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[bookmark: _wh6rzzaz4zf0]Introduction
My project is a racing/elimination game with hover ships rockets and mines. 
It is a solo project which consisted of writing a Game design document and creating a playable block-out of a level.








[bookmark: _u06milwrtugz]
[bookmark: _mudj54ev9bm4]Research Evaluation
I did a fair amount of research for the visual and audio style before I started the project. 
I watched youtube tutorials and read ue4 documentation before starting to prototype my ideas.
Some of my research was problem solving.  



[bookmark: _liixp6pibemz]Games Design Theory
 “Some sound effects need to sound “ positive ” to encourage the player that they are doing something right or collecting something good. Other sounds warn players of danger or possible bad choices.” (Rogers, 2010) 
 I used a positive sounding bleep for the health pickup and an explosion sound for when your ship hit’s a mine.


“Player vs player. Players love to see how strong their characters are by killing other player characters. However, not everyone wants to run the risk of being randomly killed while they play.” (Rogers, 2010) my game will have single player league and time trail modes as well as a dedicated PvP mode.

“I don't have a fixed design process. Quite the contrary, I believe that starting from the same beginning will frequently lead to the same end.” (Salen and Zimmerman, 2011) 
I designed what I thought was necessary first.

[bookmark: _il0ayxz7q70x]Technical Research
I watched this tutorial to get a basic understanding of using splines.
(Unreal Engine 4 Guide - Spline component - road, pipe, railroad, 2019)
I also watched this tutorial to further my understanding of splines.
(Using Splines & Spline Components | Live Training | Unreal Engine, 2019)
After searching the market place and finding that the free Race track spline was only compatible with unreal engine 4.12. I searched on the unreal forum
(Unreal Engine Forums, 2019) and found a link to a 4.19 compatible race track spline. 
I loaded this into my 4.20 project without any issues.

As research for designing my hover-ship I watched 
(Hover Vehicle 2018 (using Blueprints) - Unreal Engine 4 Tutorial, 2019)

For research on designing audio assets I watched this tutorial
(FMOD Studio for UE4 Video 1 - Getting Started, 2019)







[bookmark: _ts8k735uijcp]Contextual Research
I used (Freesound.org, 2019) for listening to and comparing different sound effects.
I watched Starwars, episode one. for inspiration on visual style and sound effects.
I watched Death race for inspiration on story and gameplay mechanics.
I listened to music by artist such as B-complex and noisia for musical inspiration.
I accessed sites such as (Pinterest, 2019) and google images for visual inspiration

[bookmark: _odo1f3iqgv1g]Game Research
I used Wipeout 2097 as a refence for the feel of the ship and for the ship’s controls.
The precision flying skills needed to win is something I wanted to replicate.
I used Redout as a reference for the UI layout.
The style of the UI and the ability to quickly start a race are the aspects of this game that i would like to implement in my own game.
I referenced aspects of (STAR WARS™ Episode I Racer) for environment ideas.
[bookmark: _rwqticie3v]Research Conclusion
My research process was quite successful. I could’ve saved time and got better results by being more proactive with my research. 




[bookmark: _y8wmy5o5ww8c]


[bookmark: _6a2fgeta0ze9]
[bookmark: _yh86xelw5p4h]Technique Evaluation
I used box brush’s and static meshes to block out my level design and I used a spline system to place the track. I experimented with level design in VR using the vive and unreal engine.
Placing assets in VR is much faster as you can scale the world up and down. I found Nausea to be an issue if used for a long period of time.
I used world creator for the landscape. I had never previously used this software. This program also allows you to view the worlds you have created in VR.
[bookmark: _123k8iz57trd]Identification & Suitability of Production Methods
I first tried using the landscape tool in ue4 to create my landscapes, I didn’t get the results I wanted. I decided to use world creator to make a height map which I then imported into the landscape tool.
[bookmark: _ba6yw6vwrdo2]Development of Techniques & Skills
I watched many tutorials and read unreal documentation and accessed the unreal forum to find solutions to problems
[bookmark: _wwajqg9de87s]Overall Quality of Work Produced
I am happy with the feel of the ship and my checkpoint system and health system
The track could have done with a lot more work 

[bookmark: _srhothdwpsqg]Technique Conclusion
I learnt about using the landscape tool in ways I previously didn’t know.
I learnt about spline systems.
Level design and lighting are some areas I would like to focus on next time.







[bookmark: _td98qb9hz7t3]Development Evaluation
I started by off by playing games like the game I intended to make. 
I also made a mood board of reference art and a play list of music that I wanted to reference.
I made the ship and tested and adjusted the controls. 
I made the track and tested the ship on the track. 
I had to adjust the tracks width and incline. 
Had to adjust the ships speed. See iterative design practice for more details.
I then made the UI/Hud and health system.
I made the mine and health pickup and added sound effects.
I made the music and added it to the level.
I didn’t really plan an order I just made it in the way that I thought made most sense.
[bookmark: _e3t0chqtl74a]Creativity
I researched the type of music I wanted. I then composed and produced the first piece of music for the game.
I made the ship have pitch-control, so the player could control the ship while in the air. This made it possible to implement ramps and jumps.
I researched different art styles and created a landscape that was based on my findings.


[bookmark: _u6rnghyls7o5]Relevance to the brief
I think I managed to stay relevant to the brief.

[bookmark: _tpdr6r39n3mj][bookmark: _nzthr67gr4s]Working Alone (individual projects)
I relied on self-critique and feedback from friends. 

[bookmark: _8nctpnx098jo]Iterative Design Practice
The turn speed and forward speed had to be tuned.
The ship height, spring coefficient and damping coefficient had to be adjusted. 
The distance and time between checkpoints needed to be adjusted.
I found if I went over a ramp at an angle the ship stayed at that angle until it reached the ground.
I designed a self-levelling system to overcome this. I also added the ability for players to control the ships pitch whilst it is in the air.
I adjusted the radial force of the mines.
I adjusted camera lag and distance.
I adjusted track width incline ratio’s and banking.
[bookmark: _sklgfni6kjsq]Time Management
I wasted time making my first prototype without doing enough research. It consequently needed to be discontinued. 
[bookmark: _g26ufbob1ha]Development Conclusion
I found my development process to be successful.
I should have done more research on making the hover component before I attempted to build it.
[bookmark: _y1usi3qivpws]Analysis
[bookmark: _6oxtk56zhf10]Contextualising your work within a wider theoretical practice
My game use’s a punishment and reward system. Example. Avoid the mines collect the health.
It also use’s sequential reasoning. Example. if you collect the boost and your health is low and you hit a mine you’re going to think. why didn’t I collect the health instead?




[bookmark: _jv0a6bu97x5t]Critique of the work you have produced
I have done play testing as a have been designing the game.
I have fixed problems when I have encountered them.
[bookmark: _yud755ymcmc]Critique of your own practice (and action taken)
I am researching game design to better my understanding of how to create engaging gameplay
By reading (Salen and Zimmerman, 2011).
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