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Weekly Activity – (Week 1)
Production was slim on week one as we were only going through our groups, which were Lewis and Kaan. I was a good part of our first session throwing different ideas at my team-mates, I had two ideas for a horror game to bring to our team, my first was about a janitor going to an office space in a skyscraper to find something isn’t quite right. My other idea would put the player in an underground laboratory who was forced to encounter other-worldly creatures, my inspiration for this was elements from the ‘SCP’ fandom. However, we were all interested in the game idea which would take place in Chernobyl, this may be our game idea, after we do some research for next week.
Weekly Activity – (Week 2)
Starting off our production I did a lot of research on different objects and features of Soviet era architecture, different colour pallets and common colour conventions, etc found in Chernobyl and eastern-bloc cities, which is where are game is based. I complied all of these into a mood board ready for our group presentation.
[image: ][image: ]I spent a majority of the week doing a lot of research for our game concept idea, a decent amount of the mood board that I had produced consists of games that shared similar styles that we wanted to go for, as I had these games on Steam I jumped on them for a few hours in the week check if my mood board wasn’t missing any key styles/ideas.
Time Spent on production: 4-7 hours (including game research time)
Notable Links: 
1. https://blog.kongregate.com/color-in-video-games-how-to-choose-a-palette/
2. https://urbexsession.com/en/chernobyl-pripyat/
3. https://www.eurogamer.net/articles/2019-07-01-how-chernobyl-cast-its-shadow-over-video-games
4. https://euwinjohnatkins.wordpress.com/game-project-3/05-moodboard/
Weekly Activity – (Week 3)
This week I downloaded the Unreal Engine onto my computer at home and started looking at the free packages that were related to assets or mechanics, I then started throwing them into a (First Person) time plate world to see how they would fair in a finalised demo of our game. This would include packs such as ‘Free Furniture Pack’ ‘Horror Engine’ ‘Procedural Nature Pack’. I want to make models later down the line because it’s hard to find packs that suit the same theme that we want to go for, but we are just experimenting at the moment with what Unreal will let us do. Preparing the presentation and getting a mock-up of the GDD was the main goal for this week’s production as we needed to get everything ready into a PowerPoint to show to off to the class.
We assigned ourselves roles towards to the end of the week. I took the role of research and modelling although we had these roles, we are willing to help everyone in the group with anything they needed. I want to do modelling as I have an interested in it and I feel like this is a great opportunity to test out Maya and Substance Painter.
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Time Spent on production: Around 6 hours 
Notable Links:
1. https://www.unrealengine.com/marketplace/en-US/store
2. https://www.youtube.com/watch?v=QJpfLkEsoek
3. https://docs.unrealengine.com/en-US/Resources/index.html


Weekly Activity – (Week 4)
This week I started looking into basic asset creation on Maya, as ‘Horror Engine’ was the only pack we could find that we wanted, that had models that suited the game’s setting and style. I went through a few tutorials on YouTube and also my team-mate Lewis who has experience with Maya offered to show the basics on how to use the program and how to effectively UV map. Other than looking at Maya this week, I started looking at the assets that’d we’d need to create in Maya in accordance to us having previous talks throughout the three weeks. 
We have a working prototype of the game, but it is lacking assets and with this I have now received a list of models to create that will be put into the world throughout our production pipeline in the coming weeks before deadline.
[image: ] [image: ]
Time Spent on production: Around 5 Hours (Including building my understanding with the basics of Maya)
Notable Links:
1. https://www.youtube.com/watch?v=LJLo6MafPVM
2. https://www.youtube.com/watch?v=YjwtQRsFe1g







Weekly Activity – (Week 5)
This week I have made my two assets in Maya and had briefly used Substance Painter to add a simple texture on top of them, I had taken both ‘Wall Control Panel’ and ‘Sink’ from our list that I referenced in the previous week. I had done some research online about what control panels looked like in the 1980s I took this into account this best I could with the basic level of Maya knowledge I had. Here’s images of both of them:
Images from Blender only to view.
[image: ] [image: ]
Time Spent on production: Around 7 Hours (Including building my understanding with the basics of Maya and Substance)
Notable Links:
Some links are the same as last week as I am trying to learn from them
1. https://www.youtube.com/watch?v=LJLo6MafPVM
2. https://www.youtube.com/watch?v=YjwtQRsFe1g
3. https://docs.substance3d.com/spdoc/getting-started-21266434.html
4. https://www.youtube.com/watch?v=RQ-hRk0WHJ8










Weekly Activity – (Week 6)
Six weeks into production I did more research on themes for our game, for example in terms of scenes from popular horror films and games that could be used as inspiration in our game. Also, I had more discussions about the overall level design from the basic layout I had made in week two. In terms of Maya I managed to make a reception desk which I had taken a lot more time making than the two above. This was a process of elimination in reference to our asset list. I had learnt how to add paint and modify height maps in substance which had used on these models. Here’s images of it.
[image: ][image: ]

Time Spent on production: Around 5-8 Hours 
Notable Links:
1. https://docs.substance3d.com/spdoc/normal-map-painting-109608964.html
2. https://docs.substance3d.com/spdoc/paint-brush-34275374.html
3. https://www.youtube.com/watch?v=HSufhA7Jj-U&t=213s



Weekly Activity – (Week 7)
This week I continued working on things with my team and getting used to the Maya and Substance interface, I had been unwell for the first part of the week so I couldn’t start anything but when I finally started working again I managed to make a modular railing that will be later used throughout the level to stop the player from jumping off things and getting to places, I spent time in Substance on this model trying to get the dirt positioning and scale right as it would collect at the bottom. I’ve also started working on an airport style metal detector for our game which I will be done by next week.
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Time Spent on production: Around 4-6 Hours 






Weekly Activity – (Week 8)
[image: ][image: ]This week I finally finished the metal detector model I had been working on. There are screenshots below from different angles, this will be added to the game once forwarded to Kaan, who will then add it to our entrance area as discussed previously as a team. I did some research while making this model however I couldn’t find any Soviet-era style metal detectors, so I bulked the machine up and made it look a bit more industrial, along with the dirt marks and atomic symbol on the side.
[image: ][image: ]
Time Spent on production: Around 5-6 Hours
Notable Links:
1. https://www.cntraveler.com/story/what-airports-were-like-in-1987
2. https://www.popularmechanics.com/technology/infrastructure/g2710/amazing-photos-of-abandoned-soviet-infrastructure/
Weekly Activity – (Week 9)
Our final week of production consisted of going through the game and seeing if everything desired of the specification was up to scratch, also we went through all the written side of the game and bulked or changed anything if needed, this goes for the GDD and also the production diary. All of our research had been put onto a single presentation at the start of the project. I had gone through a lot of sources that I looked at throughout the nine weeks to check if anything was out of context or not relevant. Our demo is currently at a stage to be shown off when required.



Games Design Document (GDD) - Caution: 1989

Overview / Gameplay
Our game is set in a summer night in 1989. This was around 3 years after the Chernobyl nuclear incident occurred. The player will control an ex nuclear engineer who is tasked with entering Chernobyl to locate and retrieve an undisclosed item, many previous engineers have attempted to no avail. Once the player starts the level, they will have 7 minutes to locate the item and return it to the extraction point. 
When the player starts the game, he will be outside in front of a path leading/ guiding him towards the back entrance of the power plant. Once entered the building, the player will find that most of the doors will be locked. He will then proceed to find the correct keys to unlock the doors and progress through the level.
The game will have a slow pace and will initially rely heavily on sound and visuals. The visual style of this game will be dark and tenebrous, and we want the player to feel tension and isolation causing paranoia by the fact ‘someone’ could be observing your every move.
Platform
This game will be created using Unreal Engine 4. Our main intention is to release this game for PC only, with no current desire to transfer this game across a more diverse set of platforms.
Backstory
Three years after the Chernobyl nuclear meltdown, a nuclear engineer (the player) has been forced to journey to the Chernobyl Exclusion Zone by the Soviet Government to retrieve a sensitive package accidentally left there in the hysteria three years prior. Our character has been chosen because of their background in working at the plant before the incident. The player, however, is not the first person to attempt this task, there will be signs of previous engineers around the map. 
Game Intro
This game will be strictly single player. There will be no provided tutorial but there will be in game ‘hints’ in the beginning to inform the player on the basic controls e.g. picking up objects and opening the inventory. All the in-game mechanics will be discovered by experience rather than being shown to. When the player starts the game, they will spawn at the end of a gravel path. The surroundings will be a dense forest with some tall overgrown grass. The player will be directed to the back entrance of the facility where the game will take place.
Characters / Enemies
You do not directly see your character in our game such as in reflections or pictures, you are in the first person view therefore never see your body throughout our level. The enemy in our game was created via the “Horror Engine” we thought that the design of the creature was suiting to our game as it has an electricity texture on it, this matches our Chernobyl setting.
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