Self-Reflective Evaluation
The Brief
A horror themed level/game using the Unreal engine & other tools which ever I decide to use.
Introduction
My project is a single map/level of a horror themed & styled game.
I made it using Unreal Engine and using free assets & textures where available but also tried a few learning methods of making my own assets and textures.
I played a vast number of roles in the production of my project, since I was the only person working on the project, I had to do everything. The research, the concept art, the unreal engine implementation, having a larger workload.
This naturally helped me to fall behind, on achieving more goals.
Design Process
· Level Design - I feel I have a solid base to build upon.

· Character Design - only at a concept stage, but clear what is needed for project.

· Game Mechanic Design – Ideas, research and design are good, I had difficulties in some implementation of certain mechanics, after trial and error and not achieving the results I wanted moved them to one side, and went onto other jobs in the project instead.

· Game Experience/Theme/Mood Design – The dark theme design for Sanatorium is still at early stages, but already sets the mood well with the lighting I have already implemented. The deeper game experience and story will come later in the production.

· UI Design – The design for my on-screen UI is simple because I wanted to keep the screen as clear as possible to immerse the player in the game as much as possible, while also giving the player all the relevant information they need.

· Name/Brand Design – I came up with the name/brand “SANATORIUM” for my horror game because:
1. It’s a name/brand that has not been used for a videogame before, there is no competition for the trademark of the name/brand.
2. I feel the name fits well since SANATORIUM as the definition fit the setting/theme of my game perfectly.
SANATORIUM – 
· an establishment for the medical treatment of people who are convalescing or have a chronic illness.
· a room or building for sick children in a boarding school.
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I decided early on I wanted to base my level in a hospital, mixed with my favourite horror game F.E.A.R 2 and a similar, memorable antagonist from the film Series “The Ring”.
My research of hospitals through google images delivered different pictures of Sanatorium’s which lead to explorative research further, to find out what is a Sanatorium?
A Sanatorium is the perfect setting for a horror game so I had the perfect idea and inspiration for the setting/map idea for my game.
Game Design Theory
Taken from the book: The Art of Game Design – A Book of Lenses 2nd Edition p122-123
This section of the book shows the 5 different things males and females like to see in video games.
Males
5. Trial and error: Women often joke that men hate reading directions, and there is some truth to that. Males tend to have a preference for learning things through trial and error. In a sense, this makes it easier to design interfaces for them, since they actually sometimes prefer an interface that requires some experimentation to understand, which ties into the pleasure of mastery.
Females
5. Learning by example: Just as males tend to eschew instructions, favouring a trial-and-error approach, females tend to prefer learning by example. They have a strong appreciation for clear tutorials that lead you carefully, step-by step, so that when it is time to attempt a task, the player knows what she is supposed to do.
I feel this research and the needs of male and female players ties in well with my game design, as you learn by doing/ playing over and over again.
The academic sources on game design theory I used is:
Rogers, S. 2014. Level up: The Guide to great video game design, Second Edition.
John Wiley & Sons, Ltd, UK
   Technical Research
The technical learning methods I have used are:
· Youtube tutorials
· Unreal Engine Documentation
Which are methods of self-initiated learning.

Contextual Research
The Sources of inspiration I have used for my project are:
· Games I have played and enjoyed and took inspiration from.
· Movies I have watched and enjoyed and took inspiration from.
· Google Images
Assessing the quality of the sources I found at a suitable depth and breadth.

Game Research
I used key references from F.E.A.R 2 my favourite horror game. The inspiration, the game mechanics, the main antagonist and the horror theme and jump scare nature are all inspiration for my project.

Research Conclusion
I feel my research was to a high standard, it was relevant, made sense and fit well to the story, brief of the project, and helped me get inspiration and get ideas into the project at an efficient time scale.

Technical Evaluation
The production methods I used were well established techniques.
I found working at home is more efficient as my home pc works flawlessly and have a higher learning/output with 2 monitors, making my work production more efficient in every way.
It was the first time using Unreal Engine and Autodesk Maya and was a steep learning curve, which still requires a lot more work and effort to improve my knowledge and skills.
Identification & Suitability of Production Methods
I feel I was using the right tools for the job, but are still taking a while to master.
But I feel I have at least a first base to build upon with the limited knowledge that I had when I first started to now.
Development of Techniques & Skills
A lot of work went into refining my knowledge of the production process, I played safe and stuck with what I know first to get a good base/standard of work done, then tried to improve the base iterations that were implemented to make the standard higher of each component, incrementally.
I was slow to implement all the design features of the game.
The key things I learnt where good research, ideas and inspiration from this make the development easier.
Overall Quality of Work Produced
It was difficult to get work done on unreal engine work on campus/in class, as the majority of the computers fail to even run Unreal Engine. 
( A cheap SSD hard drive would improve things massively )
We only had one lesson on unreal engine and one lesson on Maya 3d modelling.
These factors I feel had an impact on the quality of the production of my project, as I did get stuck on many things which prevented the production of my project being at a higher level.
Restrictions of time, and a larger workload, since I chose to do a solo project.
But I also like working solo at my pace, I don’t have a problem working in a team, I just prefer to be in control of the project in my own direction.
I feel my work will eventually be at a higher professional standard over time with more knowledge and experience.
I feel everything in the quality of work and production is at a low level, but the biggest improvements can be made in unreal engine, with further learning, knowledge and experience.
I would wish to have more lectures on unreal engine and Maya to improve my skills and knowledge as much as possible on these subjects.
Technique Conclusion
My skills development in providing clear plans, ideas and GDD’s have improved.
I know now that time management, efficient workflow and practicing techniques within the important software used, are all important rules to follow by to improve my level of production in the future.
The preparation of assets and textures is also very important to be efficient as well as being high quality.
I will focus on the Unreal Engine and Maya the most as I continue my learning/development.
Development Evaluation
My development process:
1. Have an Idea  
2. Research and improve inspiration
3. Sketch Ideas and produce a GDD – improve ideas, designs and inspiration
4. Implement first iteration in Engine
5. Incrementally make improvements over every aspect.
Creativity
I felt I was pushing myself creatively throughout, as the map design I chose was large and ambitious and required a lot of planning research and implementation into unreal engine, but I feel it wasn’t an impossible task as over time the production would come together well, even with this risk taken.
I went out and took photos for reference and inspiration displayed in my production diary which helped a lot for planning areas of the map, especially outdoor/terrain, but I did not have enough time to give the outdoor and the terrain much detail that I wanted to implement, but I plan to in the future of the development of Sanatorium.
My creativity overtakes me most of the time which shows in the organization of my Unreal Engine Project files, an area that I should plan and organize better before I move forward with to be more efficient with not only my time, but improving waiting times for loading and transferring of project files.
Relevance to the Brief
 I feel this project stays true and relevant to the brief, once all the elements are implemented, the production of the game will move forward very quickly.
Iterative Design Practice
Evidence of iteration, mainly of positioning and scaling of the building and assets in the game.
Time management
I feel my deadlines were difficult to meet and possibly slightly unrealistic in hindsight.
But it does not bother me as having higher goals creates a better end product.
I feel my time was planned out poorly the deadline was met, but the game should have more functionality and gameplay. I feel the standard could’ve been higher but this will come with more hard work, learning and experience in the production software.
Development Conclusion
More time was needed for the learning of various aspects of the development of the project.
The issues that could be planned for next time are to have more knowledge in 3d model creation.
I feel my research and ideas were good and I will work hard to implement them better into my projects in the future.
What I liked
I liked the map layout/design I came up with.
What could’ve been done better
I feel my knowledge of blueprint systems and general unreal engine knowledge needs to be improved as I struggled to implement many features before the deadline of the presentation.
Lost time, learnt from mistakes, for example, realizing too late after making a building with static meshes, you can’t use subtractive geometry to cut out windows and doors.


What you plan to keep/ change
I plan to keep: 
· The building/map layout
· The library of assets for future projects.
I plan to change: 
· Almost everything in the game as the current state are first base iterations.
· Better knowledge of the blueprint systems in Unreal Engine.
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