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Introduction.

This report is an analysis of the individual contributions of one out of the four-membered group called Elm, the general planning process the group went through and the development of the white box. The individual member of the group that will be analysed was set with the task of creating and inputting the game mechanics, creating assets that will be used in coherence with the mechanics and the research and understanding of game animation. Throughout this report reflection and process of each task the member went through (the individual’s contribution’s). The teams and individual’s production plan, research undertaken, Methodology of tasks and the future of the team, individuals plan and tasks. 

The report will finish with a conclusion. This conclusion will reflect the overall process, the positives of the experience so far and the negatives and will aim to highlight the aspects of the first semester that will need to be improved on moving forward, and to be avoided for further projects. 



Research. 


With the game being a roaming tower defence game, research was undertaken to understand vital aspects and must haves of the tower defence genre. Games such as “orcs must die” (2011), “Helldivers” (2015) and “plants vs zombies: Garden warfare” (2014). Aspects were also learned through reading “Level up! The guide to great video games design” by Scott Rodgers.  
The projects art target was set in stone for a mystical forest, with a simplistic cartoon style. The art and design members specifically researched into the character aspect of the art gathering research from things such as  

Real life research was conducted by a member to help with creating organic assets. 

Roles were created throughout the process. Four main roles were created at the start if the program. 

· Artist.

· Designer. 

·  Animation/Game Mechanics.

· Technology. 

Each role would need to be researched by the member assigned with that role. The member assigned as the artist would join with the person assigned with design, as both roles would need to have a matching art style and therefore researching together would make this more viable.   



Technology would need to research the aspects of creating a white box. This was understood through lectures and reading “Level up! The guide to great video games design” by Scott Rodgers. The research of online lectures also given about White boxing.  

Research into the animations aspect of the project was difficult through the lack of previous experience of the member that was given this role and the other members of the group were in the same stage of knowledge. Looking at online tutorials such as “Maya tutorial: How to create your first animation in Maya” by Mike Hermes (2014).  Through the knowledge given by the lectures animation was quickly dropped as game mechanics were clearly stated as more important this semester. 

Research into game mechanics were filled with tutorials for the game mechanics like:
· Jumpad
· Inventory system
· Teleportation/portal.
· Maya Animation.

 The assets that would be matched with the mechanics such as:
· Traps. 
· Pickups. 
· Portals.
Were researched separately and were meant to be created as a separate task for the role. 










Production Planning. 

For the planning aspect of the project a lot was put into place and created for a smooth project. Everyone was tasked to create a Gantt chart for their individual work. This would allow for less confusion on how everyone is getting on throughout the project. These were displayed through our online sharing page on Trello. This was used to display work to each other as well as our team google drive. 

The team had an overall Gantt chart that would be updated throughout the project to give a visual view of how many tasks were completed, had been started and were finished. This was screenshotted every two weeks and analysed by the group. This was to find out what was priority, how well the project has developed since the last screenshot and what each member next task was. All the planning was aimed for the full project not just the first semester. The end date on the Gantt charts was the end of March.  Whenever a new task was thought of or realised that it was going to be needed it was added to the individuals Gantt chart whose role the task would have fallen within. Then added to the groups Gantt chart. Even though the use of the charts was frequent the updating of them was slow. It was always down to one individual team member taking the screen shots, trying to get the team to gather and doing the minuets for the meetings.  This led to members of the team focusing on their own individual Gantt charts than the groups. Causing the group chart to be neglected and therefore the group members not knowing how other members are progressing within the team. Leading to less meetings, confusion on work being completed within time frames and prioritisation issues. 

One of the ways the team should have planned better is by using flow charts. Even though a few flow charts were created at the beginning of the project, if the group carried on with more frequent updating to the flow charts and having meetings. This would lead to less issues finding time and personnel to be creating assets and textures as they were the most areas that lacked content. 



Individual Contributions. 

The project was started by roles being assigned within the group the next task was to create assets such as Flowers, Mushrooms, Spike Trap and Rock Trap. This was started by creating concepts for the traps. Sharing each of the concepts through meetings with the group for feedback.  Through the lack of knowledge for animation, research for this subject took an early priority. This was shortly stopped due to the realisation brought to the groups attention that the main priority would be game mechanics. One aspect of the animation process that was complete were some concepts of walking cycles of the main character.  As the new priority of the game was mechanics, the need for a game world to place these mechanics in was top of the list. Early models for the game world were created in Maya using simple blocks. The creation of Basic Maya models for the traps began to be created. This was a good way of showing the team an example of the type of traps they player will be able to use and the traps in the world they will have to avoid. Some traps Luna will be able to place in the world. The basic designs were a good indication of how the trap mechanics will work.  

The early stages of the white box were filled with the basic blocks had no mechanics and stayed this way for a while. The way mechanics were tested was through individual world maps. All mechanics would later be merged into the game world. To help give the team a good simple example of the mechanic working, placing it into its own world was the most sufficient and as the game was in such an early development nothing was set in stone. Placing them into the game world would have been redundant. The first mechanic placed into the world was a simple Pick-Up system. This could be adapted into the use for ammo, health and interactive items such as the traps. Even though the game mechanics were taking priority some concept and design tasks were still be completed on the side. Creating this such as colour mixtures to help the team have a visual understanding of the worlds colours. More concepts of the organic assets like the mushroom trap and jump pad were completed to. Focusing back on the game mechanics, health system became priority. Members worked on creating the characters look and design while the internal aspect of the character was being created at the same time. This was due to the good development of the team Gantt chart at the beginning of the project. 

The health system was vital for creating the damage calculations for traps, the use of the potions for health increase and the respawning through death. The developments of the engine started to become more complex and tasks were getting completed quicker. Emitters with a damage box that would be used for a gas trap.  Although it was successful as a design aspect it looks as it should and did the basic act of killing the character however it was a constant and needed to be able to have it on a motion trigger and apply it to the gas trap. This was something that never got finished but will be in the second semester due to the need of completing more important aspects of the game. Creating game mechanics outside of the set lessons such as respawn points which would later be used as points for the portals. Allowing a more open world feel for the designers to create, as the group knew the game had the mechanic of being able to teleport to any area of the world. This also allowed less worries for the lanes being to far apart and the player not being able to catch the enemies that pass the main character through alternate lanes.  

Developing traps was one of the vital aspects of the role given. This had been left behind for other aspects such as character movement, health system, pick-ups, jumpads, portals and the post process volume.  Traps and interactive aspects for the character to move around the world became priority for weeks five to seven. The development of the original spike trap placed into the world that causes damage to the player and enemies that fall into them was going well. The model worked as was concepted to from the start and allowed the team to grasp an understanding of the way the traps would work in the world. The next task was creating a drawbridge that the main character could use to move from one lane to another. The design aspect is yet to be made for it, the drawbridge however worked well the first time. However, due to clipping had to be altered when made in the game world. Some mechanics were being tested in the game world then by week seven the world and the mechanics were migrated together. 

Throughout the basic whitebox development, playtesting has been a vital part of the project. Creating feedback forms and having them be filled out as each stage of the project has helped form the development of the game as it is right now. Most of the people testing the game were first year students and other students in the second year. The last weeks of semester was used to create an inventory system in the game. This would be the final creation for the game mechanics. The inventory system would hold items and display information when the user clicked on the item. The last thing created however, was in Maya and that was a potion for the health pick up mechanic. A very basic creation but will serve its purpose well. 

The minuets were also taken down throughout each meeting. These would be good for members to share ideas and show off work. Towards the end of the project due to members becoming entwined with their own individual work and focusing on the progress of their individual Gantt charts, less meetings were had, and some aspects of the team group Gantt chart were not being updated frequently. 

Future work. 

Future aspects of the project that will need to be priority will be as such: 


· Inventory’s system (making items stack).
· Allowing the ability for the player to place items from inventory. 
· Asset creation such as: traps and drawbridge. 
· Organic interactable: Shroom Jumpad, Flower button and vine platforms. 
· Emitters for diseased side. 
· Placing more assets into the world.
· Texturing assets. 
· UI.
· Character animation. 
· Main menu.
· Lighting. 
· More trap Mechanics.
For the planning side the lack of meetings is a must fix. making sure that the game is getting plenty of play testing through its development.   




Conclusion.

Reflecting on how the first semester for the second year has been, so far, a positive start to a well-planned project. Even with the lack of communication the gropes attitude to one and other never wavered. However, with the realisation that prioritising some aspects over others isn’t going to have anyone set. This may not be such a bad thing as the focus on creating the game mechanics which is a vital part of the game. Aspects such as the traps have not been addressed and have fallen behind on the planning this is highlighted on the groups Gantt chart that is analysed every two weeks and has just been pushed back and back on individual Gantt chart. This has led to most of the world’s mechanics being created but the world having a poor visual presentation.  If I were to do this semester again I would focus on the visual aspect of my assets and then work on the mechanics behind them later
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