Development Report
My group is hidden basement game and our game is “Bale out for blood”. Our aim was to create a first person shooter, 1930’s gangster game which lets the player take control of “Jake Bale”. “Jake” is a simple guy whose world is turned upside down when his fiancée is killed in a shootout at the club they both work in, “Jake” then goes looking for revenge. My jobs in developing the game were: creating two levels, matinee sequences, A.I, physics assets, kismet sequences, custom textures, and importing custom characters and objects.
Level Creation
The two levels I created were the casino and the penthouse. I used various websites to get an idea of what a 1930’s casino would look like and sketched a few layouts of it. When creating them in UT3 spent a lot of time changing the layouts around because although the level looked fine it didn’t allow the game-play to flow. In my penthouse level I used max’s docks level to provide a view for outside the penthouse. I used the same custom textures as the casino because the penthouse is supposed to be part of the casino.    
Matinee Sequences

I created all of the matinee sequences in game. The matinee sequences consist mainly of fly through cut-scenes to give the player an idea of the level. The title screen matinee has a fly through of the city then flies through into the penthouse level. It also has custom user interface screens which appear on the screen whilst flying through the city telling the user that it is a hidden basement game and the title of the game. I also had matinee sequences controlling doors for lifts and other door in the casino level. It meant that the doors wouldn’t open unless the triggers where activated.  
Custom Textures
I used custom textures in my levels, to try and give them a 1930’s look as we couldn’t use a lot of the default textures from UT3 because they look so futuristic. All of my textures came from The3Dstudio.com but they did not have a normal or a bump map, which meant that my levels don’t look as impressive as Max’s or Sam’s graphically.         

A.I
I set-up the A.I. the game, which involved using the 3d buzz website and UT3 books to help me do this. I set up triggers to active some of the A.I. so that they would only react with certain events such as when the player shot them or the player was in a part of the level the shouldn’t be in. I also gave them multiple instructions such as where to go when attacking the player and how much damage to take before dying. I also implemented condition such as when the player destroys a door begin to attack the player.
Physics Assets
My levels had physics assets on my objects instead of being static object that do not move. Although my bottles in the casino level didn’t break when you shoot them they do bounce away, tables also tip over as do chairs with enough force.  
Kismet

I created the kismet sequences for the game which controlled streaming between levels, A.I., user interface screens and music. I only got sound in the title cinematic but this is because we didn’t find music for the game that suited not because I couldn’t be done.  
Importing Custom Characters and Objects
Craig created customer characters using software called blender which allowed me in theory to import them into our game. This proved to be much harder in reality. The character could only be imported into the unreal editor in 5 separate pieces, because of the way that the unreal editor works it can only take 4 static meshes as one object. This meant that our imported character would had something missing such as a head or arms I was unable to work around this and we ended up having to use default characters. However we did manage to get custom objects into the game such as black jack tables, slot machines, and bottles. Objects were created by Craig an implemented in my levels by me.    
Changes from original design

We originally wanted the use of vehicles, custom weapons and custom characters. I think with more time we could have made the features a possible but due to time and complexity of these features we were unable to implement them. If we had got custom characters to import and animate correctly we would have also had a main cinematic which would have shown Jake’s faïence being killed in a shoot-out in the club level   
Group Effort
Max created two levels, the docks and the train station. Both levels were designed really well especially the train station. He created water, sound and weather effects which added a great depth to his levels. He also had custom objects that Craig created. I believe Max’s levels look the best and it was confirmed by the testers in Hamilton.
Craig created all of the custom objects in our game. He did the art and documentation for the group as well as gathering information from all of us on what needed to be done and letting us all know. Craig done a good job of organising the group and was able to give us most of the custom objects we asked for. 
Sam created one level, but he did come in to the group late in the development. He managed to get custom object into his level and overall I think done a great job.
Everyone was supposed to give me their levels to add A.I. and streaming to them, I never received levels from Chris. We were supposed to have 7 levels, without Chris’s level as the game stands just now we have 5 levels that stream and have A.I.

There is no part to this project I didn’t participate in other than the analysis and design document. I carried out my jobs to the best of my ability and have a solid understanding of the unreal tournament editor now.
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