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1/02/2018
Today Logan spent around an hour working on the game engine and fixing issues with the textures and trying to sort out some of the lighting. Logan successfully fixed the textures however the lighting requires more time to fully fix. After the lesson Logan went home and created a personal ghantt chart putting all the assets I've been set to model as well as marking the assets I had finished before the term had started. 

02/02/2018
Today Logan finished the gun shelf and the bench ahead of schedule and updated the grantt chart accordingly. Both of the assets are now ready to be textured and put into the engine.

Below is a picture of the finished gun shelf
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07/02/2018
Today Logan was scheduled to work on office chair, meeting table and security terminal assets for the game however after maya crashed and his parking ran out Logan had to stop working on them and so he is planning on completing them by this weekend (10th/11th) Logan has updated the ghannt chart to show this delay. 

08/02/2018
Today the team had a group meeting and discussed were they were at in terms of the ghantt chart. After this Logan updated his ghantt chat and finished modelling the security terminal desk. However, Logan realized that he missed certain assets in my ghantt chart and has now added them onto the ghantt chart. 
Below is the finished security tesk
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09/02/2018
Today Logan worked on the games lighting and fixed several issues. He managed to light the entire prison area of the level and now has to work on the rest of the game. he plans to finish this by next week (16/02/2018)

14/02/2018
Today Logan continued to work on the games lighting and started work on the waiting room section of the level. Unfortunately, he wasn’t able to get as much done as he wanted because of an issue at home. He is still on course to get the lighting done by Friday the 16th.

15/02/2018
Today Logan fixed certain aspects about the ghannt chart and updated work he had completed as well as continuing work on the lighting. Today Logan managed to finish the armory, medical room, security room and most of the waiting room. After reviewing the ghannt chart he decided to re schedule tasks according to how long he thought it would take. Because of this Logan can still complete all my tasks however certain tasks such as lighting have been put back until the 23rd of February. This will allow him more time to work on texturing as well as asset creation. This was something he missed in his original ghannt chart and has since been updated.

16/02/2018
Today Logan was ill and unable to come into university however because he has the facilities at home he continued working on the lighting and has now finished the lighting a full week earlier than expected.  this means he can now continue his work on asset creation and texturing. he will update the ghannt chart in the next team meeting (Tuesday the 20th)

22/02/2018
Today Logan was still ill however decided to do some work at home. he managed to finish modeling the office chair asset as well as the computer model he said he would get done in the last team meeting. he plans on getting these assets uv unwrapped tomorrow (23rd) I have updated the team ghant chart to show that he has completed this work. 

23/02/2018
Today he managed to uv unwrap the computer, security terminal desk and office chair. This has meant that these objects are on schedule to be textured by next week. The next task Logan will be working on will be texturing the assets in the waiting room. he has updated the ghant chart to show his progress. 

Below is the finished office chair
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28/02/2018
This week Logan began texturing the sofa for the game, however it took longer than expected as he underestimated the work involved with this process. Logan will continue working on it tomorrow.

29/02/2018
Today Logan managed to finish working on the sofa textures. Logan will work on the monitor textures tomorrow.

30/02/2018
After spending time working on texturing the monitor Logan realized he wouldn’t be able to achieve his goal of getting these assets textured within the week as he is not at a high enough skill level yet to texture these assets to the standard required within the given time. he has now updated his ghannt chart to show this delay and will now work on these assets with Alex king on Thursday and Friday so he can help me texture some of these assets and teach me how to make the assets fit the art style of the game. 

 1/03/2018
Because of the university being closed Logan was unable to come in to do work so there has been another delay on the work schedule. 

2/03/2018
Again, today the university was closed due to the snow so Logan have been unable to do the work he had originally planned. Unfortunately, this has meant delaying the textures by another week.

8/03/2018
After having a team meeting they are organized what work needed to be completed and by when. Details discussed meant improving the color scheme of the game to help navigate the player using color. We are also looking at adding decals and signs to label rooms and add additional detail. This will help the level look less repetitive and will help the player navigate the level making it less confusing. The group also discussed looking at a particle system to add features such as steam and sparks to make the level feel more alive.  the group also looked at other things that needed to change such as fixing the gun, adding animations, reducing the metallic surfaces adding bigger bullets and improving the AI. They are also going to be testing the level more with a bigger focus being around the player feedback.

9/03/2018
Today we had another team meeting and discussed further details of the game. We decided to remove the command Centre as it was un needed and added additional work. We also talked about improving the locomotion of the game by slightly increasing the characters speed, adding a jump mechanic, recoil and locking the gun to the camera.  After speaking to julian the group has decided to re model the main gun in the game as the current one could be improved. This means we are going to add vents for steam and moving pieces to make it look more realistic and more impactful. 

13/03/2018
Today Logan gathered research images of the type of guns he is going to model. This will be useful as reference images when creating the gun. Logan has also started looking at better ways of making the gun as the previous model took too long to model. By looking at how other people model guns hes been able to see how to create the gun at a higher quality and faster will less effort. He will begin modeling the gun on the 15/03/2018 as he has contextual studies work he need to do as well as this gun model.

15/03/2018
Today Logan updated the ghantt chat with the new tasks he needs to accomplish. The group has also taken 5 textures out of Logan work flow and handed them to Alex as he is ahead of his work and has run out of assets to create/texture. This has given Logan more time to work on the gun model and finish any other work he is behind on. We have also removed the command centers assets/ textures from the game as this room was not needed and with the deadline coming up so soon the group decided to remove it to give them more time.  

16/03/2018
Today Logan began modeling the new gun and experimented with new shapes to make the gun look more interesting. Logan has put the previous gun alongside it so he can keep track of scale while he models the new gun. Tomorrow Logan will try and finish some body types and barrel designs. 

New shape of gun
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20/03/2018
Today Logan finished the barrel and main body of the gun tomorrow. He will start the trigger and hand grips for the gun.

22/03/2018
After looking at the gun Logan was still not happy with the shape of it so decided to go back to some drawings. After changing the main body of the gun, he thinks the new version looks a lot better. By changing the shape of the gun, he made it look less generic and by adding the new brackets around the upper and lower body of the gun it has made the gun look much better than before. Tomorrow Logan will finish what small parts remain and then begin uv unwrapping the gun ready for Alex to texture. 

Finished gun model
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23/03/2018
Today Logan finished rounding the trigger and grips and uv unwrapped the entire gun ready for Alex to texture. In the end he didn’t model a stock for the gun as it would have required extra time and the player would never see that part of the gun as it is 1st person. So, because of this they changed it from a assault rifle to a compact SMG. This also suits the character more as buckshot is supposed to be a smaller than average character. 
Logan also re designed the shape of the map making it easier for players to navigate. The previous map layout had a lot of back tracking this new version while more liner is easier to navigate and after getting people to play test it so far no one has gotten lost. There are still things Logan would like to do after receiving feedback of Julian. Over the Easter he is going to brighten the first entrance you need to enter and he will also work on creating misc objects over Easter to make the world feel more lived in. 

2/4/2018 
The team is now off for the Easter break. Over the Easter team member Logan will be working on creating miscellaneous items such as debris and bottles to make the world feel more lived in. There is also a long corridor in the engine that Logan plans on changing into a restaurant for the game.  

8/04/2018 
As of today, amber has informed the group that she is leaving university. This has left the rest of the group to do the work that she couldn’t complete on time. At this current time the character she has handed us has the joints in however it has not been skin weighted or have a control rig. Because of this Owain has been tasked with skin weighting the character, ready for animation to begin on the character. 

14/04/2018 
Today Owain has handed Logan the skin weighted character ready to be animated. Logan has started looking at animation videos. 

16/04/2018 
Over Easter Logan has created 12 new assets ready to be textured which he has had to hand over to Alex so that he can focus on the character animation. 

19/04/2018
After trying to animate the character Logan realized that the skin weights and joints were not done correctly and so have to be re done for the animations to work. Because of this he has decided to focus on fixing the lighting until the character can be fixed. 

24/04/2018 
Today the team came in and as a group worked on adding in assets we had created over Easter, we also looked at the lighting and character. After the team meeting we found a first-year student named Noah who showed us how to fix the character. This has mean that we should be able to start animating the character by the end of the week. 

27/04/2018 
Today the team managed to complete the character, despite still having skinning issues the character is at a standard that means the group can start animating it. If the deadline was extended the group would go back and fix the character.

28/04/2018 
When team member Logan took the character home he realized he couldn’t work on the character. After realizing that it was because the character fixed in 2018 and it wouldn’t work on Logans Maya because he uses Maya 2017 and has had difficulty downloading 2018 the group will have to animate the character on the Monday coming back into university. 

30/04/2018
After spending all day animating the group managed to get a running animation into the game. However, we encountered another problem that the control rig bends the knee backwards making the running animation really bad. However, because of the deadline we don’t have the time to go back to the rig and fix it. Therefore, the group now does have a running animation however it is not to a standard that we are happy with. Again, given more time they would want to go back and make it better. 

01/04/2018
Today the team came in to work on the character again, after working on a new running animation that looks better logan started recording gameplay of the game so that he can work on the trailer for the game overnight at home. This is the last entry into the diary as the deadline is for the 3/04/2018

Conclusion 
Overall the team has done better than last term. The team planning has kept the team on track with regular meetings and the use of team ghant and trello to make sure everyone I doing work on time. However there have been exceptions were work could not be submitted either due to bad weather, technical difficulties, hospital appointments or accepting to much work and unable to get it done on time however the group has tried to ensure that if a deadline has been missed it is then posted on the team diary and update the ghant chart. The work flow has not been seamless however after team member amber left the team was given all of the work she had been unable to complete on top of the work they needed to accomplish. This has meant scaling back initial plans to ensure more important work was completed. One of the biggest issues the team faced when starting this project was taking on more work than possible between the 4 members. Over the term the game has been scaled down multiple times to ensure that the game could be completed on time. If the team were re doing this work the group would scale back the game and have more realistic goals of what can be completed on time. 
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