Bad Service 
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So the idea of our game, Bad Service, is that it is a first person shooter (FPS) and the player is based in a fast food restaurant - similar to that of a McDonald’s restaurant. AI characters then try to purchase food and drink from the counter and any of the characters that react angrily to the player then get a ‘food shotgun’ shot at them with burgers, fries and drinks coming out of it so they leave the restaurant.  Below is a moodboard of the types of guns we would be looking at using and was used as part of our initial brainstorming into how the game would work. 
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The toy guns you see in the images were our favoured choices initially. It was decided that once food is shot out of the gun, if it hits the character they would be dead and out of the game. However, if it misses then the AI character goes around on a rampage killing as many employees as they can before eventually being killed. If the AI character kills the player then it is gameover and the game restarts. Any food that misses the AI character means that it can be recollected as ammo for the food gun to kill the crazy, rampaging AI character. 

There is no story based within the game, it is just an idle shooter that only shoots at people. The name of the game ‘’BAD service’’is basically what it is and bad customers get punished accordingly.  

It did take us a while to actually agree on a name and the concepts that flew around on this idea were pretty wild. But overall, we were happy with the end ideas and designs, though the finished game wasn’t what we hoped, it was a fun process - mostly!
We have had discussions about lots of different game ideas, for which I will place some of our discussions below. The group discussion was about the game we were going to make and researching ideas. These ideas were put onto a mindmap and it was decided, a mammoth-themed platformer, would be best. However, the group were unable to decide on using 2D, 3D or a mix of both. Lots of research was carried out into the colour, themes, style and characters for the mood board. It was decided that the game would be a 3D focus throughout. 
On this project, I was on the modelling team and I had to create design ideas for various aspects of the game, such as the objects that would appear in the game, I have created things such as the food gun , tables, trays and seating.  We decided to choose a younger target audience as we wanted a light hearted, fun game that would entice young users.
I found using both Blendr and Maya a tough strategy, so I just went with the software with which I was most comfortable and which was easiest to navigate. I did attempt Blendr but found it was too difficult to navigate and resorted back to Maya which I found much an easier tool to use to texture and UV unwrap the designs. 
 I learnt a lot of new skills, from communication methods to game design software. Overall, the experience was invaluable and has aided my future assignments. I found the research very interesting as this gave the group freedom to create their own ideas amongst others produced online. This then allowed group collaboration online which actually helped in the initial brainstorming idea. 
I communicated with other team members through Discord which is a group-chatting platform originally built for gamers, but has since become a general use platform for all sorts of communities. Discord also allows users to use voice and video-chat, as well as live stream games and other programs from their computers. It was useful for us because we can share our screen to other team members to show our work and have feedback, but to also show the problems and then another team member can help solve them problems. 
I used Youtube and Google to help me through tutorials and walkthroughs on my Maya work and this helped me gain greater knowledge and develop my skillset further than it had done previously. 
Research 
(1)
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I used Youtube to help me design the cheese to make it look like the cheese has lavers. It required more pixels to make it look like it was nice and melted.


(2)
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This walkthrough helped me alot on how to model a piece of food and merge two pieces of the shotgun.


This below Youtube video was useful in helping me learn how to merge opponents and  link other dots for the shotgun. 
(3)
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My models
[image: ][image: ]
The gun in the left image is one in which was created in photoshop, despite the fun idea of the gun, we decided to go for a different approach. The green gun on the right is a development and early stages of a gun I designed and modelled. 
This was my favourite part of my modelling work, however it was very hard on the editing part. The handle parts and the shaft of the gun I used Youtube videos to help me work out how to create them effectively.
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These are the early designs of burgers which I modelled. I tried to make the designs as simplistic as possible whilst also assuring all the players that this was in fact, a burger. The image on the right shows how I broke down each individual layer of the burger. This was something that took time but as I developed greater knowledge and confidence of using this programme, I started to enjoy the different effects I could make.  
The layers shown in the image on the right shows the different parts of the burger which can be used in the gun and separated so that different parts can be shot. 
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I designed the chips which the group asked of me. I found the box an easy model but the chips were designed in a way that they not only look like ‘fries’ we would get in any fast food restaurant, but also they were designed to look like gun ammunition. In effect, bullets. I think I managed to achieve that quite well and am really happy with the results. This took me much less time than the burger as I had developed and learnt new skills creating the burger, to which, these transferred over when designing the ‘fries’.
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This was slightly trickier to design but as one of my final designs, I had built up a good knowledge base to create a decent drinks carton. You can see again from the images how I designed my work and the research taken to achieve that.











(6)
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This was more difficult due to the shading and layered shapes. However, I am overall quite happy with my outcome based on the research idea which was followed. 
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The tables are very basic but it is quite hard to get something so rigid in style and shape to look anything but basic I guess.I toyed with circle tables or smaller tables but thought it should be the best option. An almost ‘dining’ table look.

Conclusion 
The assignment was good fun and enabled me to develop relationships with my peers I previously did not have. I noticed that as the deadline approached, the group became more cohesive and communication was improved, especially with me as I did feel that a lot of my input was ignored earlier on in the process.. However, I do think remote working made it harder to get things started as we don’t know each other that well personally and seeing each other regularly may have helped with this. Despite that, I did enjoy the process but would definitely do things differently in regards to testing myself more and stepping out of my comfort zone a little more next time. However, the game idea was a fun one and I think that with a little more experience and time we would have produced a really fun and interactive game for everyone to play.. 
Improvements 
Time management - I thought I had a lot more time than I did and I know my teammates were waiting on me which I couldn’t do much about as I had not finished the designs or models at that point.
Knowledge of software - I had not used as much software as before now, which held me up as I then needed tutorials and videos to help me gain understanding - which ate into the time we had. A definite lesson learnt!
I could have put more texture into my model which would have created nicer detailing. As i didnt, some of my pieces of work look flat and I wanted a much more detailed 3D version.

Communication

I do feel the communication could have been better and more efficient. Whilst I was a little slow with my work I did struggle when trying to contact others as the response only came when they were ‘online’. Something I am looking forward to next year is having more face-to-face meets and getting to know my cohort which will give them more confidence in my skillset once they see and hear what I can offer.

Overall 
The process started really well and we came up with some really imaginative and fun ideas. The idea of the food-gun was loved by all and seemed a really fun part of the game. We did fall behind in the end product and it didn’t finish as we intended - but that was mainly due to poor communication and time management by us all as a team. However, this process has shown me that i am more able than I originally thought and it has put me in good stead for the assignments coming year three. Especially with the modelling side of things, however, i do still struggle with time management and the communication with my peers definitely needs work if I am to achieve what I aspire to achieve.
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