project more manageable. In regards to my maya and unreal projects I should save more frequently and backup my work so that if the files get deleted again i will have a backup to work with.

