Dylan Hopkins		Creative Practice 3
Production-Diary
Introduction
In this production diary, I will log all the various “things” that I have done throughout this module, including but not limited to, what happened during class-time and what happened out of class-time. 
26th September – First Week of creative practice 3 module.
In the lesson we had today, we as a whole class, were given the objective, to create a horror game that contained no less and no more than 7 minutes, that was confined to a single room. We were not limited by the secondary genre however, meaning we could create any type of horror game that exists to-date, survival horror, first person horror, third person horror, point and click horror etc.
This is all that happened this week, as we were still new as a team, as we did not know each other, nor I had an interest in working with each other, I personally was slightly at discomfort with working together with a different class.
3th October – second Week
In this lesson today, we didn’t cover much, the only thing we needed to do, what create a presentation pitch about what our individual ideas are for a horror game, we also set up our means of communication, for example, using Discord, Facebook and Microsoft Teams.
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A couple of days from this lesson and I am now thinking about what I want my horror pitch to be, as anything and everything went, as long as I adhere to the single room and 7 minute restrictions, I could virtually propose anything.
My first thought was to create an escape type game, like the flash room-escape games I used to play online when I was younger, however, with an updated look, being in 3D using the power of the Unreal Engine 4, however I could approach this game type in many different ideas, such as, it being a point-to-click type of game, third person game, first person game, or 2D game and the Unreal Engine 34 provide a 2D template known as Paper 2D.
10th October – Third Lesson
In the lesson today we presented out ideas, to the class, I was absent this day due to illness, however I still posted my pitch on Discord and the Microsoft Teams, as well as an email to Jessica, my idea was the following:
You start as a boy minding his own business, when due to weakness the floor beneath him begins to collapse, this causes the boy to fall into this ancient morgue. This morgue has a single coffin in the center made of concrete. This morgue is actually a prison, encasing a monster inside, to never be released, on the tomb is a variety of seal, that stops it from escaping, however due to your presence, the seal is now breaking, you have 7 minutes to reapply the seal and get out, otherwise the monster will kill end you and escape into the city above, to where it will continue to feed.
The game idea that was decided in the end was the prototype called submerged. There wasn’t much else I could do this week, as the subject had only just been chosen and communication was still poor.
17th October – Fourth Week
This week we further defined the Submerged game idea that we chose to make, this mostly for the game design side of things, so that they could flesh out what they wanted to do, what was and what wasn’t possible.
24th October – Fifth Week
In this lesson, we discussed things that were possible for the animation side of things, such as what we will be able to do, such as first person over third person, which would be easier for us with our current skills to animate, and what we would need to animate.
31st October – Sixth Lesson
In this lesson we sat around the table and fleshed out the game direction, this is where we fully decided which route the game would take us, using the white board, we created a circle and drew a map of the game, cutting the circle into three section that would represent: the tutorial, the main body and the end, we did this so that we could fill the sections out with information, and any side that were lacking in writing we knew that we needed to develop that area more.
Many suggestions were created this week, a few of my own were, to create a filter for the camera, so that when you were in the dark, the camera would begin to distort, this idea was inspired by the game Amnesia the dark decent. Likewise, I also suggested that perhaps some cave systems would collapse in from of you, forcing you to find a quick way around as the monster would be drawn to the noise.
In the end we knew what type of game we would be creating as well as what our roles would be,
The job that Karol and I (both on animation group) were given, were to create the storyboard, Karol would be storyboarding the first section of the game and I the last.
7th November – Seventh Lesson
This week I uploaded the draft versions of the storyboards on Discord and Microsoft teams, and as expected, no feedback was really given, a common occurrence with this group, which meant, I didn’t know if anything on the storyboards needed changing or adding, 
12th November – Eight Week
This week I uploaded the draft versions of the storyboards on Discord and Microsoft teams, and as expected, no feedback was really given, a common occurrence with this group, which meant, I didn’t know if anything on the storyboards needed changing or adding, 
19th November – Ninth Week
This week, we sorted out our “issues”, the script was fully realized and pre-production had fully begun, Fenn managed to take charge of the operation, and verified our roles, which meant, both Karol and I knew what we were doing, knew where the game was headed, and could fully begin working on it.
Later that week, Karol and I had a Discord group chat with Fenn, who went over the storyboard direction with us, letting us know what we needed to do, my job was to storyboard both endings for the game, both the good ending and that bad ending.
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Here are the thumbnails for the bad ending
26th November – Tenth Week
Nothing much had happened last week as I was too bust focusing on other modules as I had to dedicate the majority of my time working on professional practice as that was becoming critical.

1th – December Eleventh week
This week I completed my Production Diary and Self-reflection, so they are good to upload to the turnitin links as well as a physical copy given to Jules, I also finalized the storyboards this week, they are ready to be handed to the game design group to start implementing the scenes and are ready for us to start animating as soon as the models are done and rigged.
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