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Production Diary 

3rd - 8th October 

Generating game ideas/possibilities surrounding a main genre of ‘Survival Horror’, with 

gameplay lasting no more than 7 minutes. My individual theme for a solitary morgue was 

thought up. A rough presentation will be put together to share with peers the theme and the 

possibility for my game idea. 

The game focused on being locked in a morgue at night, the player would have to survive until  

morning (7-minute deadline) and would do so by completing minigames (spread around the 

level) which they needed to complete successfully to avoid losing the game. 

 

Above- A slide of the presentation, giving a rough idea on the Theme and Setting of the game. (see 

Appendix- Presentation 1.) 

 

10th - 17th October 

Game theme ideas presented within peer group. A better understanding of what type of game 

could be worked on as a team. Current individual presentations would now be developed into 

better formed pitches, focusing on; theme, setting, mechanics, a narrative summary, and an 

example of an opening sequence for the game. 



 

Above - My storyboard for my individual game opening sequence. This allowed me to 

present the narrative and desired theme of my game idea. 

 

24th October 

Developed pitch (see Appendix- Presentation 2.) presented to peer group, ideas from each 

individual pitch were discussed, and peers chose final game to move forward with. The game 

chosen to develop collaboratively was ‘Submerged’, a game which focuses on the player’s 

escape from a cave system via following a stream of water and avoiding a ‘stalking -type’ 

monster. Roles were assigned to each member, my own role being 3D asset design. A rough 

list of assets appropriate to the game setting would need to be curated, for an understanding 

of what reference/research material is needed. 

 

31th October 

Preliminary map layout discussed, focusing on; events which occur in each Act of the game, 

what obstacles the player could approach, and how the map would work (the paths the player 

will follow). The design of each act was also taken into consideration, giving a better idea of 

what themes/models to include in the list of assets. This discussion provided a more 

structured layout of what we would work towards for the initial white box game. 



 

Above- A sample of the asset list. These were the prioritised assets, which the player would interact 

with. The list was divided up and the assets were developed individually. (see Appendix- Asset List) 

 

7th November 

Rough generalisation of what assets are needed has been created (see GDD). Themes of the 

level areas discussed. Researched into the appropriate real-world location to base the cave’s 

aesthetic design on. Established that the appropriate real-world location to use as inspiration 

is Banff National Park, Canada. Research began for location detail, to specify asset design (e.g. 

Limestone cave system, rock shape) and form an aesthetic. 

 

8th - 11th November (and continuing) 

Using collated images of Banff National Park caves and the discussed map structure (themes 

of each area), sketches were made to get an idea of the structure of organic assets (rock 

formations appropriate to a limestone cave). 

 



 

Above- Reference imagery for the assets. This gives an accurate portrayal of the appropriate 

rock types and shape of limestone caves. Shapes of rock assets were derived from sampling 

(outlining) silhouettes of real limestone cave environments. 

 

12th - 15th November (and continuing) 

Developed workflow of asset modelling;  

• Block-out the basic shape of the asset in Maya. (Using my sketches and 

reference images) 

• The block-out is then exported to ZBrush, resolution increased. 

• Asset is manipulated in Zbrush to resemble a more organic/natural shape. 

• Detail is added (possibly for future texture work and helps visualise the shape), 

and a re-meshed version is exported back into Maya. 

• The asset is reduced to a poly size appropriate for the game engine, via 

retopology. 

• Finally, the asset is put into the engine to test if lighting works and 

troubleshoot any issues.  

Organic modelling would continue, currently focusing on rocks to build up the cave interior.  



 

Above- An example of the asset workflow: 1st - Block out shape, 2nd - More natural shape added in 

high poly format (possibly used for details in future texturing), 3rd - Retopology used to create low 

poly for game white box (retaining some of the natural shape from ZBrush).  

 

15th - 18th November 

Researched information on designs for a Pickaxe (in-game tool picked up by the character 

and is used to break wooden planks). Discovered from the research that the most 

appropriate variation of Pickaxe would be a Mattock, due to its design for chopping wood. 

 

Above- Sketch/image reference sheet for Mattock Pickaxe designs. Possibly more 

appropriate for texturing and details but provides a basic idea for the form of the model.  



 

18th - 24th November 

Majority of asset modelling is completed. Finishing each model by applying hard/soft edges, 

to give better lighting to the assets when in the engine Whitebox. Models have been shared 

with the white box designers/level developers. 

 

Above- Screenshot of the models being tested in the engine (checking lighting on blank 

texture maps). 

 

 

GDD- Individual Section 

(Asset Creation) 

Visual Style (Focus on Location) 

In consideration to the desired visual style/layout of the game, the inspiration for the location 

would need to be; a limestone cave, where deer are common, where mining projects can 

occur, in a forest area and near a creek/lake type feature.  

Both North America and Canada are suitable locations for the requirements, but from further 

research into ‘Block Caving’ (a process in which tunnels are made to undercut ore deposits, 

see Canadian Mining Journal, 2018), I have found block caving is currently being implemented 

in some areas of Canada. Ultimately, Canada is the most appropriate and plausible place to 

set the game in (and draw inspiration from). 



 

Assets- Pickups 

• Pickaxe- Mattock, equipped with flat blade side and pointed traditional pick. 

The majority of the pick’s detail would be captured within the texture, giving 

definition to the material of the pick and the shape (texture applied in the 

future).   

• Rocks (Thrown to distract Monster)- More compact shape than the 

environmental boulders (also scaled to player size/hand) and should focus 

around limestone ‘chipping style’ rocks. 

• Wooden Boards- Placed to board up certain pathways, more gnarled/rustic 

planks, due to weathering of age and water (again, most detail would be in the 

texture, but the shape of the model should add to the weathered style) 

 

Assets- Environment 

• Cave Entrance- Asset transition from Creek (plant/nature) to rocky cave theme  

• Fern plants to transition into the cave 

• Rock formations appropriate to cave type (stalactites, stalagmites, smooth 

limestone, jagged hard stone) with varying roughness qualities 

• Moss textured on stones (near mouth of cave) 

• Possibly bioluminescent plant/fungus species (blue/green glow emitters) 

 

Focusing on a variation of rock/boulder models, to allow the level designers to add more 

structure and diversity to the level map. More decorative assets (stalagmites) wouldn’t be 

integral at this stage but would help ‘break up’ and form a good aesthetic level layout. Organic 

foliage may also be unnecessary to the level creation at this stage, due to it being more 

appropriate to the finalisation of the level’s visual design and overall completion of the game.  

 

 

 



Reference; 

Canadian Mining Journal. 2018. Block Caving. [ONLINE] Available at: 

http://www.canadianminingjournal.com/features/block-caving/. [Accessed 20 November 

2019]. 
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Asset List; 

 



 

 


