




 
Production diary and work progress


22/1/2018
After the team came back from the Christmas holidays and taking on board the feedback before we left the team set to work on planning for the new few weeks. 
We made a new gantt chart that is for more in depth than last terms one and explains what each member will be doing and when, so each person knows what needs doing at any time and can be looked at wherever we are.
My role will be the same as last term and I will be responsible for creating assets and texturing them and the characters. This week I will plan out my own gantt chart and see what I can achieve in the given timescale and then go over with my team what assets and new objects can be put in the game before the deadline.  
[image: ]

The new team 
Gantt chart





1/02/2018
Since last week I talked to my team about what needed doing in the timescale and a priority list was made to show the most important to the least this will be a big help down the line and hopefully keeps me on track. 
I have started working on some of the smaller assets such as some tables, so I can be ticking off assets that are not that important and take less time before I move onto the more important assets that require more time and effort.
By next week I hope to have the assets I made completed and textured, in game so I can start on the bigger one’s next week.   Team – priority list
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07/02/2018
Since last week I finished then asstes I wanted to get done and i carried on modeling assets such as the create and barrel to test in the engine. I also textured them and i am currantly  working on texuring the prison bars to implement to the game. The team has decided on having a meeting tomorrow(08/02/2018) to talk about the progrees of the character and if I can start textuering it . 
The team had a meeting to talk about our progress and I showed the team my completed assets owain said he would like a generator for the storage room I will comple this by next week and have added it to my gantt chart . 
I have also started resarching more examples of cell shaded designs in games I have been looking closly at splatoon and belive that its style could really be applided in our game in a helpful way I plan on showing my team and getting there opinon on this as well if they like it I will start testing the style on my next asset. 
Gantt chart- 07/02/2018

Complete barrel asset  
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14/02/2018
Since last week I have worked on assets for the game includeing the generator Owain asked for last week  to go into the level .The generator turned out really well and my team liked the look so it was put into the game. I showed my team the resarch and they told me to look for my examples so I will be carrying on looking at cartoon/cell shaded examples for inspartion. I have also started to finaly texture buckshot and will probably get that done before next week. 
The team had a meeting yesterday (13/02/2018) to talk about our progress and the workflow. Everything is on track and each member feels like we are on track when it comes to the pipeline.The team will also have a meeting tomorrow to actuly show the engines progress.    Trello research page
Gantt chart – 14/02/2018
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18/02/2018
Since the last team meeting i have textured both the buckshot model and the first-person view and uploaded them to the team drive for the team to look at. At first, I really found it difficult to translate Ambers sketch to the final product but in the end, I stayed as close as I could to her original concept and in the end the outcome looked really good.  
 I have also been working on a table and control panel asset to cut down on time for some of my other assets. As I have nearly completed all of my assets I have gone back and tweaked some of the textures I did very early on to keep the style consistent and coherent to the games style. By next week I hope to have completed most of my assets, so I can start texturing them ready to be put into the game engine to look for errors. The team will have a meeting on the 22nd in john’s lesson so I will aim to get them done before then.      
Buckshot re-design 
18/02/2018
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25/02/2018
Since last week I completed most of the tasks that I need to I completed the generator/ railing/ computer assets and textured them. To keep the consistent art style, I looked at pre-existing models from games that use the cartoon like style and followed the example I noticed the heavy use of black lines on the outside of flat shapes this gave the object an almost comic book like appearance. I also stayed with the reds and oranges because that was the ships main colour and I didn’t want to deviate from that too much and make out of place objects that didn’t fit the seen they were in. I also started helping owain set up the menu and I made some fonts and a logo for the team to use I will start working on splash banner for the game’s opening seen.     
[image: ]
Menu completed 
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Completed textures – generator and prison bars  
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10/03/2018 
Last week the team had a half way term meeting with John on the state of the work he brought up many good points that the team listened to. The game needed more variety and distinct objects, so I decided to look into decals to add effects to the floors/walls such as blood splats and gunshot holes this simple effect has greatly improved the overall look of the ship and has given it a lived-in effect. I also talked to the team about making distinct colours for each part of the ship for example medical bey blue I plan on making new floor assets and a roof to further separate the ships areas. Logan decided on making a new gun model and has dedicated his time to really making a cool asset so his remaining assets that needed textures have been passed to me to complete. This works out well in the end because I could keep the art style consistent and everything looking like it’s in the same style.  
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Final-ship sketches 


17/03/2018      
I have textured most of the given assets and I have started adding decals to suggest more depth to the ship. This is really helpful as I could add so much more detail to plain objects I used this effect to add such detail as blood marks/dust/dirt/bullet holes to the rooms and areas. I also went back and added more detail to my earliest assets to make sure we had the most best-looking objects and the art style was consistent.
[image: ][image: ][image: ]At this point in the term I am just focused on getting all of my assets complete and in engine with the increase of work with Logan giving me his assets I will aim for week to get everything done and I will change my gantt chart to reflect the changes.    

23/03/2018
Since last week I have finally textured all my assets and I have implemented them into the engine and everything worked well. The team asked me to create and elevator asset and texture it before next week I have been looking into sci fi inspired designs and hope to get this done before the Friday. I also have started sketching up some illustrations and promotional art for use with advertise our game at the open day/hand in date. 
Felix finished the new gun model and gave it to me to texture I did this, but it was very hard, and I had to spend more time on this asset then anything I have done before and some of my other assets where delayed as I needed to get this finished on time. The result was really good, and the team liked the outcome as well I contemplated making multiple colour schemes, but this would have taken much longer than the intended timescale, so this idea was dropped. 
[image: ][image: ][image: ]Felix has changed the layout of the map and moved rooms around, so the player can navigate easier. The team therefore decided that there was a need for more smaller assets that could improve each area and give a more lived in area feeling, a small list of assets that the team wanted done was given to me and I will start on them this week and attempted to get them all done next week at the latest.               Elevator asset complete
The new map layout 
Complete gun texture 




2/4/2018 
The team is off on Easter holidays and I will be working on the last few assets to go into the engine I will also be planning for the end of year show/ game presentation. Thought talking to my team I have decided to create some promotional artwork that will be presented this will be the games Logo this will be made with spray paints to give a more handmade feeling and I will get this done before our return date. I have also completed more assets for the ship such as a vending machine and cans to suggest the ship has been a place that people live in. 

[image: ][image: ]promotional art for the exhibition and the complete new assets 
Update – 8/04/2018
Amber has dropped out of uni and given her work to the team to complete therefore the last of Felix’s assets/textures have been passed to me to finish off I will get this done before our return from the Easter break.  

16/4/2018 
For the last week and a half, I have made a total of 16 assets that improve the overall look of the game this was done as I had completed the rest of my tasks and I still felt that the game was lacking that lived in feeling. The assets consisted of small things like cameras and wall chains the remind the player that the ship is a prison also new walls for the medical area where designed to offer more ship variety.
[image: ]Felix was really struggling with the animation work, so he asked me to take over the first-person player camera and after spending a week on them I have found it extremely hard adjusting to animation, but I did manage to make a simple idle/run/shoot for the game that owain implemented into the game he did find problems, but he said there fine. I will undergo more research on animations to see if I can remake them to a better standard    
[image: ]     
 23/4/2018
The team met on Monday to put the final finishing bits into the game like textures and will also put all files on a usb ready for assessment. The team also planned for the game exhibition and I have been tasked with painting the arcade cabinet to make it fit the theme of dimension wars I will get this done before the game exhibition. Felix had problems with his animations and I helped him by making an idle and attack, so he would have less to worry about and he could complete the run cycle on time. I found working on a fully model more difficult but also more engaging I would consider doing animations again for a future project. I put all my final assets and textures in the game and now the game is completed and is ready to be played.         

[image: ][image: ]the 1st person rig and the attack animation complete


Conclusion 
[bookmark: _GoBack]the project went very well this term and went a lot smoother than last term in a lot of ways. The planning was better with the use of team gantt and trello the regular team meetings each week put us on track and made us more focused on our goals. Of course, it wasn’t perfect and towards the end of the term a few problems emerged that really halted the progress with the main problem being our team member amber leaving and the team needing to scramble to save what we could but other than that it went well. Some changes I would have liked to have done if I could do this project again would be plan the full length of the project from start to finish much sooner, so I could have more control over what I could achieve in the team scale. One of my biggest faults this term is taking on too much work and therefore struggling to get it all done on time I will combat this next time be realistically approaching what I can and can’t do now that I have seen the problems that could arise from this.     
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