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[bookmark: _agss2gei8mta]28/01/19
Had our first meeting back from the brake and decided to have a look at our current level and see what needed to be fixed. After some discussion we realised that we needed more concept art for the environment and to plan out where buildings would be placed and what ones would be needed.
[bookmark: _krfs3u8wne7c]01/02/19
Team had another meeting to discuss the styling of the level in more detail and to create a priority list. So alongside our other work we also started making some moodboards.
[bookmark: _syqs5w9e52pn]04/02/19
Made the track longer by adding more turns. Also added in building placements and shapes as a rough idea for the concept artists to design.
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[bookmark: _gs9661pnkdjj]11/02/19
Expanded the level by adding to the cave system by adding two new chambers. Added some lava pits,stalagmites and stalactites.
[image: ]
[bookmark: _vq9dmql6n5ld]18/02/19
Caped off the cave system and extended the train tracks though the cave to a loading area for the crystals where the portal will be.
[image: ]
[bookmark: _jgv83d49y356]20/02/19
Cleaned up the map, added several new sections to the track and a key to make it easier to understand. On the bottom right is another cave with some crystals leading to a raised with a split path, one of which has holes in the cave so players can see the course since that was something that Matt wanted to see. The possibility of magnetic tracks had been added so players will now dive along the wall of the lava cave. Crystals were added to the cave system to add some variation as well as steam vents that would damage and or push the player. The crystal cavern was also added and is intended to be a visual spectacle to finish the level before the player goes through the portal. 
[image: ]
[bookmark: _azx88w3kxrt3]22/02/19
This version hasn’t changed much from the previous version simply having more information about how things would work.
Had a meeting with team and decided that the level concept was up to an acceptable standard that wouldn’t need to much change and I was to begin UV unwrapping Pereds assets.

[image: ]
[bookmark: _iwuctftlixcr]25/02/19
I decided to UV unwrap the directional arrow 1 since it seemed like a simple asset and I hadn't unwrapped anything in a while.
[image: ]
The unwrapping was more complicated than I had expected since it had a lot of extruded sections and so I had to be cut into smaller parts.

I also unwrapped the armoured minecart which was made out of nice large sections however, it was sometimes hard to get the struts that connected the ram to the cart.[image: ]

The next unwrapping I did was for minecart 2 which was pretty much the same as the previous mine cart but with some rubble in it.
[image: ]

[bookmark: _4h8e0018jk7m]28/02/19
Began unwrapping the minecart stand. This one was annoying to unwrap since I couldn’t see the inside of the stand. Luckily the cart and the stand were two different objects so I was able to use Ctrl+1 to select just the stand.[image: ]

I also did Minecart 1 which was the easiest of all the minecarts[image: ]

The cave arch was an interesting item to unwrap since it had a tendency to stretch in weird places. Eventually I had to just cut it into smaller pieces. 
[image: ]

[bookmark: _wi4d5t1nmh8r]04/03/19
I began working on the other hologram signs starting with hologram sign 1. This one was actually easier than the directional arrow sign since it didn’t have so many extruded bits.
[image: ]

Sign 2 was slightly more complicated than sign 1 with many different extruded sections which had to be cut into smaller segments. 
[image: ]

[bookmark: _bisv0n9r5avr]05/03/19
Hologram sign 3 was different than most of the other signs since it is much wider and has a smaller frame which made it very easy to unwrap.
[image: ]

Hologram sign 4  was another simple sign although it did a few extensions I was used to dealing with them at this point. [image: ]

Neo sign 1 was the next asset that I unwrapped which was extremely simple to unwrapped [image: ]


Neo sign 2 was practically identical to Neo sign 1 but without rounded edges 
[image: ]

Neo sign 3 was more of a billboard than a sign since it was pretty much flat besides the extrusions at the back.
[image: ] 

Stop sign 1 was simple to unwrap since it was basically separating the frame from the indentations
[image: ]

[bookmark: _cfox0lt9t4ui]08/03/19
I began working on the support struts for the cave. Support strut 1 was pretty straight forward to unwrap however I did find some engons and hidden faces which I was able to fix. 
[image: ]

Support strut 3 gave me quite a few issues when trying to unwrap it as it was created from the strut 1 so it had the same issues but also when I was trying to unwrap it I ran into an issue where it made some of the faces infinitely small and unuseable.
[image: ]

[bookmark: _mgx2dixsmlo1]11/03/19
After a few attempts I was able to sort out the issue with support strut 3
[image: ]

After I was done with the support I started UV unwrapping some barrels both of which were very straight forward
[image: ]
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I then began working on the tracks for the level all of which were very straight forward
[image: ]
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I also started working on the tracks for the overgrown level.
[bookmark: _wqutt7m8j9u3]15/03/19
I was tasked with adding barriers to Pererds existing tracks. However I ran into an issue where the barriers would separate automatically. 
[image: ]
I also ran into the same issue with the split tracks
[image: ]

[bookmark: _nqaog443zofi]20/03/11
I began unwrapping the train carriages. I had a few issues where the interior walls would fold  in on themselves instead of spreading out so I eventually had to separate it into smaller pieces.

[image: ]

The closed carriage was a lot simpler and I didn’t have any problems
[image: ]

I also quickly modeled some simple tracks for the train to use. I used two materials on so one could be emissive.
[image: ]

[bookmark: _pmdq9yojoc6z]22/03/19
With some help for chappers I was able to fix the tracks
[image: ]

[bookmark: _qnn0wgulw36b]01/04/19 - 05/04/19
After talking to the engine team I was tasked with trimming the poly count on the heavy vehicle to take some strain off the engine. 
I was able to shave off 2,088 polys and lay out the UVs to make it easier for the person texturing.

[image: ]

[bookmark: _75s83ylule5d]08/04/19 - 12/04/19
After talking to the lecturer I was told that there is still some more work I could do to trim down the polycount of the heavy vehicle. I was able to lower the polycont from 5,714 on the original model to 2090.
[image: ]

[bookmark: _cbvesmsx68bt]15/04/19
I volunteered to do some texturing work since were were all done with the modeling so I was tasked with texturing the Heavy vehicle and all the train components.
[image: ]Overall I(’m happy with how it turned out and I enjoyed learning the different tools and effects. One of the bits I’m most happy with is the welds and burns on the exhausts [image: ]

[bookmark: _wn304vwjguox]16/04/19 - 20/04/19
I then began painting the trains. I initially wanted to make them futuristic and match more with the neo-tokyo colour scheme
[image: ] 

However after looking at it felt it didn’t really fit our level so I went back and redesigned them.
[image: ]
I made them look more plain and dirtied them up a bit using the sandstorm tool however I ran into an issue where the effect only hit one part of the train unless I did it on the UV’s themselfs.
I also found out how to make something emissive in substance painter so I added added it to the hover components and modified the tracks so they wouldn’t be made of two materials.
This is the video I watched to learn how to add emissive materials: https://www.youtube.com/watch?v=kNpQ_wkEy8o

I then realised that we had no front carriage to the train so I modified the existing ones to make one.
[image: ]
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