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The group has been tasked to create a complete interactive game experience in Unreal Engine. Our group will be working together to create a production plan in this project. 
As well as the experience, the team has to plan and set up an exhibition for the final game experiences and to showcase all the artwork produced alongside them. 
Each members’ roles have been decided. We have discussed each role and what we need to do as individuals and as a team. From the previous semester we already have the final details for the game so this is all about creation and engine implementation; this means that we can make a precise project pipeline for the group to follow. The plan will be adjusted each new week of the project, so we will have several iterations to compare at the end.
Using this pipeline, I will create my own individual plan that I can refer to as well as the group plan. I will also save each new iteration of my personal plan.
Regular meetings will be held, we will use them to address developments and changes that are likely to happen as the project progresses. Group meeting documents will be used to keep track of the group’s progress each week. 
Keeping track of each other’s progress using the meeting and the production pipeline, means I will be able to adjust my time accordingly.


31.01.18
· I spent the morning conducting some initial research on creating energy shields in UE4, I found many YouTube tutorials that could prove useful when conducting my research properly. 

· Some issues were noticed with the spider drones’ topology, so this has had to be factored into my project plan, this means that the tasks and timeline has to be adjusted accordingly.
01.02.18
· Today as a group we finalised our initial group project plan and Gantt charts. I also created a personal plan and chart which I will update weekly alongside the group plan.

02.02.18
· I have been focusing on fixing the retopology of the drone, the process is taking longer than expected and I had come across some issues with restructuring. The most significant issue is retopology around the joints/ legs, especially since this isn’t a humanoid structure it is taking more time to figure out how to create loops/inks between the appendages.
05.02.18
· I am still trying to complete retopology for the drone, the same issues keep arising with the joints and legs. I may have to delete some areas and restart the process again or go back to an even earlier stage in the process, the issue is now there are too many divisions and this is creating delays with drawing new faces.

07.02.18
· The retopology of the drone has taken up so much time that it has put me behind on my other tasks, so I have spent time today reviewing my plan and making adjustments to my Gantt chart. I have had to push a number of tasks a week back and this has had a knock-on effect on the tasks after those.
· Once the retopology is complete, I plan on completing all my research tasks. Although I have did some initial research on shield creation in UE4, it was just so I could get a quick overview of what to search for when conducting project research properly.
08.02.18
· I spent today catching up with the group and evaluating each other’s progress with game and project development. We updated our tasks on the group Gantt chart along with updating our meetings document. I also updated my personal Gantt chart and plan. 
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 09.02.18
· The topology for the drone has finally been completed and uploaded to the drive. The mistakes and solutions I found when completing this task will help in future projects, even though there are no more characters that need retopology, I plan on practicing and developing these skills. If I had done this before then this current task wouldn’t have taken so long. 
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11.02.18
· [image: ]Today I managed to complete my two research tasks for the week. The research was quite straight forward so it didn’t take up a lot of time. It will prove very useful when creating the concepts for VFX and the shield. These are two tasks I managed to achieve in the time set for myself, although I still haven’t completed the ‘drone colour concepts’, so this is one failure that will have to be accounted for in the following week. 

12.02.18
· I spent a short amount of time today readjusting my project plan, seeing as there was a task that wasn’t completed I must account for it in this week’s tasks. This means I’ll have more to do with less time for error. It was previously decided that the actual implementation of VFX in-engine would be down to another team member, therefore I must remove those tasks from my plan. 
15.02.18
· Targets haven’t been completed this week due to illness, so to catch up, I will have to double up on tasks in the remaining days left this week. This means that there is no time left for error if the tasks are to be completed on time.  
· I realised I overlooked an element of my plan in the Gantt chart, I included audio research and creating an audio list for assets/characters, but I failed to assign time for collecting or creating the audio clips themselves. So, I have adjusted my Gantt chart accordingly. 
[image: ]





16.02.18
· I completed the final colour concepts for the spider and jellyfish drones today. I opted for subtle pastel tones and made sure to incorporate the aqua tech glow into the designs, thus making a connection between the drones and Eve, suggesting that they were created by the same inventor.
· I also created several shield concepts for Eve, these are just initial ideas that I intend to develop in the coming weeks. I took a screenshot of Eve in UE4 and digitally drew the shield designs over her. 
17.02.18
· Today I finalised the VFX research document and the shield document, both documents include links to videos showing how to implement these methods in-engine. This will prove to be very helpful when I’m creating them in-engine. 


· I also created an initial audio asset list. I asked each member of the team for objects and assets they were working on for the game, I also opened the game and walked through each are to consider the different ambient sounds. I will develop this and make a final list to refer to. 
21.02.18
· I noticed that in the previous semester I had overlooked the creation of the grenade, so today I spent the day modelling and texturing this weapon. The design was quite simple so it wasn’t difficult to model in a short amount of time. I decided to model the weapon in 3 separate pieces (lid, case and base), this made it easier when texturing as well. 
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22.02.18
· I completed the audio asset list and created a table; this will allow me to keep track of the audio files and my completion with editing/implementation. 
· [image: ]We updated our tasks on the group Gantt chart along with updating our meetings document. I also updated my personal Gantt chart and plan.

24.02.18
· I created the final drone textures in substance, the pastel tones work really well with the rest of the games’ colour palette and I’m confident they will work well aesthetically within the game. 
26.02.18
· To help understand the processes invovled in creating VFX and adding audio to games in UE4 I created a tutorial document; it included bullet point breakdowns and links to videos and web pages that talk through the processes. I uploaded the document to the group google drive so that every member could refer to it if needed. 







28.02.18
· I have finalised the shield concept for Eve, I decided it should be a semi circle instead of a complete bubble enveloping her. As for the hexagonal pattern covering the shield, this creates fulidity in the aesthetics as hexagons are a continuos image throughout the game. 
[image: C:\Users\sadeg\AppData\Local\Microsoft\Windows\INetCache\Content.Word\FINAL SHIELD.JPEG]




01.03.18
· I spent today catching up with the group and evaluating each other’s progress with game and project development. We updated our tasks on the group Gantt chart along with updating our meetings document. I also updated my personal Gantt chart and plan. 
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05.03.18
· I noticed that the spider drone model that I had completed textures for, was not the same model that was being used to animate by another member of the group. This issue means that I will have to re-texture the spider drone, using the animation model so that everything works properly in-engine. This will set me back in my plan, so I will adjust it accordingly this Thursday. 
08.03.18
· Today I updated the team on my progress with game and project development, duing the meeting. We updated our tasks on the group Gantt chart along with updating our meetings document. I also updated my personal Gantt chart and plan. 
· I added some new tasks to do with creating assets/ images for the game environment; we decided that the aesthetic was too clean and could use some extra character. 
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09.03.18
· I have completed the final textures on the correct spider drone model. The colour palette and textures are exactly the same so I didn’t have to spend a large amount of time on those decisions. 
· I have also started gathering audio clips for the game, I have created an account on FREESOUND.ORG, the site is filled with CC licensed audio that we can use in our game. This is just the initial stage so I have collected the primary prioritised audio, I will later edit and format all final clips. 






10.03.18
· I continued collecting primary and secondary audio for the game. As I collect clips I am making sure to mark them off my audio asset list and update my progress in the table. 
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13.03.18
· I created a number of company logos and motifs; I made them into alphas so they could be used in substance painter and in-eninge. 
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14.03.18
· As a finishing touch to the drones I decided to brand them with the company’s logo. This adds some extra context to their creation, marking them as Genis Corps property just like Eve. 
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15.03.18
· Today I updated the team on my progress with game and project development, duing the meeting. We updated our tasks on the group Gantt chart along with updating our meetings document. I also updated my personal Gantt chart and plan.
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16.03.18
· I have chosen the final company logo and slogans; I have decided to stick with the blue tech colour palette so that everything is tied together aesthetically. These can be used multiple times within the game and I will also put the game logo onto t-shirts for each team member for the exhibition. 

[image: ]






17.03.18 - 18.03.18
· I gathered the rest of the audio that was remaining on the list. Even though I have all the audio listed, it is more than likely that I will find things that require sound within the game so I will continue to update the table as I go. 
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20.03.18 – 21.03.18
· I used adobe audtion to cut and edit the audio clips. I used different effects and experimented with pitch and volume to find the best sounds for the game. I’m aiming for quite sharp sci-fi sounds, they should be clean and simpe yet effective enough to sell the theme. 

· I noticed that when exporting the audio from audition the files saved as WAV 32bit, but UE4 only supports audio files in the format WAV 16bit. Because of this I downloaded Audacity and exported the already edited files in the correct format and size. 

22.03.18
· As a group we sat down and disscussed the exhibition and the general ideas mentioned throughout the semester. We seem to all believe it would be effective if we set up our game as if it were one of the pc labs in the game. 
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25.03.18
· I have created a number of environement ‘wear and tear’ panels in substance painter. I made use of the opacity channel so that these can either be projected as decals or used as physical model in UE4. Today I just focused on little details like cracked glass, mold, and scratches- the lab environement is quite clean so it wont require a lot of ‘wear and tear’. I also created emissive arrows and signs to assist in directing the player. 
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26.03.18
· I completed the rest of the environment deco panels in Substance Painter, the entire process was very simple, I used the same model and erased the layers after exporting each texture set. The collection of panels are quite simple aesthetically but they will work very well with the environement as it is very clean and sharp. 








29.03.18
· Today as a group we created a plan for the Easter break. Time has be allocated to each member to work on the project at home, we will have to follow this accurately so that work doesn’t overlap and verisions of the game don’t match up (one person will have the project at a time). We have also continued to dicuss the exhibition and how we hope to set it up, each member will create sketches and ideas and we will then compare and combine ideas. 
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03.04.18
· The gun VFX has already been implemented in-engine so there was no need to complete this. If there is time before the exhibition I may create stylised concepts for each weapon to put in the artbook. 
· Seeing as the finishing touches are being added to the game, there is no need to create VFX concepts at such a late stage to influence implementation; the research previously conducted is enough to influence this at this stage. 

09.04.18 – 10.04.18
· I began adding audio into the game today. I made sure to create separate folders for the different audio classes so that it would be easy to navigate for anyone who may need to when working on the project. The ambient sounds seemed to be the easiest to implement they work perfectly within the environment. 
· I did seem to find issues with the triggered sounds and localised audio e.g. hand scanner, computers, sparking cables. I seems like the camera actor activates the sounds instead of the character activating them, so you can only hear the sounds when you rotate the camera to certain angles. 
·  Seeing as I have to send the project to the next group member I will have to find a solution to this when I get the project back. 

10.04.18
· I spent the last of my time adding the environment deco panels to the game. I tried at first to add them using the physical models but in the end found it was much more effective creating decal materials and using the textures this way. This gave me more freedom when positioning the decals. 

22.04.18 – 24.04.18
· After receiving the project back it seems like the localised sounds seem to working properly now, I have also mananged to fix the hand scanner audio problem, I have now linked it to Eve’s ‘opening animation’ instead of to the scanner itself. 
· I have added all character and enemy audio, but I may need to revisit some animations later on in the oncoming week. 


[bookmark: _GoBack]
26.04.18
· Today I worked with another team member to add the rest of the trigger sounds to the asset and level blueprints. As I haven’t worked much in-engine I had to rely a lot on Dan to instruct me with working with blueprints.
· This evening I have continued adding the audio, I have managed to work with a number of the blueprints, however I have failed with the moving platforms, weapon crates and the laser traps.













In retrospect, the original team plan seemed well thought out but as time passed some memebers failed to update their tasks. I however, kept on top of my individual plan and updated my tasks within the group gantt chart as well. 
I updated the majority of the group meetings up until the Easter break; I made sure to address every point/issue brought up by the team. This ensured that everyone knew where their team members were in terms of personal development and we could assit eachother whenever needed. 
There were some miscomunnications when sharing some drone models and this led to me having to redo certain tasks such as completely texting the spider drone all over again. In future projects I will make sure to check with members sooner that the right assets/ files are being used. This set back meant that I had to adjust my time and plan. 
I managed to catch up on my tasks with eneough time, which meant I didn’t have to cut any features from my plan. 
There were times where I missued my time and focused on other modules where I planned to work on the development of the game experience. But despite this error, I am satified with the content I managed to produce for the project.
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