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Introduction

This documentation will show evidence and will provide information regarding all of the progress Dan will be making through the second semester of the Project EVE development process. This will include several key elements such as; his programming tasks in unreal 4.1, changes of plan with Gantt chart and written evidence and notes on how things went/how it will move on etc.

































Semester 2

Week 0 (Before the 8 weeks)

A few weeks before the semester will begin the group made a start, to prepare for the work load ahead. The first thing they did was made a use for the energy meter that I created for the game screen widget before. When utilising any mechanics or switches without a key card will now take 20% off the meter. With no energy left the player will be unable to use these interactive devices.
[image: ]

	The next mechanic added that was very necessary for the game was the players attack. Being unable to kill the enemies would be unfair on the player so a basic line-trace attack in which will destroy enemies upon contact was implemented. This works ok but there should be another attack or weapon to make the combat more fun to utilise later on.
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A puzzle mechanic at the end of the level is under development as the group agreed on including it for a slightly better experience, using a line trace, the player can now pick up a white-boxed puzzle cube and drop it on the power source to open the last door in the level.
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Week 1 (Semester start)

02/02/2018
[image: ]

Planning ahead for the next 8/9 weeks, a group Gantt chart was made alongside individual ones that match it. These Gantt charts will be updated over time as tasks are completed and modified.

Began implementing the gun into the game, by changing values of the spring arm and camera positions, the player can now right click (keyboard) or left trigger (controller) to zoom to an aim mode and will fire off longer line traces. The character will rotate to face the front when aiming, it looks alright but the camera gets stuck in walls, will need to be fixed later.
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Week 2

07/02/2018
Additional particle effects that Martyna provided Daniel with via the group drive have been initiated. The first of which is the bubble system, this will be used in the containment capsules, the particle will emit simple bubbles that will rise in a swerving pattern, the bubbles look fairly correct, but changes may be needed later on when actually adding them to the containers.

[image: ]


Also, a smoke particle effect was added, utilising the alpha channels in the material. The smoke effect looks quite good in gameplay and will need to be added to vents and pipes.
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Week 3

09/02/2018
After receiving a door frame asset from Martyna, collisions were fixed since the player would get stuck against it, now the player can pass through. When the doors are added, they will need to be opened for the player to move on.
[image: ]

The rest of the day had no more progress in an attempt to improve the way the jellyfish drones behave. This waste of time will cause some problems later on regarding the planned tasks ahead and the Gantt chart will need to be updated.













14/02/2018
Gantt chart week 3 tasks underway, testing a gamepad on the game and added some of the missing actions to the inputs, the controller works fine and feels pretty good to play with. PS4 controller tests will be made another day.

Key card functionality has been improved, instead of having to walk into a door with the key, the player must use the interact button when standing by a door or switch.
[image: ][image: ]


15/02/2018
A new planning document has been put in place regarding engine task completion, this will be referred to over time to prioritise tasks and get them all done eventually.
[image: ]





16/02/2018
With the 4 hours at uni, a new main menu has been initiated, this time with controller/key functionality instead of simple clickable buttons.
[image: ]

Another addition that was made to the game was a rough placeholder inventory system. Upon getting a key card or a gun, a box indicator appears in the top right corner. This looks very clunky but will serve as good reference for further visual updates.
[image: ]







Week 4

21/02/2018
The group started adding their assets to the game. Assets added; Energy pad, Laser gate, Health and energy pick-ups. All of which seem to fit in well in terms of scale and look.

[image: ]

With some discussion with the group, a new mechanic has now been implemented. Picking up components and dropping them on the energy pads will now activate the moving platforms. The pick-up feels a bit awkward at the moment so adjustments will be necessary.

[image: ]

Enemies can now be damaged with the gun and melee attacks. Jellies take 3 melee hits and Spiders take 2, the gun deals much less damage. An unfortunate problem has been spotted where the enemies share health, this will need to be fixed another time.

[image: ]


23/02/2018
Not enough was done regarding the enemies and player attacks this week so the plan isn't look as good as before. The only thing that was achieved today was a basic wide hit box for a melee attack. This could work fine for the knife or the staff, however the hit box would need to come out to match the animations when they are done.

[image: ]


























Week 5

28/02/2018
With the weekend meeting, a grenade will be needed for the later areas in the game. A basic throw-able cube has been made in which will explode with a large area of effect after a few seconds. New visuals will be needed to enhance the impact of the attack and the player should only be able to get one grenade rather than unlimited.
[image: ]

The meeting also made a big change, the jellies will have a tentacle whip attack and the spiders shoot lasers. Spider drones now fire red lasers in their current direction whilst hoping every few seconds.
[image: ]








Week 6

7/03/2018
Unfortunately the group was unable to make any progress last Friday due to unavailability of uni facilities.
 
More assets have been added to the project file such as the walls, doors, ceilings and the gun weapon. A new blue projectile has been added instead of the old line trace for the gun, after testing it players have trouble knowing where they will shoot next, a reticule will be added later on to fix this.

[image: ]

Another thing that was achieved was an electric particle effect for the platform activator pads. This spawns to show that something has changed when activated. Moving the camera quickly makes this effect blur a lot so it isn't easy to see at times.
[image: ]

As the weeks go by it is apparent that a lot more effort will be required moving onwards to make up for the current lack of progress being made.






09/03/2018
After the game was play tested more, the jellyfish drones behaviour really needs to be changed especially with the changing layout of the level. Alex had some push backs with the discovery of new issues with the character models being rigged; animations have to be done again from scratch. The jellyfish drones will need to be updated next week to fit the gameplay better.























Week 7

14/03/2018
The first Jellyfish drone will now patrol its own path from point to point, when finding the player they will approach them. Unfortunately they head back to the same point when losing sight of the player.
[image: ]

A basic shield has been added, this consumes some energy to block drone projectiles and laser gate beams, spiders can still hit the player when close by and jellies ignore this new defence. The shield will require its full use later on. [image: ]

Lastly the player’s energy will recharge over time to make sure they can’t get stuck at places or overuse the shield. Also, Dan got the laser gates to turn on and off every couple of seconds, the shooting power sources didn’t work with the game idea, so this adjustment was made.
[image: ]

15/03/2018
New particle effects have been added to the health and energy pick-ups, they also slowly rotate around; these changes were discussed in order to make them stand out more.
[image: ]

The jellyfish drones now all have the new behaviour applied through the level, each with a unique 2-4 point movement path to follow.
[image: ]

The team noticed that the doors were opening incorrectly so Dan have begun finding a way to have them sliding open rather than being destroyed. At the end of the day, the doors are opening one side after another; this looks a bit off so a solution will be needed next week.
[image: ]



Week 8

21/03/2018
Very little progress was made, the Spider drones still get stuck in certain places and Jellies still have movement issues however a start was made on the doors opening in sync. This will need to be applied fully later on.

23/03/2018
[image: ]
Energy generators now spawn energy capsules upon interacting nearby. This should make more sense than just having the capsules loosely placed on the floor.

[image: ]
The doors opening one at a time has now been fixed fully, both sides of the doors are opening in sync, with a lack of environmental updates to the level there should be changes in the layout that will concern these doors later on in the Easter break.



[image: ]

The Gantt chart now looks like this, most of the tasks have been completed or started but the group clearly under-estimated their workload. A lot of these important tasks will need to be completed over the Easter break, the current position in the project doesn’t look too good.




























Easter Break

Week 1

01/04/2018
[image: ]
Before making a start on the project over the Easter break, the group decided to make a separate Gantt chart specifically for the Easter break and the two weeks after. This Gantt features tasks for all members of the group and potential exhibition prep tasks as well, this will be used through the last weeks before the deadline.

05/04/2018
[image: ]
The first major feature that has been programmed is the final room’s 4 piece puzzle. The player must pick up energy panels and place them in glass components as seen above, with all 4 in place the end game teleporter activates in order to finish the level. This new end should provide the player with some more variation in gameplay where they must search for things rather than make their way forwards.



06/04/2018
[image: ]
A new camera reset function is now in the game as most third-person platformer games do usually feature this function. With a press of the right-stick the camera will now swing into the direction that the player is facing.




















Week 2

09/04/2018
[image: ]
Today a rough main menu layout was implemented by gathering and arranging some of the game’s assets. The team didn’t seem too fond of this layout suggesting a monitor screen idea instead so this will need improvement next week

09/04/2018
[image: ]
After a few days of implementation, a series of text prompts that guide the player early on in the demo have been added. This features control inputs and tips for new mechanics etc. Hopefully this new visual effect should guide the player when they get stuck on what to do next.









10/04/2018
[image: ][image: ][image: ]
Today, new damage indicators have been added to the player, spider drones and jelly drones. A quick and bold red flash will overtake the current material for a second when something is damaged. Another visual cue that will emphasise whether damage is being dealt/received or not. 



10/04/2018
[image: ]
After discussing with the group about the main menu, some changes have been made; placing the camera near a laptop screen, having the options on that monitor and adding some more assets. With the group satisfied, the main menu just needs some ambient sound in the background.





11/04/2018
[image: ]
As the group suggested, a new pick-up that changes the player’s textures from robotic to human-like is in the game. This feature doesn’t really change the gameplay but the new look should keep the player entertained.





11/04/2018
[image: ]
The inventory was really un-functional before therefore for the past couple of days a new functional one complete with icons for the gun, grenade and key cards is now in place. This widget updates when obtaining/using these items, letting the player know what they have obtained should avoid potential confusion and break of immersion.







12/04/2018
[image: ]
There was an issue with where the player is aiming before, so a new reticule has been added so that the player will know exactly where they will shoot.




13/04/2018
[image: ]
The group mentioned that there are issues regarding the way the camera gets blocked by the player when backed-up against a wall or asset, so this new change should fix that problem. A see through version of both character textures will be applied when the player gets close to the camera, therefore less camera blockage.


Week 3

17/04/2018
[image: ]
Approaching the end of the Easter break, I raised a point regarding the controller compatibility, more gamers are used to using an Xbox 360 controller than the awkward PC controller that was used before and the control scheme was based on a PS4 controller before. Now Dan has bought a blue Xbox 360 controller for the exhibition and have done a new control scheme picture to fit the new controls in use, this will need to be printed and added to the exhibition later.

18/04/2018
[image: ][image: ][image: ]
Since Alex has done most of his animations, via the Google drive, Dan has started adding them in the game. After three days of trying to add them, they almost work perfectly, this includes Eve; idle1, 2, walk, run, jump, landing, knife, aiming, door opening and death. Spider drone; Idle, walk, shoot and death. Jelly drone; float, idle, attack and death. There are some problems that could be fixed on another day regarding animation overlaps, playback speeds and transitions in places.



Week 1 (after Easter break)

27/04/2018
[image: ]

Without any means of informing the player that they beat the demo, the end could slightly cause confusion, therefore a new map that opens upon entering the last teleporter was added. A basic “Thanks for playing” message accompanied by a prompt for getting back to the main menu should solve this issue. 

Today the audio for the game was finished off, with all sound effects happening at their respected events such as doors opening, player actions and laser gates etc.

Last week (after Easter break)

01/05/2018
Today after adding all of Martyna's requests and Summer's audio outputs in the game, the project has been finalised and packaged into an executable file. The result isn't too bad but could be better regarding some minor glitches and some missing effects etc.
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https://www.youtube.com/watch?v=3GV6-4uhkYc&t=19s 

https://www.youtube.com/watch?v=xPb3sV4lZuY

https://www.youtube.com/watch?v=Erpp9WgbasI  - Patrol and follow
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https://www.youtube.com/watch?v=QRUkZcR6cVQ – Pick-up mechanics

https://www.youtube.com/watch?v=_0o-vAqSpgo – Help/tip text
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Before making a start on the project over the Easter break, the group decided to make a
separate Gantt chart specifically for the Easter break and the two weeks after. This
Gantt features tasks for all members of the group and potential exhibition prep tasks as
well this will be used through the last weeks before the deadine

05/04/2018

The first major feature that has been programmed s the final room's 4 piece puzzle

The player must pick up energy panels and place themin glass components as seen
‘above, with all 4 in place the end game teleporter activatesin order to finish the level
This new end should provide the player with some more variation in gameplay where
they must search for things rather than make their way forwards.
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placing the camera near a laptop screen, having the options on that monitor and adding
some more assefs. With the group satisfied, the main menu just needs some ambient
sound in the background.
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1110412018

Asthe group suggested, a new pick-up that changes the player's textures from robotic
to human-like s in the game. This feature doesn't really change the gameplay but the
new look should keep the player entertained
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Asthe group suggested, a new pick-up that changes the player's textures from robotic
to human-like s in the game. This feature doesn't really change the gameplay but the
new look should keep the player entertained

11/04/2018

The inventory was really un-functional before therefore for the past couple of days a
new functional one complete with icons for the gun, grenade and key cards is now in
place. This widget updates when obtaininglusing these items, letting the player know
what they have obtained should avoid potential confusion and break of immersion
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There was an issue with where the player is aiming before, so a new reticule has been .
‘added so that the player will know exactly where they will shoot.
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There was an issue with where the player is aiming before, so a new reticule has been
‘added so that the player will know exactly where they will shoot.

D& S

13/04/2018

‘The group mentioned that there are issues regarding the way the camera gets blocked
by the player when backed-up against a wall or asset, so this new change should fix

that problem. A see through version of both character textures will be applied when the
player gets close to the camera, therefore less camera blockage
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‘Approaching the end of the Easter break, | raised a point regarding the controller
‘compatibility, more gamers are used to using an Xbox 360 controller than the awkward
PC controller that was used before and the control scheme was based on a PS4
controller before. Now Dan has bought a blue Xbox 360 controller for the exhibition and
have done a new control scheme picture to fitthe new controls in use, this will need to
be printed and added to the exhibition later.
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