Lewis Duggan (1902571)
Game Production Diary- Caution 1989
Lewis Duggan (1902571)
[bookmark: _GoBack]University of Wales, Trinity Saint David, Dynevor Centre
De La Beche Street, Swansea, SA1 3EU, Wales, United Kingdom
1902571@student.uwtsd.ac.uk
[image: ]

 








Group Gantt Chart
For my Game Production Diary, I decided to use a Gantt Chart to help document and reflect upon the progress I made through out this project. I believe a Gantt Chart would not only be one of the easiest ways to keep track of the tasks for this project, but it would also really benefit the rest of my team. This is the Group Gantt Chart produced. This represents the tasks given, the time had allocated, the start date and the completion date of the task too. 
Week 1- Groups and Individual Research.
Within the first week of the assigned project, the class decided whether they would want to work in groups or whether they wanted to work solo. I grouped myself up with Sam and Kaan. The reason I decided to group myself with these guys was because I had good chemistry with the 2 of them. This helps massively with communication within the group which means that we will be able to keep updated with our work. 
[image: Image result for 7 days to die"]Coming towards the end of week 1, once the groups were settled, I started my research for different types of genres or art styles. I started to individually research some images and games related to the genre I had given to me as the start of the project. The genres we had were a survival game and an escape room game. These two genres linked up with each other very well. I started to look at games which leaded towards the escape/ survival element over the escape aspect. Some of the survival game I looked at were games such as 7 days to die, The forest and much more. 
[image: Image result for the forest"]
The reasoning behind researching these games was to collect and gather visual references for the environment. The type of environment I was aiming to look at was for foliage such as trees, grass, rocks and debris. These games also allow you to interactive with foliage and gain resources from them creating a valid reason for them to be in the game so frequently. The style of these games consists of an eery, misty, mysterious environment.
After researching the foliage from certain games, I saved a few images just to keep in case I needed to go back and look at some reliable reference images for future. 
Total Hours- 4-7 working hours
Week 2- Continued Research and Moodboard
The second week began and once the group settled, I started to research different types of genres of games. I decided to allocate an idea to 1 person. Therefore, altogether we had 3 ideas for the game we wanted to create. I was allocated with the idea of producing a game which replicated with Chernobyl. The research I began to look at were different types of environments for the Chernobyl area. These were some of the images which I collected using a secondary resource (Online- internet)
[image: ][image: ]






These 2 images are the first 2 I looked at. These pictures are both from the Chernobyl Nuclear Powerplant sight. The one alight is when the powerplant exploded and fire fighters were at the current scene. I took inspiration off this image because I liked how the smoke emitted off the burning fire. It represents a misty, dull and gloomy atmosphere. The second picture represents the aftermath of the nuclear disaster. There is more of a grayscale pallet here which I think symbolises death or possible desertion. 
In the middle of week 2, our group came together after completing the individual research with 3 different ideas. We all took turns in showing and presenting each other’s ideas. After presenting the ideas we decided to start merging our 3 ideas into 1 solid base for the final idea. 
Our final idea we decided to come up with followed and expanded upon the Chernobyl disaster. As I began to research the environment, I decided to start making a moodboard. As shown below:



[image: ]
This moodboard consists of many rooms and surroundings from the aftermath of the nuclear disaster. There are 2 images of the original outfit the workers wore wear whilst working and also the radiation masks after the nuclear disaster to search the wreck. 
Number of Hours for both tasks- 6-7 hours
Week 3- GDD (Games Design Document)
When week 3 started, me and my group needed to complete a Games Design Document. A Games Design Document is classed as a ’highly descriptive living software design document of the design for a video game’. 


Hot key- (double left click) - to open document
The GDD contains many sub headings including ones such as the overview of the game, aesthetics and style, mechanical overview and audio. We all worked on the GDD using Google Documents and sharing the word document to each other. We then listed all the possibly sub headings needed to be included. Once this was completed we gave each other certain sub headings to write about spreading the work equally across the 3 of us.
(THE GAME DESIGN DOCUMENT IS ALLOCATED AT THE END OF THE PRODUCTION DIARY)
(Contains the pieces I contributed to the document)
Number of hours- 5-6 hours’ total
Week 4- Assigned roles and Research (Maya + Substance) 

In this week my group got together and started to plan out and assign roles to each other to focus upon in this project. We all stated what we were comfortable doing and the number of roles available for us to uptake. There were 3 main roles available to assign. I chose to specialise in Modelling and Texturing. This is because I have had previous experience with using the software such as Maya 2019 and Substance Painter. 
The software I listed myself and chose to use were, Maya 2019, Substance painter and Photoshop. I focused to use Maya 2019 to model my assets and correctly UV map them ready to be imported into Substance painter for texturing. Substance painter is used for purely texturing a completed asset of mine. I can experiment with layers and things like the roughness or metallic look of a material etc. I used Photoshop purely for moodboards and the layout of a level once the idea was cemented. 
[image: Image result for substance painter logo"] [image: Image result for maya 2019 logo"] [image: Image result for photoshop logo"]
After assigning my role I started to go into Maya and make some quick models to refresh my memory of using the software. I Modelled a plank of wood to begin with for a quick asset to model and texture quickly. This is because I did not want to create something very time consuming, enabling me to refresh the skills I have previously learned without impacting the amount of time for this project.
Number of Hours- 8-10 hours
Week 5- Asset Reference and Modelling (Started)
One of my group members created a list on A4 paper with the assets I needed to model and texture to implement into unreal engine. 
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Console
To begin with research of this console, I just decided to look on the Internet for reference images such as ‘old and rusted console servers’. once I found a suitable image for reference, I then decided to take this into Maya and start modelling it. The image i used is sourced from Google images and is shown below:
https://static01.nyt.com/images/2019/02/07/books/07bookhigginbotham3/merlin_74138221_6c495cec-3b17-48f3-8754-da97b8fb8274-superJumbo.jpg?quality=90&auto=webp
[image: Workers, in 2013, in a Chernobyl control room still used as an office for those cleaning the power plant.]

As shown above on the A4 paper, there are subheadings containing each asset which needs to be modelled and textured for each individual room. The first model I created and managed to successfully texture was an old console system similar to the ones used in the nuclear power plant. Below are the screenshots/ screen grabs of the model in substance painter: 
[image: ]
Here is the model of the console uploaded on sketchfab with the link:  https://sketchfab.com/3d-models/console-test-0c9976c8cdd24f4d8b1c59f72cdad94f
Hot key (CTRL + left mouse Click to open link)
Amount of hours- 4 to 6 hours 
Sources:
https://help.autodesk.com/view/MAYAUL/2019/ENU/?guid=GUID-FDCD0C68-2496-4405-A785-3AA93E9A3B25
https://help.autodesk.com/view/MAYAUL/2019/ENU/?guid=GUID-B6519472-C0ED-4C07-99C6-12107A3509D9
Week 6- server
To begin week 6, I started to continue my research for assets which were listed on the A4 paper given. The second asset I started to create was a server console. The server contains similar aesthetics to the original console I modelled in the previous week. 
https://sketchfab.com/3d-models/server-6671aea0a235492588ea69368533c403
[image: ]
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These are 2 screengrabs from the site sketchfab which has all of my models uploaded onto my profile. sketchfab allows me to do not only upload my models but applied textures towards the Lambert's given to them in Maya. above these 2 screenshots is the link available to go and examine the model on the website. to conclude the end of this week, I was one step ahead and started to research the next model in preparation for next week.
from my experience using these software’s I was able to model and texture this server/console quite quickly saving me time. It took less time than I allocated towards this task therefore saved time to focus upon the next foreseeable tasks.
Number of hours worked - 5 to 7 hours 
Week 7- importing assets into unreal + modelling (continued)
I started to focus upon implementing my assets into Unreal Engine and then allow my group member (with an allocated role) to start building the level including my assets. We then started to come back as a group to assess how much work we have done over the course of these few weeks. Once we regrouped and re gathered our thoughts and ideas, my team and myself Started adding final touches towards the game. This includes atmospheric fog, lighting and audio. 
Asset - file cabinet
Whilst researching a lot of images associated with the Chernobyl nuclear disaster, I noticed that there were a lot of old worn and rusted file cabinets in some of the pictures. Therefore, I decided to take two reference images and not only use them in the mood boards Hey use them to help me model and texture another asset to put into the game. this gives off realism I'm accurately remaking an object originally in that environment.
Below is the link available to go on sketchfab and see the fully textured model:
https://sketchfab.com/3d-models/file-cabinet-0cbc608b749b4fb98158b4af8babf36b
[image: ][image: ]


Number of hours - 4 to 6 hours 
Sources:
https://docs.substance3d.com/spdoc/layer-stack-29130767.html
https://docs.substance3d.com/spdoc/masking-and-effects-125042706.html
week 8 and 9 - projector 
As this week was coming up close to deadline, I needed to produce some more models / assets to be implemented into the game. if I didn't produce enough the gaming environment would be quite bare or empty. I researched some images of old projectors and found the ideal image to gain an idea from. 
[image: ] 
Once I modelled this projector and exported it into substance painter, I needed to make sure that the added detail would make it look realistic and ensure that it suited and settled into the environment. I added a bloody handprint to the screen of the projector and fractures and broken glass on two of the screens. this made it look worn down and severely damaged from the blast of the disaster. 
[image: ][image: ]

Pipes- T, short and 45 degrees angle 
There was 1 major element missing within our game to make this look aesthetically and historically accurate. they were thousands of gas pipes and water pipes in the nuclear facility. therefore, i went off and researched a tutorial on me are to help me model and UV map a pipe. there were 3 types of pipes I modelled altogether. these were a straight short pipe, a 45-degree angled pipe and AT shaped pipe. there was one more pipi modelled which is more of a complex pipe adapter to combine the other pipes together.
Pipe- Short
https://sketchfab.com/3d-models/short-pipe-test-d92337ad8f67491a8b41d6b0c5232131
[image: ][image: ]
Pipe- 45 Degree Angle
https://sketchfab.com/3d-models/pipe-test-f1b29d35b79f473cb99f5d34e5fa11c8
[image: ][image: ]






Pipe- T Section
https://sketchfab.com/3d-models/pipe-3-t-b748e39213ef4d3ca5f45fb211568353
[image: ][image: ]
Pipe- Complex
https://sketchfab.com/3d-models/pipe-4-5b32402f65164689b75b936787205d1b
[image: ][image: ]
Number of hours are located 6 to 8 hours. 
Sources:
https://www.youtube.com/watch?v=CBtssK53Bxk
Games Design Document
Game Aesthetics & Style
The visual style will be leaning towards realism trying to replicate the abandoned and figuratively ‘dead’ environment from the aftermath of the Chernobyl tragedy. The environment the player traverses through will have a dull tone, this will be done with the murky colour palette that we had chosen while initially going over our game notes and write-up at the start of the project. This can be seen in the mood board that we have created for our presentation.
[image: https://lh6.googleusercontent.com/ktBEfS7BU7TIpxEbGohLXEG3c5vfgX3Cuqm1_-U5ZOEFnozd15ZJRaZwrxTBdm5j4nSZpLyUoczWVcGQuKcPdiIdB2VtMUo1nqkVF8x_X269SBmbXsvSzKMatXYOSFXMZy261sEz]
Audio Style
Due to us trying to immerse the player in the world, we will aim to avoid any ambient music or excess sounds. We aim to create audible emotional responses from the in-game character. During gameplay there will be 3rd party sounds e.g. footsteps, doors locking/unlocking etc. Due to this choice we will not have any voice lines from the in-game character. The only written dialogue in this game will be via notes and other sources from previous engineers.
Audio
Audio will play a huge part in our game, this will be one of the main systems in our game to build tension and to add immersive the player can experience. This includes small things such as environmental audio and player audio like footsteps, breathing, picking equipment up. This will also be used in the horror aspect of things that will be associated in the level, like if the player is jump scared, the AI makes a noise or the actual level has audio such as creaking and ambient sounds.
In-Game HUD
The only information that will be displayed initially and throughout the entire level is the timer, located at the bottom left of the players HUD. This is to avoid any UI clutter, there will be a gas mask overlay to the UI. This will provide no information but will add immersion into the game world and add to the realism and backstory of our game.

Assets
The assets will all be 3D models. We aim to keep the poly count as low as possible to ensure a smooth gameplay without straining the PC system. But we are focused upon creating highly detailed textures for the assets. We will use the texture resolutions at 2048x2048. Some of the file formats we will use are Maya Binary and FBX’s. Naming layers or different materials will be essential to keep clarity when implementing the models and textures in game. 
Types of textures: Diffuse Maps, Opacity Maps, Bump Maps, Normal Maps, Specular Maps, Glow Maps and Reflection Maps etc etc.
Environmental Assets
We plan to create or use environmental assets such as trees, grass and bushes to add immersion into the game. These won't be used for any gameplay purpose and will only be used for cosmetics. Interior assets are key in our game and we will be self-creating a lot of them in Maya but also we will use assets from Unreal Packages found in the store.
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This gives off a secluded
surroundings giving the
person 1 direction to go in-
out of the window. Guides
the player to progress in the
game. Worn walls and dead
nature emits an eerie
atmosphere towards the
picture. This picture also
shows abandonment which
is the stereotypical scenery
for a horror/ survival.

“This image is from the facility ( main control station ). There is corrosion,
rust and wear on the metal panels all around the room. This shows that
radiation is present in the air and is sill dangerous to enter. This gives a
survival element towards the image. The colour and lighting shows a
very dark, gloomy and almost soul emptying feel on the person.

This is the gas mask and radiation suit
provided and worn for the people to be
able to survive in this toxic
environment. This gives the player/
person limited visibility from the mask
and allows the player to freely explore
using a gas mask without dying. The ‘re
breather allows the person or player
to casually breathe without inhaling
the chemicals. This suit is also made of
a special material to stop the chemicals

. being transferred onto the skin.

This image asks questions
towards the player. For
example using this
environment they would
wonder why there is a
basketball court inside
Chernobyl and what
happened to the dog in the
centre. Constantly
reminding the player of the
damage caused by this
mass explosion.

Chernobyl
Disaster

The ashes/ dust and fibre laying on
the ground makes it very
clustered. This makes the player
aware that destruction happened
here and keeps the player on edge
and cautious. The TV and Chair in
the background presents a
stereotypical horror feel towards
the scene. Asking questions such
a5 why are they the only 2
remaining structures in the room.

This just presents the sheer
devastation left behind from the
reactor 4 core exploding. The
rubble indicates the explosion
and fire size. After the reactor
exploded ‘there was not a
reactor left to look at’ according
to.awitness. This was seen for
miles by the public causing
terror and mass worry across
the town. The presence of terror
is perfect for a survivaly horror
game.

This is the original outfit that the
workers had on whilst working in the
power plant before the explosion.
They were exposed to the maximum
to radiation and could absorb it onto
the clothes and inhale it easily. This
caused radiation poisoning for the
workers causing horror deaths and
explicit images. This would be good to
show the destruction towards the
body and relate it to a horror gore
type of game.

This was the fire spread from the
reactor core explosion and the
radiation pouring out into he air
poisoning the air and the people
around. This causes mass panic in
game and would allow the player
to use their * survival instincts’ to
survive if there were to be a fire
implemented into the game. This
gives off the survival aspect and
also horror from the fear of the
fire and radiations either burning
you or burning your insides.

Not original image- From Movie
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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 powerplant. 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.





Game Aesthetics & Style

The visual style will be leaning towards realism trying to replicate the abandoned and figuratively ‘dead’ environment from the aftermath of the Chernobyl tragedy. The environment the player traverses through will have a dull tone, this will be done with the murky colour palette that we had chosen while initially going over our game notes and write-up at the start of the project. This can be seen in the mood board that we have created for our presentation.

[image: ]

Audio Style

Due to us trying to immerse the player in the world, we will aim to avoid any ambient music or excess sounds. We aim to create audible emotional responses from the in-game character. During gameplay there will be 3rd party sounds e.g. footsteps, doors locking/unlocking etc. Due to this choice we will not have any voice lines from the in-game character. The only written dialogue in this game will be via notes and other sources from previous engineers.

Audio

Audio will play a huge part in our game, this will be one of the main systems in our game to build tension and to add immersive the player can experience. This includes small things such as environmental audio and player audio like footsteps, breathing, picking equipment up. This will also be used in the horror aspect of things that will be associated in the level, like if the player is jumpscared, the AI makes a noise or the actual level has audio such as creaking and ambient sounds.

In-Game HUD

The only information that will be displayed initially and throughout the entire level is the timer, located at the bottom left of the players HUD. This is to avoid any UI clutter, there will be a gas mask overlay to the UI. This will provide no information but will add immersion into the game world and add to the realism and backstory of our game.



Assets

The assets will all be 3D models. We aim to keep the poly count as low as possible to ensure a smooth gameplay without straining the PC system. But we are focused upon creating highly detailed textures for the assets. We will use the texture resolutions at 2048x2048. Some of the file formats we will use are Maya Binary and FBX’s. Naming layers or different materials will be essential to keep clarity when implementing the models and textures in game. 

Types of textures: Diffuse Maps, Opacity Maps, Bump Maps, Normal Maps, Specular Maps, Glow Maps and Reflection Maps etc etc.

Environmental Assets

We plan to create or use environmental assets such as trees, grass and bushes to add immersion into the game. These won't be used for any gameplay purpose and will only be used for cosmetics. Interior assets are key in our game and we will be self creating a lot of them in Maya but also we will use assets from Unreal Packages found in the store.



Mechanics Overview

Our game will have basic movement mechanics, them being basic walking, sprinting, crouching and leaning. There will also be player health that can decrease when taking large falls or when hurt by opposing forces. 

There will be a flashlight that the player will have control of from the beginning of the game, this will be used by the player to familiarise themselves with the map and to create a sense of tunnel vision, adding to an eeriness factor. The player will also be tasked to find a gun towards the end of the level, this will also be equippable, but the flashlight and the gun will not be able to be equipped at the same time, so some critical thinking is required by the player. 

Another main mechanic is the door locking/unlocking system - there will be named keys or keycards found around the map that can be used to unlock specific doors, this will be a main mechanic throughout the entire game. There will also be small but important mechanics, such as batteries for your flashlight; the flashlight that the player has is not infinite, and will eventually run out of batteries, so to counteract this, players will be able to find batteries scattered in random locations around the map - this is to add a small micromanagement detail into the gameplay to add a layer of anxiety into the game.

Inventory

There is an inventory in our game, this is where the batteries, stated above will be kept along with notes, keys and keycards. This will be done via the ‘Horror Engine’ unreal package that we had found during our research methods. In our inventory everything will be able to be seen and rotated / inspected in 3D space also every item will have a description that the player can read.





Main Menu

When the player starts the game, they will not be greeted with a main menu, they will be thrown straight into the game. We did not do this because of time constraints and in an ideal world we would have a main menu in our game, serving as a visual aid will be controls when applicable throughout our level.

Game Over Screen

The information displayed at the end of the game will contain one for accomplishing the task/ completing the game and one for dying or running out of time. The information for completing the game will contain written dialogue of ‘Congratulations you have retrieved the package and escaped’. The game over screen for running out of time the screen would fade to black and restart the level. 

Controls

Our game will feature a minimal amount of controls to keep the player from losing immersion. Since this game will be created for PC, our controls will be a default ‘WASD’ layout for movement, and simple commands for anything else, e.g. pressing the ‘1’ key will equip/unequip the flashlight from the player’s inventory. This is the same with the inventory keybind, it will only be a simple key press of ‘TAB’ to open and close.

‘Winning the match’

For the player to win/complete the game they must escape the environment, this will be the only victory condition. This conforms to the sub genre of survival horror (escape).

Missions and Achievements 

The player is only tasked with one mission and that is to retrieve a package within our level, there will be no side quests other than the challenges he/she encounters on the way to the main objective.

Equipment

The player will be given a flashlight after an event trigger once entering the building, this will be their main source of light throughout the entire game and will aid them in being able to navigate our level and finding keycards / keys, to progress. The flashlight’s field of view is wide but isn’t very bright contrasting nicely with the dreary feel to our game, along with volumetric fog that will be somewhere in our level. 
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