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[image: ][image: ]Each member of the team originally created a individual Gantt chart to assist in helping plan and keep organised the production of the game. This was then edited into one large Gantt chart which kept track on the team as a hole. Having the single Gantt meant that each team member could see the progression taken by the other members of the group, there for seeing if anyone was falling behind with work, if they were a head they could help. Though this rarely came into play until hitting toward the end of the second semester where the team was starting to bottle neck work due to the multiple alterations that were made to level design which should’ve been completed much earlier on in the process as a team. I don’t think the level design should’ve been left to just one individual as many ideas could’ve been suggested earlier on in the year. Members of the team also uploaded finished work onto a web page called Trello, here would be where any stage of the development would be uploaded as well as the minuets for meetings and any concept development through to finish models. Parts of research were also downloaded to google drive if they were larger files or needed to be kept in better organisation.
[image: ][image: ]
[image: ]Concept/Design Work – When originally creating Wendy’s Original designs I was told that the style of the drawings was quite generic, and it was important to make alterations to the style of it to make her more unique as a whole so we could be a recognisable character. Giving the Protagonist the sharp chiselled facial structure would counter balance the round shape of her enemies. In addition to making her natural features stand out I wanted her to have unique clothing as she the captain of the ship, Colour scheme was lightly discussed with the environment designer earlier on in the process of the project however it seemed that the original colour scheme of the environment had alterations as it progressed through the development and construction process while it was being placed within unreal engine. Due to these alterations it was important that I should edit Wendy’s clothing, so it was a little more vibrant then her original colour scheme due to wanting her to stand out more so when placed within the environment. 


[image: ]Paint Tool Sai, Photoshop: After drawing rough pencil sketched concepts I wanted to get a rough colour scheme of the character, getting an understanding of who the character was, her colour palette would need to compliment the environment she was placed into. Because the games theme was ‘Sci-Fi Retro 60s’ I wanted to get an accurate representation of the time. However as we progressed through the project style alterations were made to the environment. And when It came to texture the character I made her colours slightly more vibrant, so they could stand out more. She would also compliment the colour schemes of the enemies that she would face as she.
[image: ]Zbrush: When modelling the character, I knew it was important to have her stylised look really pop. Sculping her face was probably the most difficult part as her cheekbones stick out so much and her jawline does too, however below the cheekbones is a space where the skin dips inward, this was difficult to achieve as I shifted from facing the character to a profile view of the character it was apparent that the shaping of the cheek was incorrect at first. Making many alterations till the accurate shape was found this was also similar with the form of the nose. 
[image: ]
[image: ]Once the face had been completed, the next error I had encountered mainly was after I had completed the model, Because I had extracted so many sections of the model, there were multiple holes within the mesh Because the active points of the model were in their millions I couldn’t simply Dynamesh or Zremesh the holes closed. Because of this error when I took the original design of the model into Maya to retoplogise I would’ve Had to have retopologised the inside of the boot as well as the foot, and due to the design of the Protagonists clothes I would’ve needed to have needed to retoplogise the inside of the trousers to get the correct shape that they had. So It was necessary to make alterations to the models design. I stripped away her trousers and boots and a wide belt she had on her torso. Though I know the belt as hiding her torso’s tummy seam I didn’t think the clunky belt fit with her slim fit outfit afterward. 






[image: ]Maya: Retopology Is probably my weakest element when it comes to the character creation process.  Understanding the flow of retopology and where the quads should be drawn   can become a little confusing, whilst drawing large quads to start with, understanding how the quads should correctly flow from around the shoulder and armpit area can be confusing, as well as the base of the feet and fingers. However, I understand that I had retopologised the face incorrectly. Consciously knowing that our character had no eye animations I knew that I would plays quads straight over the eye socket. I know this is incorrect though I feel like when the character was completed It didn’t look so bad, Though the quality of the face does seem dated in its completed state due to the incorrect typology.








[image: ][image: ]When Creating the UV of the character It felt like it was don’t to a moderate standard, some sections of the work were completed better, the hands and hair are a bit messy however, I do think that the right segments of the plated armour were separated correctly. Once the separations of the mesh were made it was important to get them placed on the planar in an organised way. This helped greatly when coming to the textures as it allowed me to make alterations not just on the 3D model but on the 2D mesh map. Having the access made the process much faster knowing that I would stick to a flat styled colouration of the model to fit with her enemies and the surrounding environment. 


Substance painter: After importing the model into Substance painter, the model was facing the wrong axis, therefore when baking the texture on it had to be rotated so that it would align with the model. Once that was corrected Sticking to the basic colour of the original colour scheme was what I wanted to target next, I knew I wanted to make the orange and gravy-blue colours stand out more against the environment of the world, so I ensured they were altered, and trying to find the correct kind of metallic and roughness for her plated armour was tricky, however I felt Like her finished Textures did look good in the end. Because I knew the model had no eye animations I felt like it was acceptable to texture on her eyes looking to the side as it gave her a little more character. 
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