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Executive Summary


This document will cover what the company imperial game productions will aim to achieve though the game which will show off a prototype of the quality of the service they will provide to what the company will need to sustain itself. It will cover what was done to the project and give a summary of how the project went and what was done to produce the finished product. The future predictions will then be made into what the company aims to achieve next and what the future of the company if it becomes sustainable and successful will be in terms of expanding themselves and how they will progress to become more known and a bigger presents in the game industry.
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[bookmark: _Toc513132691]Introduction

This document will go into what will be needed for Rumslinger to be considered a finished demo and show what the company is capable of so that if producers want to hire their services to make a project. They can preview what they are purchasing through the demo and see if it the standard they are looking for. It will go through each of the basic mechanics needed to make sure the game is functional and at basic functionality running smoothly from start to finish. 
This will then go onto explaining the different abilities needed and resources needed to make sure the company will be stable and perform efficiently at have all necessary requirements and equipment to make sure the game can be a fully completed game without out sourcing for different areas. These areas will be looked at through training or hiring the people with the skills required. E.g. audio and C++ programming.
The future predictions of where the company will go will follow this in explaining what the company’s main goal is and what they aim to achieve through providing a service as well as making smaller games to fund into a larger one to help achieve a triple A title for the company. This will be done by looking at either specialising in VR or looking at other genres so that smaller games can go back into the company’s fund expanding them and making them a larger company. 

[bookmark: _Toc513132692]Review of Research Methods and Game Progression Methodology

While in the process of making the game a few aspects will need to be done before the game Rumslinger can be complete. The first step will be refining the mechanics;
[bookmark: _Toc513132693]Refining Mechanics

What will be done in this process is that instead of going through with making more to the game such as sword mechanics and a power up weapon it will be better to strip down the game to just the start area and make sure the key mechanics work smoothly and perfectly. They key mechanics are shooting the enemy, picking up weapons and other items and the enemy’s themselves.  

For this mechanic the way in which it will be refined is that the shooting of the bullets and the switch of the ammo will be made smoother, the USP of Rumslinger is that the player can pick up other items in the world and use that as the ammo so for this to be refined the gun will need to have a smooth transition into firing the different types of ammo and having the guns count ammo efficiently.

This mechanic will need to be refined in a way that picking up items either from the environment or from enemy’s will be smooth and that making sure the player can pick up items better. They way in which this will be done is that the player will have the ability like in such games as robo recall and horseshoes and hand grenades, where they can teleport or snap a object to their hand when a button is pressed, this will also be switched to a toggle interaction for better response and taken from the response from testing and the game pitch.

For the movement the teleportation will need to be updated and made better. This will be done by give the player visuals when they have pressed the teleport button so that they can see where they are going before they move. This will be done just through assets and either a spline to show the teleporter are or a particle system

These will be refined in a way so that the enemy’s will be more efficient in how they work as at the moment it is clunky and doesn’t feel smooth and the shooters feel overbearing as of how many of them spawn, a better count will be implemented to make sure an equal amount of enemies spawn.

[bookmark: _Toc513132694]PlayStation

For this time around the game will be implemented onto the PlayStation through the development kit as the University is under an NDA all technical aspects of this implementation cannot be written down or discussed, but this means that two versions of the game will need to be produced one for the PlayStation and one for the Vive and Oculus.
 The reason for this is that the vive build cannot be taken over straight to the PlayStation Meaning more steps must be taken for the game to be on this system. 
This also enables work at home through the PC version of the game and then be migrated over to the PlayStation once new things have been implemented as this version cannot leave the University. 



Before all of this can be done the level will need to be scaled down to make sure it worked effectively, this will be done by scaling it down to the first section where the player will have thief first interaction with the enemies. This section will need a slight redesign to make it look and feel like an area where action is about to take place. This will also give the modelling artist an art target and a place to make the game look as it’s meant to in this first section with high quality assets. 
While this is taking place lighting will be looked at and made sure that the design and emotional feel in which the game must portray is come across. This mood will be a light hearted and fun approach even though it is a more mature game with its contents. Once these aspects have been completed then it will be just a case of replicating these aspects in different setup environments to keep the game feeling fresh throughout the level. And more aspect can be implemented once the base game has been complete.


[bookmark: _Toc513132695]Review of Creative and Enterprise Strategy

The first step that will be taken when starting up the business is registering the company. This will be done with a one off payment of £13 in order to establish the company. Once the company had been registered then the current team will need to evaluate the situation and their budget in order to see where they can spend the money and make a statement that they will be a VR specialist company. This can range depending on the client from games to experiences. Once there is enough money and the company had established themselves as a reliable company the expansion will go into development of other game genres.
[bookmark: _Toc513132696]People

The first person needed to expand the company will be a person to handle contracts and manage the company, as the current team is just content makers a manager will be needed to make sure deadlines are meet and that the team will have contracts to make money.
An accountant will need to be looked at in order to make sure money is in check and that the teams finances will be profitable to continue the company as well as live comfortably. These will be the first two people in heir as with the team’s budget until a release or more money is acquired.
Once this has been done the team will look into getting more staff to required areas. For this the team will be assessed and where the team is weakest more staff will be hired once a more stable budget is with the company. 
[bookmark: _Toc513132697]Resources

The resources that are required will be a workspace, this will be key for the team and will enable them to have an active workspace meaning that progression on the game to the finish point will always be monitored, prices of these can vary and dependant on the size the current ones found would be about £350 to £750 for an office space. The equipment needed to produce content will be computers, software for development and the licences for them. The computer needed will each need to be about £800 for the desired quality of the games to be produces. This is a rough estimate from Curry’s (an electrical equipment store) and looking at the hardware’s statistics for and comparing them to what is require for each software. They will also need to be the latest versions of software so that the quality of the content can be at its best and at industry standard. This software can be expensive but can also be a one time by such as Zbrush being £569.57 per user (Zbrush, 2018) meaning that the company will need to have starting funds of £40,000 in order to pay for all required items to produce the games and content. Other hardware such as the vive or any VR headset so that production and establishing the company as a VR games specialist can be completed. The process of this hardware is a one-time purchase but does cost a lot depending on the hardware, HTC Vive being £599 and oculus touch £399. (Vive, 2018) (Oculus, 2018)


[bookmark: _Toc513132698]Staff

For staff the team will look at which departments would benefit more with an extra member before expanding the whole company.  Currently each staff member has one person in each main department and two in modelling, for the technical side of the development the person currently has skills in developing for VR and using blueprints to build basic functionality for a game as well as basic AI systems. The engine development will need the required person hired to have training in C++ so that more complex mechanics and implementation could be done and with two people in the engine it will be better as the game could then progress quicker and each area of the game could be focused soon more.
Animation would need to be looked at next as there is a higher demand for animation than there is creating the 3D assets as so many animations need to be complete. The current experience in this area is a very good animation whom can adapt her style to suit the game and can rig a character but has little experience in this area but by having two people on this subject would help produce a full characters animations in a month rather than two with one person this person must also have good experience and be able to make game character rigs. 

For the modelling aspect of the company the two which are associated with the company have both good experience and can make good quality models in both character and environment models. This could be improved upon though by having more people in these departments so that the work could have a focus instead of both people trying to change from characters to environment.
Character modelling will then be funded once enough profits will be made. This will help take off two to three characters off one person as doing 5 characters in a short space of time with the skill level now is not possible, hiring another character artist can help with this and get all aspects of the game complete for characters. This coupled with the animation means that all characters concepted can be produce and implemented with all animations for the final product.
Environment artist. This will be the last to ensure the team will be able to cope with deadlines as the environment for the projects designed is minimal and can easily be achieved by one person. By employing another person into this department with the skill of a texture artist the art for the games environment can be at industry standard and they could make sure it looks like the concepts or close to them as possible.
An audio artist will also need to be hired onto the project. This is so proper audio can be produced for the game and they will need to be able to adapt their ability to produce different themes for the games. This will need also to be a must for the team instead of using stock royalty free sounds and music.
[bookmark: _Toc513132699]Funding

This aspect of the business will need to be approached through a few different ways and methods to make sure the company will have enough funds to keep them going. These methods will be looking at bank loans to start the company and other government funding schemes for starting up new businesses which could attract interest in Wales. 


Other methods of funding could come from crowd funding, this is where the company will show their idea and a proof of concept to people through such sites as Kick-starter in hopes people will like the idea and help back it up so that it will get made and published. Through this method the company will have to think of ways that they can reward those who do decide to put money into the game idea. This could also not be successful as without the required funding if the idea isn’t supported enough the company could fail.
The last way in which the company can get a start-up fund is if either the main CEO of the company puts their own money into the business or the team all goes in as shareholders and will each place money into the company to give it a start boost before looking for addition funding for the company to be sustainable.


[bookmark: _Toc513132700]Appraisal of Final Proposition and Product

The game Rumslinger at it stands is now a working game that is ready for retail release on PlayStation or PC. Some of the features of the game had to be cut as the mechanics behind them did not work and thus at points made the game unplayable. This is demonstrated when an enemy drops a hand or test ammo as it was called it would crash the game as the game detected a loop which was not there. This was then taken out of the game as it meant the game was unplayable and it was a feature that would have only had relevance if the mechanics of the enemy’s being decapitated and having giblets was implemented. 
The reason for the giblets on the enemies being cut from the game is because a lot of time would have needed to be spent making sure that the game knew where an enemy was hit to drop said body part. More time would have needed to be taken into the models into making them have each body part and this time would have been taken away from fixing problems with the game and making sure the core mechanics of the game worked so that the game could function well and be fun as this was a key aspect needed to be kept for the whole process. So the decision to drop this feature was well needed. In future work with more time given to the game this feature could be looked at but for what was needed it was not required.
Picking up items was better refined and with a toggle button to pick up and drop items it meant that the player had more control over the items they were handling and it also meant that the player would not strain their hand over holding the button down to make sure they kept the item in their hand. From feedback about this it was more positive in how the game played and meant players could concentrate more on shooting and playing through the game instead of just holding an item. This was also refined into a point and click to pick up items as it meant a person didn’t have to bend over and lean down to pick up the item the desired this helped with picking up multiple items as it meant the player could only hold on in their hand at a time depending on what they played pick up detection hit first. 
Teleportation was also made better in the game as the process of teleporting was just teleport to a location and move around in the real world to turn in game. The problem with this is the player could get tangled up the wire. This was changed so that the player when uses the teleport they can now rotate their wrist and can control where they face when coming out of the teleport. This gives far greater control to the player movement and enables the player to constantly face forward so that if using a system with a forward facing camera it won’t break the immersion and lose tracking. 
Enemies was a key part to making sure the main game mechanics of the player shooting and enemies being able to come at the player and kill them was refined. This took a look at both the spawners and the enemies themselves. What was required from the first assessment point was that the enemies guide themselves better in a way that they do not get stuck on objects and that they can run at the player or to their desired location with ease.
 The way in which this was fixed is that the spawners now have a better way of spawning enemies and a better way of counting how many have spawned with a new mechanic of killing any enemies that might be stuck so the player can constantly progress. The environment itself is now better with a better navigation and better collision on the environment to give the enemies better paths to the player. Enemies now spawn at random with it being a more fair way of spawning types of enemies so that it has become fairer but also gives a different experience each time for the player and they run soother with better commands and with completed animations also run soother visually. 
Implementation to PS4 was also successful but due to the NDA the university is under details about this cannot be discussed. But implementation from transferring data across from the main build was successful each time. Due to it being a different system though the character had to be set up differently with different inputs to count for the controller’s buttons in a different set up to the vive and oculus. This was done by sending across all of the data and missing out the character and making sure with both engines open that the characters blueprints was set up in the same way with all nodes the same in the same order. Everything else was done on the vive version and went over smoothly when it migrated so all mechanics were already in place so that all was needed to be done was to test that it worked on the PlayStation which it did successfully. 
Overall the experience with the project was positive, although a few features had to be cut from the game most feedback was positive. The only problem was that there was a few setbacks due to features not working and some even crashing the system. These were fixed meaning the game was then stable and with the redesign of how players interacted with the enemies it meant that player should naturally progress through the game with the challenge of the game getting harder until the boss fight. This also enabled better way to show the player that the game had started and that with the interaction with the ranged enemies before the waves started gave players an idea of where they should focus their attention while fighting the enemies and waves of the game. This gives good progression to the game which it was lacking before and made the game feel stale and boring. With this new implementation of the way a player interacts with enemies it means that the game is interactive from the start and gets player to preform actions first with little instructions from either a member of the team or from the game itself. By introducing each enemy arch at the beginning of the game it also makes players aware of the enemy’s behaviour and look before introducing them when the main fight portions of the game start and enables them to associate them so they can focus on enemy types.

[bookmark: _Toc513132701]Future Trajectories

The future of imperial game Productions will be that they will specialise in VR games. What this means for the company they will need to make sure that the company keeps on top of what game types is trending in VR and try to come up with new and exciting ways to plays games. This also gives the company a competitive edge as any producers wanting to look for something different the company will be able to offer this by taking the game and trying to adapt it to VR meaning it will be more of an immersive experience for players. Once an office has been required whether the current team will still be together, more members will be hired with more skills, once more funding has been acquired. These members will give the company to just internally make the games instead of out sourcing for the required field that the current team is lacking. As said previously this is mainly programmers with C++ training and audio artists to produce good quality audio for the games and be able to adapt for different styles of games.
The company’s main goal is to become a triple A studio known for producing good quality games with good gameplay. To achieve this good funding and good quality games will need to be produced. This will also be achieved through good marketing and having a good presents on social media and with any fans of the company creating a good community where feedback on how to improve the games is always welcome. Knowing this a good marketing will need to be acquired if the company wants and aims to be successful. 
The company will also look at expanding into other areas from games to interactive experiences depending on what the client will want. If enough funding has been made the company aims to expand branching in different areas such as companies like Rockstar and Ubisoft, giving the company more experience overall hiring from different backgrounds offering something new to feed into the company to give them a competitive edge over other companies. By providing clients with the company being a VR specialist company it will enable them to have that competitive edge as VR is an expanding platform in which people feel more immersed into it and hopefully being able to give players an experience at little cost as the hardware provided for this platform is expensive.
By creating a name for the company it would also be good if they offered training for people who are looking to develop for VR and give them the knowledge so that they can start to develop their skills and maybe hire them into the company helping them with their desired careers. Hopefully with enough of a backing behind the company it could also look into individual designers and see if their prototype is worth funding and help them finish their projects. These are all services that imperial game Productions will provide for people enabling them to finish projects and help publish unique new games into the VR market. 


The next aim for the company after they have been able to claim themselves as a successful company will be to look at producing a VR headset which can be affordable enabling more people to own their own VR experience in their home without spending hundreds to purchase wither the Vive, oculus or PSVR. This is a last goal for the company and with this could offer a package that will contain all the VR game or a selection of VR games that the company has produced or helped produce. 
Other game genres will be looked at and once the company has an establish placement in the games department it will look at branches that could produce other smaller games of other genres while the main focus of the main company will be VR. This will help funding the company and will also enable the company to connect with more types of customers as they could offer something for each type of player.
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