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The development and progression 
 of
 Sinbound
An overview of the general game idea 
I compiled a list of names for our game which after discussing various titles with the group, we agreed upon “SINBOUND” as a good connection to the game itself.
Sinbound is an action, adventure, dating game set in “Dantes Inferno” from the epic poem “Devin Comedy” written by Dante Alighieri [1]. 
The game has 9 stages, each stage composed of 2 levels, each infested with demons, guardians, and lovers. You play as a genderless character who dies of a broken heart. Your soul gets cast into the centre of hell, and the only way to get it back is to travel between each stage by interacting with different characters. During this adventure the protagonist will be creating several types of relationships, where you can create allies and lovers, or fitting the demon enemies. 
For this journey the player will travel between the circles of hell with a guide “THE CONDUCTOR” a mysterious being, whose job is transporting the souls to the designated circles. During your transportation to the gates of hell, the conductor gets interested in your quest, giving you a weapon to help with the journey. 
As a team we brought together this plot, and designated different task to each member.
And so, the game begins!

Desired target audience 
The targeted audience for Sinbound is for players that look for a combination of thrilling adrenaline action, with a mix of a love inducing character storytelling. Thus, targeting a widespread of gamers. 
The audience age group for our game is between 18 to 40 years, gamers who were born and raised in the era of shooting and retro inspired first person shooter. An example of this are DOOM [2] and ULTRA KILL[3]. 
The other targeted audience are people that like to have a quirky, romantic interaction between the shooting and combat like in HADES [4]. An example of an interaction in a comedic, romantic narrative games like MONSTER PROM [5].
With our game combining the two genres (FPS, Dating Simulator) we can aim at a wide demographic, who would like to see a new mix up of themes, who would appreciate the various characters, dark humour, and the dynamic storytelling. The game is going to be published on the STEAM platform, popular for publishing indie games. Where the majority of players enjoy nostalgic classical shooter platform. This market is saturated with ultra realistic military shooters like Call of Duty [6], or Team based games like Overwatch 2 [7]. Our game SINBOUND will give a twist to this genre.


Design/Theming choices (with examples) and justification for these decisions. 
The makeup of our team is composed of two females and three males, giving us a mixed perspective in deciding our project, which I feel is important to have a balanced outlook within the group. This is reflected in the game-----
“Sinbound” a first-person, boomer shooter [8], doom clone game with a roguelike interactivity dating simulator. The style of the game is going to revolved around the games set before 90s but also modern dating simulator.
The theme choices of “Sinbound” are fused with two game genres, Doom clone fasted paced, retro style, with a branching out on a dating simulator mechanics. This combinations of the two genres brings a quirkiness, fresher twist, into the storyline of the game, but keeping the fast-paced mechanics. 
The design choice is heavily directed towards the player choice, in the relationship making and combat. The interaction between the characters can potentially lead to a quirky romantic scene or a “battle to death” scenario, thus creating allies or enemies that could help or hinder the storyline of our game. 
For example. If the character decides to make everyone their lover, there could be a possibility at the end that everyone would turn against the main character, because everyone thinks that character is cheating on them.
In discussing as a group I put forward, the aesthetic styles linking it with modality and yet keeping it in correlations with a 90s style.  For the modelling and texturing design, I wanted to stay as close as possible to the Ps2 models and textures, having a low poly mesh and a pixelated texture.
As a group we wanted to keep our game fresh and new, even when the player replayed the game. With the mechanics of our game being nonlinear storytelling, giving the player the chance to explore the various story lines. Making each gameplay a new experience depending on the choice made, who to confront, make enemies with or branch out into a relationship. Having that character as a companion aiding the player at the end. 
Each gameplay can have a unique experience depending on the choices, making our game have a replay ability and make new discovery within the stories. 



Any relevant self-directed learning conducted. 
As part of the team of Sinbound, each and one of us had a role to play. My part within this group was the character modelling and making the animation. 
The programme I had to self-learn was Zbrush, a digital sculpting programme that allowed me to create various characters: the Conductor, Bishop, Temptress and Asmodia. All this character were created by the concept art team, creating orthographic views, making the modelling much easier.  
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Before making and creating the character I made my own reference board, to give me a clear idea of what details I could create for the character and make them as close to the game theme as possible, developing my vision of the character. 
[image: A group of different types of human body parts

AI-generated content may be incorrect.]When creating the characters I started the process of block the basic shape giving each character a distinctive silhouette and general proportions. When the general shape of the block out was correct, I started to refine and add details to the character. Once added all the blocking and adjusting the models to the right proportions, I used two tools in Zbrush, Dynamesh and ZRemesher [9]. 
Dynamesh a tool which allowed me to make my multiblock shape character, to a single mesh, making it easier for me to add details. However, it generates a high-density mesh with a high poly counts to the model, not optimize for any type of game engine. 
To contrast this, I used ZRemesher an automated tool to create a clean topology, by scanning the volume of the model. While this is perfect for creating low poly dens mesh, it does not carry any of the details. Also, it often leads to irregular surface with various and unnecessary edge flow, creating a bad topology, not optimized for UV mapping or Animation.Figure 1 Example of block out in Zbrush

To correct these imperfections of ZRemesher, I explored other types of approach, eventually finding a more suitable process, manual retopology in Auto Desk Maya [10].
With in the 3D modelling industries “Retopology” is a process that optimizes the models in several ways, quoted from the Auto Desk web site “Retopology is the process of re-creating or optimizing the mesh structure of a 3D model, typically a high-resolution or detailed model, to improve its efficiency, performance and suitability for tasks like animation (US site), real-time rendering or 3D printing.” [10]
The process of retopology Is a powerful tool to know since this process helps to achieve a good 3D model. Learning this skill, I have used retopology to optimise and refine the model overall flow by preparing the topology for animation, by adding loops in the mesh to be bent. Also, to UV unwrap and be ready for texturing.
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Figure 2 Examples of retopology

All research relating to your role. 
Within the industry, there are various departments that must collaborate with each other, up lifting the work that the previous group has done.
As a group, we started listing the essential work need it to be done, making and creating the roles: Max Jones, programmed the mechanics; Mia Harries and Ashanti Mighten were responsible for the concept and texturing of the art work for the models. James Doward was responsible of creating models props for the game, and some animation. I oversaw modelling of the characters and linked with James for the animation. 
When is started to model the characters, during this process I started to analyse and research what the 3D character modeler and animator dose in a production line.
In my research of how a modelling team works, they receive the concept art and start making the figure, by creating various versions. This process can be extensive and time consuming, to achieve the final goal. The 3D artist, who creates the character is a pivotal to shape the game. For example, Team Fortress 2 with the iconic characters, The Heavy. [11]
Transitioning to the animation department, the animator and modellers must work together. They facilitate in bringing the character to life, giving the created model their characteristic movement, motivated by their personality or goal/mission. 
This process can be more extensive and time consuming, evolving various stages: Inspiration, early animation tests and MoCap(Motion capture) being the final stage. [12]
Example: https://www.youtube.com/watch?v=0wBQwPEffTc[13]. Showing of how Revenant, character from apex legends, was animated and giving their characteristics movement. All this involves interpersonal relationships, group functionality and teamwork.

In our group we discussed our work, development taking on board constructive criticism and implementing it on our game.



Games Design Theory principles/Ludological concepts
To re-create a Doom shooter genre, we needed to study similar style games. 
The games must be fast, violent, and full of gun mixing combat. The suggested titles to look up where Forgive me Father 2[14], Ultra Kill[3] and Doom[2].
This genre have all their differences: 
Forgive me Father, is Lovecraftian boomer shooter, focusing the player to build their Dark tomb (giving the character various effects) to resist and fight back the forces of Cthulhu. 
Ultra Kill a game set in hell, where the player shoots demons, performing various combos with the guns. 
Classic doom, where the player marches through the hordes of demons, nothing stopping the character to reach the end.
As the shooting and violence are the actions of the game, we wanted to introduce to our game a more dynamic story telling aspect. Integrating the romance mechanics, the player can change the direction on the narrative, thus creating a story with multiple endings. 
As a team we must research what game have this narrative altering progression, giving the player the exploration of the multiple endings. The research games were Hades [4], Monster Prom 3: Road Trip [5] ---------
Hades a Roguelike, field with action hack and slash, who follows the main character Zagreus, escaping from the Underworld. During their adventure, the player has the choice to romance various characters, which aid the story line and narrative.
Monster Prom 3: Monster Road Trip an adventure game, with dating simulator for the main mechanics. The player can choose between 8 playable characters, traveling in the desert visiting various cities, events and shows. During which the player can romance the character and thus leading to an alternative path to the story line, making this game a nonlinear story [15].



A written reflection on not just what you research, but how you research – giving clarity to working as part of a team in a certain, particular genre.
At the start of our game development, we designed the various visual aspect of the game from texture, gameplay, and characters. We design the various aspects of the levels of Sinbound.
Sinbound set in Dante’s inferno, composed of nine concentric circles, each hosting 2 levels. As a team we agreed to create the first 5 levels:
1 Interactive hub for the player (Where the player can decide the levels)
2 for Limbo 
2 for Lust
James Dorward, provided us with a level layout created in “Dungeon Scrawler” [16], allowing us to start creating the levels. I decided to work on Lust level 2.
The programme we used to build our levels is Unreal Engine 5 [17]. Unreal engine is a multipurpose program used in the entertainment industries and its popular for its real time rendering, friendly user interface and control making it the top choice for indie game developer and AAA developers as well. 
For my level “Lust” I envisioned it with a lustful setting, where the player can recognise the presents of desire and chaos, where prostitution ruled the level. My research involved looking urban areas, with a concentration of “Sex Workers” I choose Amsterdam, famous for the “Red-Light District” in De Wallen the ideal reference [18].
In this district of the city the streets are populated with prostitutes, selling their service behind a window, which is lit with a red light, thus giving the name.
[image: Grafico delle risposte di Moduli. Titolo della domanda: did you at any point feel you were lost or unsure of where to go?. Numero di risposte: 4 risposte.]After the level block out, I wanted to see what improvements I could make to the level, which led me to use the level testers. Level testers are usually other gamers who specialize testing the game levels looking for bug, glitches, broken areas within the level. 
Collecting the data, I started to optimize the level, and trying to make the level more explorative and fun. [19]
 



Figure 3 Example. See bibliography. [19]

As the project was ending, Mia organized the team meeting, and I helped. In this final meet up, we finalized and refined the details of the model. As a group work the dynamics were well respected with good. 
levels of communications, roles and responsibility were distributed. 
In retrospect we should have defined who was the leader of the group, keeping an eye on the overall workflow. As a new experience of making game with a group, I understood my role. It made me aware of how I could optimize group work for future projects. As part of our review, we also thought how the game could be published bringing this fresh game concept to the market.
Game presentation 
SINBOUND.pptx
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