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[bookmark: _1fob9te][bookmark: _3znysh7]Introduction
The project that we were set was to make a racing hover game. When the group came together we decided to make 3 levels for the game with 4 different groups. The groups were Neo Tokyo, Industrial, Overgrown and unreal team. I was a part of the unreal team and the neo Tokyo. This was because the Neo Tokyo was down a person compared to the other groups, so I was the modeller for the team and then did checkpoints, portals and built the world for Neo Tokyo in the Engine as well as helping any of the unreal team when needed.



[bookmark: _2et92p0]
[bookmark: _tyjcwt]Research Evaluation
When I was doing research, I did my research one at a time so if I had to model a car that week my research for that week was about the car. What I didn’t do was get a lot of research at the start to help me for the future for instance was I was modelling the car I could of saved my self-time if I researched it at the start as when I researched it that week I asked mitch if I could have a top down orthographic of the car to help me. This made it take longer to make.

In the future I will do loads more research at the start to get a base idea on what I would have to do I the tasks ahead. This means I can plan better so I know an average time it will take and add a little extra on just in case. 
[bookmark: _3dy6vkm]Games Design Theory
[bookmark: _1t3h5sf]On research on game design theory I was looking at a YouTube channel called Extra credits and they talk about Game Design theory and go into detail with it. The people who do this channel are people who have go into the industry and other types of industry’s and they have seen what make a game and what the processes used to make the games. These videos helped me understand what we had to look for when making this game and what we had to do to be able to make a game that was fun and entertaining to play as well as taking into consideration that we were going to have problems and how we get around them. 
[bookmark: _4d34og8]Technical Research
For my technical research the main sources of my research were unreal website and YouTube. With the unreal documents I was able to find what I needed for the game and then the documents would take me though step by step for me to accomplish this task using the documents. But I noticed that some of these documents were for older version of the engine so if that was the case I would still follow the document until it was done and then when it was I would go to the unreal forums and see what people said about the problem I was having with this type of blueprint and find out what they though was the best option to take to be able to resolve this problem.  

I also used YouTube where there were videos in what they would make and then they would give tutorials in how they would make it. This give me a visual on the project they were creating which made me think if we could use that or if it was needed in the game we were creating. But though this research I found that it helped me a lot to understand unreal and start to get a understanding on how the blueprint works. 

What also helped was when our tutor started to teach us the basics on unreal as this got me to understand it and that helped when problem solving in the future of the game development.
[bookmark: _2s8eyo1]Contextual Research
As I worked on the Neo Tokyo map Godzilla the films give me inspiration as this was one of our main character which made me want to get it right with the way he interacted with the world. Another film that was a big inspiration was Ready Player One as this had the style we wanted for the game as in the film the levels switch smoothly and that what we wanted in out game. 

The way I would find out information and get inspiration from them is by either watching the film or when I was doing my world I would have images to the side of me when modelling so I stay within the theme of the game.
[bookmark: _17dp8vu]Game Research
The game Wipeout was a big inspiration for the mechanics on the game we were creating. This is because we want a vehicle that hovered and stuck to the track well. In Wipeout they had this so as working with the unreal team we tried to recreate the same style that Wipeout did so out game would be smooth and transition well.  
[bookmark: _3rdcrjn]Research Conclusion
Overall in my research I found that I did ok I feel like next time I start a project like this I will make sure that I have a lot more research, so I can plan better for my production plan. I will make sure that I get more mood boards and videos saved and have them documented as I didn’t do this properly and I found it was hard to relocate what I have previously found. 
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[bookmark: _lnxbz9]
[bookmark: _35nkun2]Technique Evaluation
When I was being productive I tried different methods. One was working closely with Connor where worked on unreal and we would make something work and then if there was a problem then we would both be there to try and solve the problem.
The other method I used was playing music and not working with anyone until I have finished the work I did for that day. 
The best and more efficient way of working I found best was both but at different times. So when working on unreal I found that working with another people really helps, as me and Connor are new to unreal we had two different perspectives on the engine so we could both approach it differently when finding problems and fixing them and when coming up with a new way of doing it. 
[bookmark: _1ksv4uv]Identification & Suitability of Production Methods
I feel like I was using the right tools for the job I had the equipment and software at my disposal, but I did take a different approach when modelling if something didn’t look right. 
[bookmark: _44sinio]Development of Techniques & Skills
When developing my skills, I found that I would either play it safe so with the portal it worked so didn’t want to over do it. But then when working on other mechanics I try to learn a new process by looking online, experimenting until something worked and then I would build off that. The more I did this the more I started to get use to the engine.
[bookmark: _2jxsxqh]Overall Quality of Work Produced
With the work I produced I was happy. We had a lot of problems as a team deciding on groups and what needed to be done but after that I did what I needed and with the most part of my work I was happy with the outcome of the project. But I feel like I could have done more and at a better standard by managing my time better and focusing on it more and next semester I hope to become better at the work I do. 
[bookmark: _z337ya]Technique Conclusion
Well this semester for me was mainly learning about unreal engine. Though this semester I feel like I am comfortable with the engine and know where most things are to understand it and work around it easily. Next semester I will still focus on the engine as I want to improve my skills in that area, but I would like to focus on my modelling, so I can produce better work. 





[bookmark: _3j2qqm3]Development Evaluation
When developing we were stuck into group there were 3 group which had a different level each and though groups worked on that level by level designing and modelling the assets needed. Then there was the unreal group where we would focus on the mechanics and try to get the game at a block out and be able to play the game without it breaking. I was also put into one of the 3 groups as I became the modeller for Neo Tokyo which meant I was modelling the assets needed and then placing them into the engine and making sure that all the mechanics in the engine work on my level.
[bookmark: _1y810tw]Creativity
When I started my work it would start as a box-ticking method so I would look what I would need to do and then I would start doing it but then when I was nearly finished with that Box-tick I would then start to experiment with what I needed to do with different type of building and how the roads will flow though the map. 
[bookmark: _4i7ojhp]
[bookmark: _2xcytpi]Contribution within a group (group projects)
When the group discussion came I was there for them all and I knew what was going on in each one. The compromise that I made I feel like was my time as I was put in the unreal team, but I had to work in two teams at the same time. But I feel like I worked well with my both group as I get ailing with them well and we all communicate well.
[bookmark: _1ci93xb]Working Alone (individual projects)
When working alone I would take what need for example mitches orthographic and I would work on that model and then when I need something mitch was only a text away and I could get a response quickly and when I text him about the top down other graphics I got a response and a result very quickly. 
[bookmark: _3whwml4]Iterative Design Practice
When working on the game I did a few play tests with different people one was my little sister and one was a year 1 game student and I found there was 1 fault that they kept running into which was the multistore so I know what my focus needs to be on the multistore to make sure that it is smooth and the gameplay and transition of it was smooth.
[bookmark: _2bn6wsx]Time Management
When starting my planning I had everything planned over the week but at the start I found that we kept moving back these deadlines as decision were not made yet. I feel like my deadline I set were a bit optimistic and I know what I need to give my self more time to be able to do tasks.
[bookmark: _qsh70q]Development Conclusion
Overall the development part of this semester I found went good but I wish I spent more time on my modes as I know I can do them on a higher standard and I wish I knew how long each part will take. 
[bookmark: _3as4poj]Analysis
[bookmark: _1pxezwc]Contextualising your work within a wider theoretical practice
Next time I feel like that I could of take more Level design about city’s and used that in the game, so the environment will feel more natural. I will also investigate player psychology this is because when playing the game, I need to see where other players will look so I can make thing happen in though areas to make the game more appealing and interesting.
[bookmark: _49x2ik5]Critique of the work you have produced
Yes, when playing the game, myself I have found that there are many things needed to be done to make the game better and smoother. I have also found out results when other people play it for example is the multistore this part of the map is personally not be done properly and smoothly, this means that I will refocus my attention to that part of the level to make it more efficient and easier to the eye. 
[bookmark: _2p2csry]Critique of your own practice (and action taken)
When making this project I have found that I must go and research a lot on how to make mechanics in unreal. This is because I was unfamiliar at the time and I know in the future I will need to do this more but also try and get feedback from my tutor and ask for advise on how to fix and solve certain problems.

When working in groups I found that the group were put nicely as we all worked well together in our groups and then when we crossed over to other groups for advise or to help the communication was really good in class and out as we can easily text people and they would answer. In the group I was in I would change that people could of done some assets on the side to make the world more full.
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Youtube 2018

https://www.youtube.com/watch?v=ko6lDSSNhV8
https://www.youtube.com/watch?v=l1tpeVIcaGI 
https://www.youtube.com/watch?v=0C2Sj7C0RjE&t=277s
[bookmark: _GoBack]https://www.youtube.com/watch?v=eOnHquxMiWs
[bookmark: _147n2zr]Unreal 
https://api.unrealengine.com/INT/Engine/UMG/QuickStart/index.html
https://docs.unrealengine.com/en-US/Engine/Landscape/Editing/Splines
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