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By Connor Furneaux.

Introduction.


This production diary is a reflective document showcasing my individual academic experience throughout the second semester in the second year of study. I will be stating what I have done throughout the process and analysing how I thought each aspect went, what I am going to do next and how I believe that process will go.





















[image: ][image: ]Semester 2. 

January.
8th of January. – I started this semester by creating a task sheet of all the things that I had started and not started to allow me a visual aid of task progression alongside a new and improved group Gantt chart.   






































10th of January. – I created some new widgets for buttons that I know will be needed for the inventory system.




[image: ]



14th of January. – The progression and completion of the inventory system and crafting system is the focus for the first few weeks. Starting to allow the player to interact with the items. The user can now click on the item; it gives them a description of the item and a picture.
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17th of January. – Today was used to input into the inventory system a stacking system. I have had some issues with it so far as when picking up items it would still place them in list form.

I added this piece of code which allowed the items to stack after the addition of the +1. 
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21st of January. – The next piece of code needed was to give the player the ability to interact with the drop button and do what it says and drop the item. This will allow the player to make space in the inventory system.  
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[image: ]24th of January. – I then moved on to the use/place button. I needed the player to be able to consume a potion for health regain and place objects such as walls and traps. I’ve started with the health regain. The player can consume a potion and gain 25HP however if they have full HP they don’t gain any but still consume the potion.  























[image: ]This is what happens when you consume the potion at full health.
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Damaged player. 
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Damaged player consuming potion and gaining 25HP.	





[image: ]When player tries to consume items that can’t be consumed.  











[image: ]26th of January. – After some more testing I realised with the use/place button as it has to uses i can have the print string of the “yuck I can’t eat that” as it would interfere with the placing of items as it would pop up when placing traps. This was a simple fix as all i had to do was detach the print string. 



29th of January. – Today I thought that I needed to prioritise more and as one of the main aspects of feedback was the game had no goal. I need to add enemies and give the player something to do. I’m going to research into this and the enemies are now my main priority.  


February.

1st of Febuary. – Started to research enemy AI. Looking into creating nav paths and having the character moving to where I want to. When noticing the main character going off the path and attacking Luna.  

2nd of February. – I have come across some issues. I can make the enemy notice luna and move to the same space using pawn sensing. However, unable to get the enemy to move on its own. Getting the character to follow a path is key to the game the team wants to create.   

7th of February. – I have been able to get the enemy to roam around the world and detect Luna. Still struggling to get the enemy to move on a specific path.

13th of February. – I have still not managed to get the enemy character to move the exact parts I wish. I am starting to look into target points as an option. I have also started looking into getting the enemy to attack and deal damage. 
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15th of February. -  I have been trying to add a collision capsule to a prototype sword in order to give the enemy a way of attacking. So far the collisions are not occurring so therefore the player isn’t taking any damage. This will have to be relooked at. Making sure that Luna allows collisions. 


16th of February. – I have left the enemy attack for now to work on getting some UI done. I created a health bar for Luna and the main tree I have linked the bars progress to the players current health. However, the bar doesn’t change when the player takes damage. Another aspect that has started well but has not been finished correctly. This is a habit that needs to be stopped fast.  

19th of February. – We realised that the top down camera view wasn’t really a good camera angle for players through peers playing the game. We changed it to an over the shoulder third person view. This gave us a new issue in the fact that the player has no indication of when the tree is being attack or where the main influx of enemies are coming from. 
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21st of February. – We have decided to add a secondary camera above the world that allows the player to press the “M” key and see a top down real time map. This will allow the player to be able to where the enemies are coming from and how close they are to the tree. 

23rd of February. –  I started placing multiple Nav Mesh Volumes around the world to try and create a path for the enemies to walk on to allow the core mechanic of the tower defence to be possible.  This has its own issues as the world is not level leading to areas of the world not get covered by the mesh. This will fix itself when we create our own world.


24th of February –  We have started to rearrange some roles to get the environment aspects done. One member is now focusing on the level design and another on environment assets both being moved from characters. 


26th of February –  Started to add some textures to the enemies and world. Creating materials for them. Some have distortion marks meaning the size of some assets is off this will need to be looked at. 


28th of February – The crafting system is starting to come along. Some recipes have been added and the way you can create them is a lot easier than we thought. The widgets need to be created for it. 


March


3rd of March – Created the widgets for the crafting system in a green and brown these. Having issues with showing the recipes locked and unlocked in the widgets. 
[image: image (7)]












[image: image (9)]5th of March –  The main menu has been created and the blueprints completed we are having issues with loading the level from the button as the FPS drops massively. 


[image: image (8)]This is where the control layout will go.


[image: image (11)]6th of March – Added a day and night system to the world to give it a real planet atmosphere. The world changes from dark and shadowy to the light world. It works well with the forest world.  

[image: image (10)]Night.

Day.
9th of March - I have added a fireball attack that collides with the enemy. However, doesn’t disappear afterwards and fires in the direction of the camera not the way the Luna is facing i need to either connect it to the line array or the players skeleton when that’s imported.


13th of March –  We have lost a member of our group. Roles have been reassigned. I will now take up level design. I shall create the landscape by learning how to make the world using the landscaping tool in unreal. Will also look into how the textures are applied as the current world isn’t sufficient. 

15th of March -  We have altered the game idea into an rush attack styled Capture the Flag. With the main tree being on fire and the player having to save it by going through camps and patrols of enemies. 

19th of March – The new world has been created as a first draft. It’s had a basic texture added to it and will be tested with assets from the world. Many mechanics have been scrapped to simplify the game such as – Day and Night system, Crafting System Towers. The inventory system will stay the same and still be used for interaction capabilities. 


20th of March – Added the latest versions of the textures for some environments and enemies they have imported well and looks good. Also added a fade into the world when the level starts.  

22nd of March – I had to extend the world as we felt the level wouldn’t be long enough. I used the Unreal landscape tool to extend the world. We have placed a flat area at the end where the main tree (heart of the planet) will be placed. The main boss will also be placed here. 
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25th of March – I added a sound effect to luna’s magic attack to inform the player when the attack registers. 

27th of March – I thought the sound wasn’t enough of an indication. This led to the addition of the flames upon impact.

April

1st of April – We are having trouble contacting our member who left. We needed to get hold of the character textures that were completed by the member before leaving. If we do not ascertain these textures by the 16th of this month we will have to recreate them. 

[image: ]4th of April – I placed a sprint button into the game to allow more control with the movement of the character. I will need to create an energy gauge for the sprint and magic attack so they cannot be exploited. 




5th of April – The world seems to keep changing brightness I believe it’s to do with the fire effect from the magic attack. I will try and create a new effect for the fire and create duration where the fire fades. 

[image: ]7th of April – I placed the toadstool assets into the world replacing the flat jump pads. Will need to apply textures when I obtain them. 


10th of April – Having placed some more environmental assets into the world we have realised the scale of the world works well. However, while game testing we have realised more mechanics need to be added this is the next goal. 

 12th of April –  After a discussion we have realised we didn’t want the UI becoming too cramped. This has led us to not use another bar for some aspects of Luna. Therefore, eliminating the Energy bar. 



13th of April – I started altering the world. I added some mountains and made some light sources with the design of crystals that change colour depending on where you are in the map. 
· Forest is Green. 
· Mountain is Pink.
· Burnt area is Orange.
· Boss is Red.
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16th of April – We are still having trouble with the animations as aled has struggled with the skeleton mesh and bones keep being left out. This needs to be sorted as the animations should be in the game by now. 

19th of April – I improved the fireball attack by adding a glowing effect to the sphere and a moving material. This gives the attack a bit more punch combined with the sound effects and final impact explosion. 


22nd of April – The world has started to be painted. However, we are having issues with some of the textures. The normal and roughness maps are not placing into the engine correctly. Aday the person who created the textures is going to look into this problem. He thinks it’s something to do with the textures not engine. 


25th of April – I have created fire effects to be placed around the map to show the worlds being destroyed. 
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[bookmark: _GoBack]27th of April –  Placed the campsite assets through the world to add more places to add enemies for interaction. 

30th of April – All animations have been placed into the game. Some have issues with the event graph the death animation doesn’t play before the character disappears. I have had issues with getting the weapon to link with the finger sockets on the characters. Some aspects of the games original idea unfortunately will not make it into the game.

1st of May – The worlds been painted, the animations have been added and the game has a beginning, middle and end. I need to place sound into the game then ELM is at an acceptable level. 




Conclusion.


The second semester for my second year has been a rollercoaster of good moments and bad moments. I created things I didn’t realise I could and developed skills and techniques in the engine. However, I prioritise some aspects over others losing sight of the high priority tasks. This has led to some features missing in the game as I spent a large part of the project creating features that didn’t directly impact the key elements of the game. It wasn’t until realisation through the words of one of my lecturers that the key to a good game is enjoyment. This led to the simplification of the game, cutting many features that had ended up being unnecessary. The groups Gantt chart was being taken more seriously and was being used as a vital organisational tool that was analysed every two weeks. The planning was sufficient and easy to follow. We needed more contingencies for the unexpected as the unexpected happened to us, with the loss of a member. The team handled losing a member well. However, we spent to long trying to acquire files from the member that left, we went from trying to save time to expending it when the assets could have been redone this affected us poorly and led to the main character being untextured. With all things considered I am very happy with the way the game turned out. It’s a fun small game experience with potential for further development. 
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