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[bookmark: _Toc500809747]Introduction 
ELM Team will be aiming to achieve a playable prototype of the game idea from the last course called “ELM” in which they will show the game mechanics, characters and environment through at least 15 minutes of gameplay by the end of the semester.  However, for the first semester the team should at least have all the characters almost ready for the textures and animation, the design of the level, some mechanics and some assets done. This document is focused in one of the artist of the team (Aday Cejas Torres) so it will show a closer look to his work and process throughout the trimester.
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For this trimester the team shared the tasks and the roles depending on the preferences and the skills of each member. Catarina and Aday covered the more artistic tasks since the other components didn’t feel comfortable on these aspects of development. 
Aday- Design and Model the two bosses
Catarina- Redesign, model and topology the main character. Design and model two normal enemies
Connor- Engine programming, control design and AI programming.
Aled- Design and model some weapons and assets. Rigging main character and bosses. Level Design
The team member Aday followed a lineal process to accomplish the goals with accuracy and on time, that process is composed by four stages; Documentation, Research, Pre-Production, Production and Post-Production.

[bookmark: _Toc500809749]Documentation
The team will create Gantt chart at the beginning of the project to plan all the tasks and goals the team need to meet throughout the eighteen weeks given to accomplish all the tasks shared. This document has been updated weekly and followed by all the members through a personal diary. An individual project plan was also needed for the members to know what they are working on individually at all times. The team used an online platform (Trello) to share all the ideas and the progress in the project and a Team Mega account to upload every archive.

[bookmark: _Toc500809750]Research
In this trimester the task for the group member Aday was to at least design and model the two bosses that will appear in the final playable prototype. This member should finish the designing and modelling tasks with all the process it takes (researching, sketching and final concepts. If the member had enough time to accomplish the basic goals, topology and then texturing would have been added to the task list for this trimester.
For the Mini-boss model both boar and human bodies research was needed since the mini-boss design is a hybrid between these two species (This changed later on the project for gorilla body structure and human body structure research). For the main boss model Orc and Troll research was also necessary since the final boss would be once more a hybrid but this time it would be a mix between the already existing race of the world (Designed at the very beginning of the project the last year by Aday but polished a slightly changed but the other artist of the group Catarina) an a bigger and a more brute being such an orc or a troll.
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In this stage both artists will study the design of the character (Main character rework, both normal enemies and both final bosses) by doing some sketches and trying several designs, clothes, colours, etc. As mentioned above, the team member Aday after doing some research about hybrids of animals and human will have to achieve a solid design of a human-animal hybrid for the mini-boss and another hybrid between the small race and a troll or orc (or both).
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After achieving a solid design for the characters by trying several ideas in some sketches a final concept will be needed to have a consistent final reference for the orthographics and the modelling. Also, if possible a colour scheme will be necessary to have more than one combination of colours in order to have variation of choices for the final texturing of each character. All this process will be done in Photoshop (Class Room) and Clip Studio (at home at least by Aday).
Once the designing and concepts are done, the artists will be able to star modelling in Zbrush, starting from a proxy or low poly version, then scaling the model after importing it into Maya and give it to the rigger and after that entering in some more detailed shapes. Some zones of the model like the teeth and the clothes will be separated from the model. After adding some details and finishing the model it will be exported to Maya once more to topology it (if there is enough time at the end of the process).	
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Finally, after finishing the tasks bellow and before reaching the deadline all the finished work will be collected in a memory drive in order to hand in all that work to the lecturers such like final models, final concepts, proxies, etc. Also, a report and a persona diary will be needed to descript all the process through this trimester.			


[bookmark: _Toc500809754]Result & Analysis
Every issue and succeed in every stage of the project will be analysed in this section of the document in other to give a clear view of what shouldn’t be repeated and what actually worked within the mythology model that the artist, specially the team member Aday followed. As the Methodology, this section will be divided in five stages; Documentation, Research, Pre-Production, Production and Post-Production.
Documentation- In this stage a team Gantt chart was provided as well as a personal one. Since some of the personal Gantt chart changed the team one changed too. All this changed were due to some delays and problems that the members faced and some of them were caused by bad share of tasks and lack of communication in the team. Some of these issues could have been caused by the fact that the team didn’t really have strong marked roles since everyone were making artistic contributions such modelling assets (everyone has assets to model), texturing (once more everyone has assets to model) and designing the mentioned asses and everyone had technical contributions as well. The team really didn’t share the work by the roles but by the tasks that needed to be done, for example, Aday work was designing the characters, doing the concept final art, doing the orthographic, modelling the characters, topologizing it and finally texturing them. Catarina’s work was the same, designing, concepts, modelling, topologizing and texturing two enemies plus remaking the main character almost from zero which caused a lack of time to achieve all goals since she was doing all those characters process by her own and she got stuck in main’s character modelling due to the need of some major changes on the main character such the hair style and the head structure and clothes. Meanwhile Connor an Aled shared technical work in the engine what caused that both ended working on the level design when it was a task for just on member of the group. This also caused that Aled rushed the rigging for all characters at the end of the trimester very near to the deadline which kind of caused a not very important bottleneck.
Research- Since the team member Aday had the task of designing both bosses from scratch he had totally freedom to do research about whatever he would feel like without having to follow any reference, just the fact that the game has a cartoony art style, so the character need to be quite disproportionate. Through this research the member Aday had the idea of including a new race in ELM’s world, a hybrid half animal half human that will give more verity to the enemies. In the beginning this hybrid would be composed by a boar and a human but that idea changed later. The Main boss idea however, stayed the same through all the staged, it would be a really corrupted variation from the standard enemy adding some troll and orc characteristics.
Pre-Production- In the sketching process some issues related to the consistence of the art style and the communication among artists appeared. As all the character designing process where made individually and almost without communication, their consistency was really affected in a bad way. After some weeks of research and sketching the bosses had to be repeated again and again because the team member Aday could not match art styles properly, that’s why after several failures both artist had a small meeting in order to finally match both art styles and get done the designs for the bosses. This is the moment when the Mini Boss idea changed to a hybrid between a gorilla and a primitive tribal human. This cause a delay of weeks since the boss artist had to repeat the designs several times until both artists realized about the lack of communication. 

Production-However, this lack of communication was repeated once more in the digitizing process while colouring the design, more precisely when doing the fur of the Mini Boss. Since Catarina also had a furry character it took a while to Aday to achieve a similar fur style due to Catarina’s style is very focused on minute details so Aday’s final concept colouring was improved when the other artist (Catarina) gave tips of how she drew the hair to Aday.
Later on, in the project, once finished the final concept for the mini boss, modelling process started. The modelling started without much trouble until the time to model the fur all around the body. Covering all the body with fur was a slow task because special research for it was needed and the process followed to model the fur consisted in making the fur strand by strand which caused once more a slight delay. Since the first model took so many time in many aspects and both artist ensured that all designs were consistent and matched with each other, the main boss was started in Zbrush without having a finished concept art of it to at least try to finish the 3D Model and leaving it ready for the next trimester ready to be topologized. Main Boss model also gave some troubles and delays, the most important was the wrong scaling of it which caused the necessity of rescaling it, but it didn’t work back on Zbrush, so the entire model had to be repeated in the las days, now with the correct size.
Post-Production
At this stage all the work done from the other stages was recollected on a team memory drive to hand it in to the lecturers. Also, a track of all the process through the semester was handed to the lecturers.
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There has been many issues and delays caused by some lack of information in some stage. One example occurred at the beginning when the main bosses were being designed, both designs had to be repeated because the artists didn’t share de designs and the opinions among them. Another occurred when designing the level, two team members were working on the level design at the same time when only on was meant to be doing it. Also, the way that the team planed the trimester, sharing tasks instead of roles could cause some delays since, for example all the members of the team were asignated some design and modelling tasks but also engine work (Aled and Connor) which caused that less assets than the expected were finished.
However, most of the goals have been achieved, ending the semester with five character models done, three of them ready to be textured and the four of them ready to be skinned and animated. Also, some weapons have been modelled and textured already and some other assets like defend turrets. Some controls and mechanics have been added to the white box and the basic character controls have been introduced as well, So despite some delays, lack of communication and mistakes the team have finally achieve all the important work done.
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