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1/02/18
The task that was set for Owain is the retopology Buckshot ready to be UV maps and ready for the bones to be made for Buckshot. This Task was done in two days as it was done earlier than expected as we planned it would take four days. This was done faster as we have learnt form passed experience and worked off form the problems that we had with the first Buckshot. 
The task of getting the A.I working to the standard that we need is proving difficult as Owain got the A.I to move around the map and move towards Buckshot when it can see it. Then we needed it to kill the player as it did before Owain change the player model for the A.I and now it can be killed but cannot kill the player. This is the only problem now with the A.I. This task is on track with the Gantt cart and should be finished by the 11th of Feb.

15/02/18
The task that was set for Owain was to bake down the two player models ready for rigging. The model for the first-person player has been baked down in Z-Brush and then have been exported to Maya ready for rigging and textures. The model for Buckshot has been baked down and exported as well to Maya ready for rigging and texturing. 
There is a problem with texturing on Alex’s rig as it does not have the right hardware to open the high polly bake but this problem has been fixed as for the two characters model are going to be finished in class as the rigs in the class room have the right hardware to run it.  
22/02/18
This week Owain is tasked with getting the doors in the ship to work with different key cards. So when the player walks up to the door it will ask for the right key card to open. This is proving more difficult than expected but progress in being made. The task of putting in game sound track was done as well. So now when the player starts the game the game sound track will begin to play as the player moves around the map. The sound track was bought from an artist that has personal connections with Owain making the process faster and easier. The last task that was given to Owain for this week was to get the main menu done ready for the game to work from so when the game starts the player will be put to the main menu screen then can pick to play the game or exit it. This has been done but there is a problem with the menu as for some reason the buttons do not work on the menu so more work will be done to get this working in time with the Gantt chart as planned.   

1/03/18 
This week Owain was tasked with getting the AI to stop killing them self’s and to kill the player instead, Owain has managed to get the AI to move around the map without killing each other when the walk into each other but now they do not damage the player, for this Owain is going to have this fixed by next Friday so that they AI will be finished for the engine. The AI was completely recode to get the damage to cast to the player right now Owain just need to finish the code for that to work.    The other task Owain was set is the doors in the engine need to work as the player can open them and move around the map. This task was completed and done without any problems as the answer was not hard to find out and are now in the game ready to be replaced with the right assets.   

8/03/2018
Owain was task with adding sound effects to the game and adding in a jump movement to the player in the game. Owain has been talking to a student of music tech and trying to see if they can make some sound effects for the team to be put in the game. The student has agreed to help and make the sound effects but as time is getting on Owain is going to get free sound effects to use in the game. Then when the music student makes the sounds Owain will replace the free ones with the sounds made by the student. The other task for Owain is to make a new AI that will be able to shoot the player and stay at a distance when firing.       
    
17/03/2018

Owain was tasked with adding a new AI that will shot at the play, but he could not get the coding to work as something went wrong with the engine when coding the new AI. As a result, the AI does shoot at the player and does damage but when they move around the map they will stay in one spot until the player moves in front of it. This is not what was needed as the team needed an Ai that can move around and shoot the player and go looking for the player. The test Owain is been start for the week is to get all new assets in and adding the new textures made by the other team members.

23/03/2018

Owain had got all the new assets into the engine and have got the textures working on them as set from last week’s task. With the new gun been giving to Owain his task for the week is to get the new gun working in the engine so that the player can use the gun to kill the AI that is in the engine ready. With the new textures on the map Owain found out that adding some of the new textures the look of the assets was not the same as in substance painter. So Owain is tasked as well do found out why this is happening and to get them fixed in the engine by next week.

2/4/2018
This week the whole team has gone home as it is Easter holidays, but work will carry on. The task that Owain was set is to start making the end of year exhibit in the form of an arcade cabinet. As the three weeks pass Owain will be adding any assets that the other group members send and with the textures. Also, Owain will be waiting on Amber to send him the character work to add into the engine.
    
8/04/2018
Amber one of the team members had desisted to drop out of uni leaving all the character work to the other team members. When the other team members got their hands-on Ambers work to see what they will have to do to get it finished the team found out that next to little work has been done. With this the whole team stopped what their tasks where for the time to get all that work done on time as there was a lot to work through to get it all done in time.

16/4/2018

Owain was tasked with the job of getting the two characters ready for animations. What Owain had to do was take the model for the both and redo the rigging and skinning and then get the control rig done ready to give to the other two members of the team to animate ready for Owain to put in the engine ready to code into the engine to get them working.

23/4/2018

The whole team decided to meet on Tuesday the 24TH to put all the final parts into the engine getting it ready for the assessment. Putting everything onto a USB that will be giving in on the day with a copy of everything the team has done form start to finish. The team will also be planning for the end of year exhibit as Owain has been tasked to get the arcade done and ready to move down to uni for the exhibit.

Conclusion
 
The whole project went better this team as the team was set into rolls that they were confident working in. Owain was set the role of engine mechanics, Felix was set the roll of Level design and asset creation. Alex was set the roll of Asset creation and texturing. Amber was set the roll of Character creation. The planning for this team was a lot better as the whole team know what is going on at any giving time. With the use of Trello and Team Gantt this made the teams planning a lot better and easier to see what needs to be done and what has not been done. The one massive problem the team had was that one team member Amber dropped out of uni making it harder for the team to work, now with the added work that Amber should have done but did not get done. So, they team had to move Ambers work around so that the other team members had a part of Ambers work to do to get the game finished. One of the problems that Owain had in the team was getting all the mechanics in the engine on time as there was some mechanics that was not needed but Owain tried to put them in as it was set by the rest of the team. Then working though all of this Owain can now say what can a cannot be done on time making easier to work need year because of the new knowledge and understanding of mechanics.     


 
