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Project Scope 
The aim was to produce a virtual football gallery that the user could engage in 
and provide information on each of the Leagues within English football. The 
prototype focuses on only one of these leagues (The English Premier League) 
but the philosophy can be applied to any of the leagues and in fact is so 
adaptable it can be used across any sporting activity, and so is not just unique 
to football. 
 
The principle is to put each team in a compartment that can be accessed 
through a doorway. Each compartment will provide a comprehensive history of 
the club and its relevant facts.  
 
There are no boundaries to the amount of information contained in these 
compartments but a structure has been put together of the basic elements 
that will be found therein. 
 
Throughout the project the aim was to make the gallery as flexible as possible 
so that can be adapted in principle across a multitude of sports.  
 
The main room contains a library of the compartments and these are based on 
the position of the club within the league ie. The champions or league leaders 
will be denoted as 1 and those at the bottom of the league denoted by the 
highest number in the league ie. in the case of the Premier League position 20 
is the bottom club. 
 
In this way the league is not dated and not subject to a particular season and 
can be easily formatted to accept promoted or relegated clubs. 
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Project Development 
Prior to starting the project, I had to give consideration as to what software 
would be the most suitable to use in order to display the suitable content for 
each Premier League club.  
 
A number of software packages were evaluated to ascertain which gave the 
most suitable effects for the subject.  
 
It was apparent that both Cinema 4D and Maya would not be ideal to use in 
the football gallery as it relied on user interaction.  
 
Unreal Engine 4 was found to have the attributes necessary as it provided a 
workspace, if the player puts in a player start command and uses a play 
function, this will mimic ‘immersion’ ie. walking around in virtual space. 
 
This can be demonstrated below: 
 

 
 
Wherever the player start icon is placed, the user will always start in the same 
position once they load up a preview of the level.  
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Basic Compartment Formatting 
Ie. Club Information Considerations 

 
It was decided to evaluate two different types of model for the basic 
information template. These are shown as A and B models.  
 
The most appropriate model was chosen to take forward as the compartment 
template and would be applied to all teams. 
 
Fig 1: A Model- Arsenal club profile 1 

 
 
 
 

 
For the creation of the team profiles that will form the basis of the gallery, it 
was decided to develop differing versions in Photoshop. The software allows 
layers to be created allowing a neat structure in order to display multiple 
content. As Arsenal came first alphabetically it was decided to use them as the 
basis for taking the template forward. 
 
Fig 2: B Model- Arsenal club profile 2 

 
Positives Negatives 

The word ‘Arsenal’ 
stands out and 
catches people’s 
attention. 

Stadium name text is 
too small making it 
hard to look at.  

The stadium name is 
listed. 

No description for 
badge or home kit. 

The content is 
spaced out nicely. 
 

Document size could 
be bigger. 

Positives Negatives 

Colours match team 
home kit. 

Location of the club is 
not stated clearly. 

Spacing of the text 
means easy reading. 

No variation of text 
size. 

The content listed is 
short and sweet. 

Content lacks 
structure. 
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Construction of Gallery Doors 
Each room in the gallery has a door that once opened allows the user to gain 
access to the space inside where the information of each club is displayed. 
Each room is unique in the way that no club will appear more than once. 
 
In order to accomplish the completion of this task, I followed a simple Youtube 
tutorial going through the steps necessary for the construction of a door.  
 
Fig 3: Screenshot of Basement Games Door Tutorial. 
 

   
 
Basement Games (2016). Open Door Tutorial Unreal Engine 4.10. Available at: 
https://www.youtube.com/watch?v=D_WCSfr4UDM. Accessed: 12 May 2016. 
 
Fig 4: A version of the access door. 

 
 
 
 
 
 
 
 
 
 
 
 

The red cube indicates a box collision command, which triggers door 
movement if the player is inside the specified area and presses the O button. I 
had to position the door inside the door frame to replicate a real life door. 

https://www.youtube.com/watch?v=D_WCSfr4UDM
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Gallery Door Flowchart 
Fig 4: Gallery Process Chart 
 

 
 
Here is a simple diagram providing details of the possible outcomes that can 
occur when the user is faced with doors encountered in the gallery. One 
requires opening to enter the main hall of the gallery along with each sector 
where the Premier League clubs are located. 
 
If the user chooses not to open the door, they will not get to see the full 
contents of the room and remain stuck in the hall. This means that there will 
be an endless cycle taking place in the chart until a different decision has been 
implemented ie. in this case the user picks the yes option.  
 
Fig 5 and 6: Positive and Negative Interactions for User 

 

The player will 
proceed if they 
choose Yes. 
  
 
 
 

The player will 
not proceed if 
they choose No. 
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Updating Content in Gallery 
Depending on the time of the year the gallery is being constructed you have 
the option to keep the teams in their respective league positions at the end of 
a regular football season such as the 2015-2016 campaign as a guide or on a 
week by week basis lasting from August to May, which are the months that the 
regular football season takes place. 
 
Fig 7: Typical League Format (Football Premier League Season 2015-16) 
 

 
 
Barclays Premier League (2016) League Table. Available at: 
http://www.premierleague.com/en-gb/matchday/league-table.html Accessed: 
18 May 2016 
 
Here is how the Premier League looks as of 18 May 2016. By having constant 
updates of the table and teams in each room imitates real life, by showing this 
sort of data validates any claims and shows that such information is accurate.  
I included a league table in the gallery as a guide to benefit users show off how 
each individual club has performed during a particular phase of the football 
season. 

 
 

 

http://www.premierleague.com/en-gb/matchday/league-table.html
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Use for Other Sports 
While carrying out the work necessary, I discovered that it is possible to utilise 
the concept of the gallery for other sports and their different competitive 
leagues. This can easily be adapted in Cricket (ie. County Championships) 
Rugby League (Super League) and Rugby Union (Aviva Premiership) along with 
other multiple team sports. The same philosophy will apply in each case. Each 
compartment will have all the information on that team and will be linked by 
the position in the league.  
 
Each compartment will provide all the details on the club in an agreed format 
so that there is consistent information to be able to compare clubs. The 
number of pages is only dictated by the size of the database and in fact is able 
to use web based information which allows an infinite size of information to be 
stored or actually referenced. 
 
The interaction between the live tables and web based technologies will be 
defined at the beginning of the project and will take place as a template for 
each team and its relevant sport. 
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Sample Data Page 
 
Fig 8: Master Data File 
 

 Title Master Files 

Name of Sport 
 Country of League   

League Name   

    

    

No of Teams   

Season Required   

League Web Link   

 
These are the default settings that would be used in the picture gallery and 
would be the basis of all the teams of the sport that would be demonstrated. 
The selection of the sport, the league and the relevant countries are 
demonstrated below with an example from England.  
 
The league and number of teams associated are demonstrated for purposes of 
the number of doors in the galleries. 
 
The principle demonstrates that the gallery can be used in a number of 
different countries with very little need to adapt. The only change would be 
the base data that is to be used. This would be set up initially as ‘lookup tables’ 
of the various sports but eventually automated to take real time information to 
display. 
 
Fig 9: League Formats across all sports 

 
    Sporting Pyramid            

     Galleries           

                

 Football Teams Cricket Teams Rugby Union Teams Rugby League Teams 

England   England   England   England   

Premier Lge 20 County Champs 1 10 Aviva Premier 12 Super League 12 

Championship 24 County Champs 2 10 Championship 12 Championship 12 

Division 1 24             

Division 2 24             
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Overall Summary of Project 
In this project it was important to meet all the criteria set out in the design task 
given. Each element was designed to be as flexible as possible and not 
constricted by time or point in history. This approach means that all data 
shown can be current and reflects accurately the most up to date information 
possible.  
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