Creative Producer


A combination of a Story/Writing producer and the Art producer.  Once production on the game begins, the story will be locked.  From that point on, it would be the job of the Story/Writing producer to make sure that any potential technical conflicts (editing of missions, limitations in the cinematics, etc.) are resolved while still holding true to the original story.  It would only take one person who has knowledge of every aspect of the story to handle this job.  


The art end of the game is so intrinsically linked to the story, that it makes sense just to combine the two positions.  The Art producer must also have an extensive knowledge of the story while at the same time being able to deliver character art, production design, character models, etc.  It would be the job of the Creative producer to handle all of these aspects of the production and keep the game as close to it’s original intentions as possible.


I would like to say that it might be a good idea to have an art/story producer AND an exclusively art producer because we have such a limited time in which to complete the game.  The Creative Producer and Animation/Art Producer could divide up the myriad of tasks that need to be done in 14 weeks.  

Timeline

Week 1 – Begin modeling finished characters.

Week 2 – Begin modeling environments, props, begin implementing models into the game engine (if not here, then as soon as possible).

Week 3 – Continue modeling, animation tests, lighting tests.

Week 4 – Lock down game map, character models

Week 5

Week 6 – Revisions of models, textures, lighting, etc.

Week 7 – Deliver first draft of in-game visuals completed to date.

Week 8 – Revisions of models, textures, lighting, etc.

Week 9

Week 10 – Continue modeling, animation tests, lighting tests.

Week 11

Week 12 – Deliver finished in-game models.

Week 13 – Revisions of models, textures, lighting, etc.

Week 14 – Deliver revisions.

Will work with: 

Modelers

Texture Artists (very, very important)

Storyboard Artists (an important combination of story/art duties)

Character Designers

Production Designers

(most of these jobs can be combined)

The Creative Producer will also have to be made aware of what is possible in the game engine so that, for instance, a modeler will not spend two weeks handcrafting a very pretty spaceship only to find out that the engine cannot handle such an intricate model.

