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Creative Practice 3 
Production Diary 

 
 
Week 1. 30/09 
This week I began generating and developing my own ideas to pitch to the group. My idea, going by the title of 
“Isolation” is focused on the fear of being alone and the fear of running out of something crucial to your 
survival. 
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Week 2. 07/11 
I pitched my initial idea and received feedback. Following that feedback I adjusted the pitch itself to remove 
elements that distract from the core theme of the idea, such as the monster. I also began work on my Games 
Development Document (GDD) while developing this idea further. 

 
 
 
Week 3. 14/10 
This week I further developed my GDD with additional information. For my Pitch Document I created a visual 
moodboard, thumbnailed concept pieces for the game, and drew a basic map of the level itself. From that map 
i also decided to venture into Unreal Engine to make a basic Whitebow of the level.  
 



 
 

 
 
Week 4. 21/10 
The second pitch of my idea was given to the class. It was not the project decided on by the group so my work 
will shift direction towards the idea pitched by Fen and Ellie (Submerged). 
 
As a class, The level layout was decided upon. 



 
 
Week 5. 28 / 10 
Rough sketches of elements within the game were generated. This includes concepts relating to the design of 
the monster within this game as well as some rudimentary environment pieces. 



 
 

Week 6. 04/11 
This week the design of the monster was further iterated based on some feedback. 

 



 
 
Week 7. 11/11 
Iterative design continues. Began blocking monster in 3D 

 

 



 
 
Week 8. 18/11 
Attempted to develop some environment pieces furthur. Decided to focus on the 3D model of the monster 
going forward. Had some feedback from cohort on how to improve the scariness of it’s silhouette. I did struggle 
with Zbrush’s adaptive skin tool this week, and attempts to try block the monster out in Maya instead also 
caused me some difficulty.  
 

 
Waterfall Room Development 

 



  
Monster Development 

 
 
Week 9. 25/11 
I spent my time this week focused on retopologizing the monster using Maya. I had initially only planned to 
spend one or two days working on this, however I underestimated how long it take due to my inexperience with 
this tool. I did manage to create a piece with good edge flow on the most part. 

 
Pre-Retopologizing 

 



 
Retopologized Monster 

 
Week 10. 02/12 & Week 11. 09/12  
Over the course of these weeks my time has been spent working on paperwork such as the Critical Analysis. 
No new pieces have been created or developed on this week to ensure work is finalised for the deadline. 
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