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Introduction
[bookmark: _GoBack]This document details the processes undertaken on a day by day basis as a member of the development team for Space Peril during the 2nd semester of the 2nd year.  It gives a reflective view on the tasks which have been completed to fulfil my role of Level and Environment designer; and also details changes made later on in project planning to adapt to fit the groups needs and priorities (i.e. bottlenecks).















Monday 22/01.
· Set up team accounts for “TeamGantt.com” (a website with a dedicated system for creating Gantt charts) and began setting up formatting and inputting my personal tasks.
· Setting up a Gantt chart on teamgantt.com was far more straightforward than the alternative that was used last semester; Google Sheets as it allows you to display time management information and set dependencies on specific tasks, helping to actively identify bottlenecks.

Wednesday 24/01.
· Finished setting up personal tasks (environment assets) on team Gantt.
· Using the tools provided by this new platform, team members can see my personal progress on each asset as they are listed individually in their own respective categories – giving a clearer understanding of what I’m working on and when.
· Created a template to be used at team meetings.
· I have acted on feedback by adding sections detailing what was discussed during the last meeting and what was done in relation.
· Created an asset list template to be used for environment assets, using checkboxes. (Model, UV, Texture and Import.)
· This can be reviewed and shown by myself at team meetings to update the team on the production of environment assets and to identify any backlogs/bottlenecks in my work load.

Thursday 25/01.
· Started modelling Pillar/Pipe asset in Maya.
[image: ]




Friday 26/01.
· Completed modelling and texturing Pillar/Pipe Asset.
· Using new techniques learnt during practice on Maya 2018, I have been able to make the Pillar, Pipe and metal brace, all one single mesh/object by using the weld and multi-cut tool.  Taking this forward will improve the coherence of my models when viewed in different ways (e.g. wireframe mode).
[image: ]










Saturday 27/01.
· [image: ]Designed a wall piece that could be used in a more modular way than originally planned.
· If I could make all wall pieces modular and uniform (while still adhering to the art target), it would free up a lot of time and remove the need for too many unique wall types to be made.


Monday 29/01.
· Modelled the new modular wall design in Maya.
[image: ]
Wednesday 31/01.
· Split the new modular wall asset into two equal halves so design can be altered and moved to insert other modular pieces in engine.
· Created a window to the same scale and measurements as the modular wall piece
· This allows the window asset to be placed quickly into the environment, replacing a wall piece.
· I recreated the interior window asset in a similar style as the window I had created during the first year (for the diorama).  Having the design work and base structure of the window already complete saved a large amount of time.
[image: ]
(First Year Diorama Window Asset, Left; New modular Window asset, Right.)
Thursday 01/02.
· [image: ]Created a floor that can be used to piece the modular wall and window together, using pillars.


[image: ][image: https://scontent-lhr3-1.xx.fbcdn.net/v/t34.0-12/27496328_10157026277629027_63774195_n.png?oh=a04bc6a2ed09a562d5a6352167982209&oe=5A7E078C]










· This process of creating modular building blocks for the level design as opposed to modelling entire rooms/areas in one go has allowed for fast assembly of level layouts in Unreal Engine 4 and keeping one uniform size for all walls, windows etc. (as agreed upon in team meeting) has almost halved the time originally thought needed to complete the environment.




Friday 02/02.
· Textured the Modular Wall Piece and imported it into UE4.
· Upon reflection of the completed texture; I felt that an extra alternate “worn” version/iteration was needed to break up the walls when places in Engine to save them from looking repetitive.
· A stripe was also added to run through each wall piece, to give them the feel of being connected and coherent.
[image: ]
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[image: ]
Monday 05/02.
· Textured Modular Window asset to be able to be fit coherently into the current system.
[image: ]

Tuesday 06/02.
· Textured and imported the modular floor piece.
· I originally had a bit of trouble designing the formatting for the floor; whether it would have one plain texture or have a coherent stripe style system, similar to the walls.
[image: ]
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The stripe was decided on as it fit more
fluidly with the other pieces.
Wednesday 07/02.
· Decided that using the Window mesh with another texture as the frame for the sliding doors would save more time, as it was discovered after testing that Wendy could fit through space in the window as if it were a door frame.
· Modelled sliding doors that are to be textured, and placed into the window mesh (using a new “Door frame” texture in engine), then animated.
[image: ]









Friday 09/02.
· Ran into issues with the sliding door mesh in Substance Painter 2.  After research, I discovered that I had to flip the normals of one of the door panels in order to get it displayed correctly in substance painter.

[image: https://scontent-lhr3-1.xx.fbcdn.net/v/t35.0-12/28034476_10157075814554027_292072126_o.png?oh=865ae2be45c5c33909fccf3b71f7a40b&oe=5A870DBB]Saturday 11/02.
· Finished texturing sliding door assets and tested them in engine; slotting into the frame used for windows.
· This saves a lot of time as the Window Frame asset is multi-purpose, making me free to work on more assets.

Monday 12/02.
· Created proxy meshes of both the corner and basic pillars to be used to connect the modular wall pieces together in the environment.
· This took a while as I was running into issues with scaling.  This was solved by importing both the floor and wall modular assets into Maya to check their scale in relation.
[image: ]










Wednesday 14/02.
· Resolved a problem that arose during last team meeting with Unreal Engine.
· Fixed naming conventions for all new modular assets that have now been added into engine.
· Re-organised all folders so assets and their categories are labelled correctly.

Thursday 15/02.
· Finished texturing both central and corner modular pillar pieces.

[image: https://scontent-lhr3-1.xx.fbcdn.net/v/t35.0-12/28217136_10157086067794027_1666831457_o.png?oh=2d3b53024b042569cc9a6f8514832a87&oe=5A8B560A]




Friday 16/02.
· Continued further restructuring of game level.
· Began research of Cantilever Hinges in order to ensure the Wall Screen asset is structured correctly.

[image: https://cdn.discordapp.com/attachments/136183802392346624/414422171931377664/unknown.png]

Saturday 17/02.
· Modelled and UV unwrapped the Wall screen asset ready for texturing.
· Originally had some issues creating the hinge for the screen, but after researching different types of levers/hinges and how they moved.  I settled on a standard cantilever style hinge.
[image: ]









Monday 19/02.
· Textured the Wall Screen asset in Substance Painter 2.
[image: ]










Wednesday 21/02.
· Modelled a new modular floor piece that will be used for the fall/drop hazard.
· Modelled the hovering platforms that the player will jump on over the drop.
[image: ]

[image: ]





	
Friday 23/02.
· Created a paper prototype of the blockable laser mechanic, with crates that can be picked up.
· [image: https://scontent-lhr3-1.xx.fbcdn.net/v/t34.0-12/28450001_10157109839619027_1952541354_n.jpg?oh=efc28ddcdd1cb85effccc41ad3e0ab4c&oe=5AA34A94]Doing this helped a great deal in terms of level design and allowed me to implement this into the level in white box form immediately.


[image: https://scontent-lhr3-1.xx.fbcdn.net/v/t35.0-12/28580089_10157125555459027_852393844_o.png?oh=f53421f03faced2b642f27a3a556c065&oe=5AA460A5]









Monday 26/02.
· Textured the Drop/Fall Hazard modular floor piece.
· I decided to keep the same colour scheme as the pillars; as they were slightly darker and contrasted better against the colour of the normal floor pieces.
[image: ]







Wednesday 28/02.
· Textured the Platforms to be used by the player on the drop/fall hazard.
[image: ]









Thursday 01/03.
· Continued to expand the level layout, creating a section the will introduce the player to the laser mechanic.
[image: ]

Friday 02/03.
· [image: ]Modelled the asset that will be used to produce the straight laser beams in the level.




Sunday 04/03.
· Modelled the Multi-Direction version of the laser asset and a buffer to be used for the laser.
· The buffer was created as it didn’t seem right for the laser to just be burning into the walls.

Monday 05/03.
· UV Unwrapped all laser assets ready for texturing.
· Some issues arose when unwrapping the Laser assets, causing the layout of the UV to be overlapping.  This is fixed after researching frequent Maya 2018 bugs and finding a fix for the issue.

Tuesday 06/03.
· Created the end section of the level in unreal.
· I combined both the jump/fall hazard with the laser/crate hazard in an attempt to ramp up the challenge.
[image: ]
Wednesday 07/03.
· UV Unwrapped the Debris pile but came across some issues.
· Issues have arisen with the UV debris pile and will have to be unwrapped again.



Thursday 08/03.
· Debris assets scrapped.
· This comes from reflection in a team meeting regarding scope and a priority list of assets.

Friday 09/03.
· Started texturing Laser assets.
· This was originally proceeding well until I had realised that certain edges were soft shaded instead of hard in Maya.  This meant it had to be re-exported, costing time.
Monday 12/03.
· Modelled a modular floor piece to be used to house end of level escape pod.
[image: ]





Tuesday 13/03.
· Modelled, UV mapped and exported Escape Pod asset.
· This asset is to be used at the end of the level to signify player completion of the level, although there has been talk of cancelling this aspect of the level in group discussions.
[image: ]

Thursday 14/03.
· Started texturing Escape Pod asset.
· [image: ]Further completed research on the use of certain brush shapes with the eraser tool in Substance Painter 2 in order to create a weathered appearance.
Friday 16/03.
· Created/Edited level design plans to accommodate for larger areas and to introduce mechanics to players earlier in the game experience.

Monday 19/03.
· Modelled different type of cabling that could be used both inside and outside of the ship/level.
[image: ]
Wednesday 21/03.
· Modelled an asset to be used as a fuel line that can run along the exterior of the ship.
[image: ]
Friday 23/03.
· Escape Pod assets along with Cabling and Fuel line assets scrapped due to team meeting.  Discussed scope and priorities along with diverting attention to assist character design.


Tuesday 27/03.
· Began white boxing new additions to the level.
· Modelled larger version of modular drop/hazard floor piece.
· Changing assets to suit with bigger level design has presented a problem in terms of unforeseen workload which could have/can be prevented (in any future projects) by ensuring that a concrete basis for the level is determined earlier on in development.

Wednesday 28/03.
· Edited the meeting template to be used for Easter holidays to accommodate for drop to 2 meetings per week.

Friday 30/03.
· Completed white boxing new sections and changes to the levels layout.

Monday 02/04.
· Started retopology of Brute after assigning it to myself at the point I realise in a team meeting that no one in the team was actually working on it.
· [image: ]This task is proceeding well but has run into some issues regarding the neck and wristband areas.

Wednesday 04/04.
· Agreed to complete Maxine’s task of retopologizing Locke at her request.  This will be completed after the current work on the brute is finalised.
· Although I am now retopologizing Locke, it is unclear what Maxine is now doing as there is very little communication from her to the group.
· Taking on the retopology for the team has now meant that my environment and level design work is on hold, creating a bottleneck; but I have made the decision that the characters being completed is more important at this late stage in the project as it’s a requirement on the brief to have a minimum of two finished characters.

Friday 06/04.
· Completed retopology and texture of Brute.
· Handed retopology to Joel to have skin weights painted before I had started texturing in order to try and rebuild the pipeline.
· [image: ]This task went largely as planned and allowed me to gain a greater knowledge of substance painter 2 (especially texturing character models) with the use of tools like ‘Physical Paint’ and ‘Projection’
Monday 09/04.
· Started the retopology of Locke.
· While I’m using quad draw for the main body of the character, it’s become apparent that given the intricacy of the majority of the model and the small amount of remaining time that’s left in the project; parts of the retopology may have to be done through ZRemesher in ZBrush.

Wednesday 11/04.
· Completed retopology of Locke and handed it to Joel for skin weights to be painted in the newly established character pipeline/flow.  The retopology has also gone back to Maxine for her to UV and later texture, completing the main/player character.
· Extensive testing was done on the retopology as I had concerns over the viability ZRemeshers ability to retopologies character models.
· [image: ][image: ]It was found that the model is completely functional both with Joel’s complete animations and skin weights; as well as importing into Substance Painter 2 and using a Hi-Poly mask.

Friday 13/04.
·  Used white boxing to block out locations for Exterior panels to be place on the outside of the ship/levels structure.
· I’m keeping the exterior walls at the same dimensions as the interior wall pieces, so they fit well together in a modular fashion; separated by the pillar asset.

Monday 16/04.
· Modelled, UV unwrapped and textured the modular Exterior panel asset ready to be imported into engine.
· I used my research on the use of emissive colours in substance painter 2 to give the exterior panels the appearance of being powered active.
· I have also used the consistent pattern technique utilised on the interior walls, with a clear stripe of colour running along the ships exterior.

Wednesday 18/04.
· Modelled, UV mapped and Textured an underside piece for the modular Exterior panel.
· I was able to use the Exterior Panels Mesh and add an extra extrusion on its top to give the underside of the ship a diagonal angle, creating the impression of a large-scale ship.

Friday 20/04.
· Modelled, UV mapped and Textured an additional Exterior modular panel in the shape of an Engine.
· This asset/panel used on the exterior further reinforces the image of an environment based inside a space ship.



Monday 23/04.
· Began replacing the white box assets taking the place of the Exterior panels in the level on Unreal Engine 4.
· After experimenting with Unreal Engine 4’s tools, I learnt of the ability to replace/change meshes in the world by simply right clicking on them and choosing the relevant option.  This sped up the finalising process greatly.

Wednesday 25/04.
· Completed the structuring of the ships exterior.
· Using modular versions of assets has greatly sped up this process and this is a practice I will be using in any future projects.
[image: ]

Friday 27/04.
· Completed final tests of the level and played through with the intention of causing bugs.
· This process, although last minute is a necessary step in preparing the game for both the presentation and exhibition.
· Although this should have been completed in dedicated play testing sessions.



Monday 30/04.
· [image: ]Created a logo to be used in Toby’s game menu, created in engine.


Conclusion.
Overall, I feel I have worked well in my role as Environment and level designer this semester and have shown to be able to adapt to resolve bottlenecks and any current issue the team was facing.  I also feel that over the course of the project I have learnt a great deal about environment design with techniques such as; Modular Assets, Physical Painting (in Substance Painter 2) among many others.  I look forward to using these growing skills on projects in the future.
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