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Abstract
This project is the main project on our course, Creative Computer Games Design, and for this project the group will be creating a game experience throughout the whole year. For this project the group have to come up with an idea for the game experience, the final idea that the group came up with was;
The player will start inside a pyramid in a room with a crypt, in this crypt there is an artefact, the player must collect this artefact and then escape the pyramid but they must use this artefact to complete puzzles in each of the different rooms. The artefact allows the player to travel between a warped world and the original, and in the warped world they are able to pick up heavy objects which would be too heavy to pick up in the original world. In some of the rooms too there will also be guards and/or scarab enemies which the player will need to avoid otherwise they will die and respawn at a previous checkpoint. As for the main character only hands are needed as the player will be playing the game in a first person view.
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Introduction
The first term of the main project will be spoken about within this report, it will explain what will be happening and then onto what has happened. There will be four sections to the main body of this report; the first section will explain what will be happening at the start of the project and what should happen.
The second section will explain what has happened at the start of the project and if tasks were going as planned or not.
Afterwards in the third section it will explain what is happening and going to happen during the project, so what has changed, what needed to be done etc.
Finally in the final section of this report will be of the end of the project so what work was completed and what was not, along with the informal presentation which happened at the end of the first term, which was supposed to be where people showed what work they had completed but a lot more relaxed than a normal presentation.
The idea of what the game idea is will also be mentioned within the report to let people know what the project was about, along with any characters which were chosen, the place the player would be in and what was happening.

Main Body
At The Start of the Project – Before
At the start of the project the group has to set out the work each member is going to complete, they also need to decide who is going to complete what documentation.
There are several pieces of documentation that need to be completed which are; animation list, project proposal, project definition, quality criteria, risk assessment, a 10 pager game design document, meeting notes, game testing notes and a personal and a group gantt chart.
The group will need to set roles to each member, what each member will be completing through the project and not just one single role, as there is only one year to complete this project work will have to be split among everyone a lot more; so the animator will have to do some environment asset modelling or texturing, the texture will have to model some environment assets or possibly work within engine etc.

For the first semester the group need to get all the concept art done as soon as possible and then get onto modelling, as the group only have the year to complete their full project this time tasks will need to be completed a lot faster. The group should aim to complete all their concept art within the first four weeks no longer. These concepts will include the very basics all the way to orthographics for characters, environment assets and the environments.
The idea of the game experience should’ve been discussed during the holidays before the start of the year as it was, although the game should still be discussed throughout the project to make sure everyone knows what they are doing and so they stay on track. 

After the concepts have been completed models should be started and as much as possible completed, as there are a few different characters within the game at least one characters should be started and at least a proxy completed. Once a proxy has been completed the animator can skin then rig and hopefully start animations for the character although, depending on how complicated the character is to rig depends on how many of the animations can be completed.
However while the character modeller is modelling the character the rigger/animator should have other tasks to complete such as modelling environment assets. Everyone needs to have a task to complete at all time, no one should have any free time or be left without a task to complete, doing this will help get tasks completed faster and possibly allow more to be added into the project.

As said before an idea for what the project, the game experience should be had been discussed during the holidays, the idea was that the player would start in a tower, the player would have to travel through the tower completing the different puzzles along the way. The player will be traveling through this tower to reach the treasure at the end, this is the players end goal, and so their achievement for reaching the end is gaining the treasure/artefact. However in this idea of the game there are no enemies only the main character, the group knew they would have to change the idea but only slightly as they needed an enemy within the game. By the end of the first term they should’ve created an art target, which will be a single room will all assets within the room there, all textures in place along with at least one character within the room, this was to show off what the whole game would look like.

After The Start of the Project
Once work had got started the game idea the group had was been changed several times so the group was quite a bit behind on concept drawings, as characters were changed within the game too. With the idea being changed so much the group was behind on a lot of work as tasks such as modelling, skinning/rigging and animating would be started a lot later on than planned. With the group being behind on work this also meant work needed to be completed faster than usual to get back on track. 
Work didn’t end up starting properly for the group until around the fourth week with the idea being changed so much. However some basic concepts had been created during these four weeks which were still used towards final designs or more3 developed designs. With the game idea being changed several times the documentation for the project was also changed several times.

The final idea chosen for the game experience was; the player would start in a room with an artefact, the player had to collect this artefact, once they did they would be able to travel through dimensions, a warped version of the current world and then current world. Allowing the player to travel through the two different worlds will help them complete puzzles throughout the game, in the warped world the player is allowed to pick up large and heavy objects which would not seem possible to pick up in the original world. Once the player has collected the artefact they will need to travel through different rooms completing puzzles in both worlds to finally escape the temple they were in. As for characters, there had finally been decided that there would be two enemy characters, a scarab and a sentinel who would be a human wearing an anubis helmet.  Also there is the main character who is a female traveller type of character; although only the main hands will be needed for the main character as the player will be in first person.

As the group had come up with another idea all the documentation had to be changed again for a final time. However at this point the group had not created any personal or a group gantt chart, they had previously made notes for one but never created the actual gantt chart. Creating a gantt chart for the group would’ve helped each member throughout the project on understanding where everyone should be at in the project and what needs to be done next and when by.
As said before the group had made a basic plan of what they wanted the project to go like, but this plan was never made into a gantt chart, for a while the project was not going how to group originally planned out.

As said before the documentation had to be changed for a final time within this project, however this did not mean all documentation, the pieces that had to be updated were; the project proposal, project definition, animation list, quality criteria and the gantt chart if the group had one which they did not. These would’ve helped the group members understand what the game experience is that they were supposed to be creating in detail, they would explain everything that had to be done like the animation list saying what character had to do what animation along with an estimated time of how long it would take.
The pieces of documentation that did not need to change were the risk assessment, meeting notes as they would be taken of the meetings and the same with game testing notes as they would be of the game testing sessions.

During the Project
As said before the project didn’t properly start until around week 4 and nothing was going how the group planned things out at the start, although work did start to get better later on, work being completed and sorted out. During the project there was a main character and so a design had to be done for this female character, this was the player, and so a character was completed with orthographics for the modeller. However it was found out a little after as the game is first person there was no need to create a full character, only hand designs were needed as that is all the player would see of the main character while playing the game. As concept art did not get completed until later on in the project the modelling for both the characters and environment assets did not get started until later on either, so as the animator was the one who was completing the character concepts this meant that the character modeller wasn’t able to start modelling characters until they had those concepts. As the character modeller wasn’t able to get the character concepts until later, this meant that the animator isn’t able to animate until a lot later on either as they need a proxy at least.

The work which had been completed around halfway through the project were; basic concepts for each character, developed concepts for an enemy, the sentinel,  and the main character being the player character, only the main character orthographics had been completed. Also at this point hand designs were being created however it was not known that orthographics did not need to be completed for the main character. This meant that work had been completed within the project which did not need to be completed, this shows the group had a lack of communication between them, if this work was not completed this time could have been allocated to other tasks.

By around halfway through the project a group gantt chart still had not been created, communication skills were not brilliant either as the gantt chart needed to be completed but no one knew where other were or should be with work.
The group needed to improve on certain things such as communication between each group member, the risk assessment which was created was supposed to help towards this showing the different types of communications the group can use to talk to another group member.
Another thing the group should’ve kept doing was checking over any documentation to understand what the whole project they were doing was about, rather than group members being confused with certain tasks set. 

Later on in the project closer to the end hands designs were being completed along with orthographics, once these had been completed a proxy of the hands needed to be completed. However the group member in charge of this tasks was a difficult member to contact, so when the task was given to him it was hard to find out if the proxy hands were complete or not, at this point the animator had to do some research into how to rig hands but had no proxy to test this research out on.
As said before there was a lot of lack of communication between the group members which caused a lot of problems, this is also where the group gantt chart would’ve helped other people to see where others should be at with along with themselves.

[bookmark: _GoBack]
End of the Project
By the end of the first term not the planned amount of work had been completed, there was not enough communication between the group members to completely understand what work had been completed. One group member was working a job and so he could not communicate during work hours, another was missing for two weeks and barley said anything to any of the other group members so they were unsure where he was on work. Another issue the group had was that they didn’t post any of their work to a blog, doing this would’ve helped other group members see what work has been completed within the group rather than having to ask each other all the time, another form of communication.

The work which had been planned to complete at the start of the term by the end of the term was;
All concept drawings done, basic to final, modelled environment assets and environments, a mostly working environment, at least one room complete with assets and textures for the art target, hand proxy’s and finally a finished modelled character along with textures for as much as possible, and finally the hand proxy skeleton, skinning and rigging completed along with some animations and then the character skeleton, skinning and rigging at least started ready for animating next term.
There was some of this which was not completed such as the hand or character skeleton, skinning and rigging had not been started and so no animations were completed either, this was due to lack of communication and not being settled on an idea for the game early on.

At the end of the project there was the informal presentation, this was informal to make it more relaxed for other people, however this did not go to plan as people were still trying to act more formal when showing what work they had completed. During this informal presentation the group needed to relax a bit more and actually sound like they were having fun creating the game as it seemed like they were miserable, which of course they weren’t but others couldn’t tell that. Also not everything needed an explanation to it as it was supposed to be an informal presentation, it was to show off their work and sound proud that they had completed it as if they did not feel as if they were pushed to do it and as said before sounding miserable about it. What the group lacked in the informal presentation, which they still had not completed by the end were gantt charts, these needed to be completed and were not, the group should focus on getting this complete as soon as possible for work. 

Conclusion
Within this report the first term of this project is talked about, what is spoken about it what will be happening during the project and then what has happened later at the start, during and at the end of the term.
The main body of this report is split into four sections, the first of these four sections is “At The Start of the Project – Before”, this section will explain what should happen at the start of the project, what documentation should be completed etc.
The second of these sections are “After The Start of the Project”, within this is explained what actually happened at the start of the project, if work is going to plan or not.
The third section will talk about what is happening during the project and what is going to happen later on, this section is simply called “During the Project”
Finally the fourth section is called “End of the Project” and this will explain what work had been completed by the end of the term and what wasn’t, along with the informal presentation the group had.
Also the idea which the group had finally chosen for their game experience will be spoken about within this report and also where the idea started and the changes it had.
Within some of the sections what will also be mentioned will be the problems the group had, what they needed to improve on, as every group has at least one issue.
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