Karol Schwarz		1801245
Production Diary

26th September (First week)
· Today we received the brief and were tasked with developing a pre-production for a survival horror video game. In this week I worked on research for my presentation takes part in the third week. The research included what kind of style of horror game I wanted to develop, which was an escape the room style in an abandoned haunted hospital. During this week I also worked on character sketches (monster).
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3rd October
· This week I further worked on my ideas for the pitch, I took my sketches to Photoshop and finalized them for the pitch. I did a mood board, 3 full body reaper sketches, 3 full colour close ups of the reaper in different styles and a line drawing of the hospital setting along a final coloured version to show the mood.
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10th October
· In the third week we all presented our individual ideas to the rest of the class and talked about feedback. My pitch was for a survival horror game in an escape the room style, the player has limited time to escape a locked room in an abandoned hospital before a mysterious reaper monster breaks in and kills him, the game would keep the player in suspense as the reaper would make flash appearances while the player is in a dark room trying to find their way out.

17th October
· After reviewing our ideas our group decided to merge and work together on ‘Submerged.’ Everyone in the group liked the sound of it and chipped in with their thoughts and opinions going forward. Knowing the game is going to be in first person I started researching hands by looking at different positions, breaking them down and drawing them. This will help me with the storyboards I’ve started working on as well as any future modelling/ animating.
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24th October
· [image: C:\Users\Animationstudent\AppData\Local\Microsoft\Windows\INetCache\Content.Word\notes png.png]In our 5th lesson we all sat down and discussed how the game would work from a practical side, we created a rough white box outline and worked on the layer of the map. We split it into parts and sections to know what happens at a given stage. We also discussed what we will include in the scripted sequences and cut scenes, which would be the intro, outro (both good and bad ending) as well as a scripted sequence with the monster killing a deer. After the discussion I started researching deer’s, collecting reference images and videos.
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31st October
· This week I started sketching and drawing deer’s based on my research and reference which I have collected to help me understand their anatomy and movement better and make me used to drawing deer’s when it comes to the storyboards. I also started the first rough of the introduction storyboard.


7th November
· I continued developing the introduction storyboards going over them to fit the updated introduction sequence which we (myself and Dylan) discussed with Fenn, once I was happy with the first take of the introduction storyboard I moved onto the deer storyboard, I used a lot of my research and reference when drawing the deer in the storyboards.
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14th November
· Drawing poses based on new monster design for reference to add to the storyboard. Going over and adding all the new updated designs made me go through many versions of storyboards. I also finished the deer storyboard going over it to make it look cleaner after adding the new monster designs.
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21st November
· Preparing footage (assets) for animatic, I had to crop certain parts of the storyboards out and redraw them to have them on separate PNG layers for the animatic. While doing these I decided to add more detail to the deer’s. Once I had all my assets ready I made a new composition on After Effects and started putting in the scenes and structuring them to follow the storyboards.

       28th November
· I started editing the animatic using the position, scale, rotation tools to add motion to the scene, I had to plan out the timing of the movement and make it look right. To make the deer look more animated I switched from different poses of the deer which were seen in the storyboards which made it look like it was turning rather than looking like a flat cutout. Adding the monster to the scene was difficult as I had to animate both it and the deer and make it look like they’re interacting which was hard to do only using 2D character designs. 
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5th December
· During the last week of this assignment I went over all my work to make sure it’s all there and if needed developed it further. I spent most of this time organizing and finalizing everything. During this time, I worked more on the animatic adding different camera shots and more effects. After I finished all my work I exported the animatic to an mp4 file, as well png frames at 5fps to show in my reflection as I can’t attach an mp4 file to the word document. 
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