8/18/08 – Construct Box-Out of level schematic, make bombsites, and spawn points, check for map functionality


Spawnpoints and Bombsites Functional, and also buy zones are functional

Start boxing out the slums area of the map and various BSP geometry buildings

8/19/08 – Continue construction BSP Geometry Buildings, Add Textures to walls of the city and check map for play space


Note: add more static meshes and ideas into the middle of the map

8/21/08 – Refined CT Spawn Point, Put them farther away from the T’s so they don’t instantly both clash in the middle of the map and destroy the gameplay.  


Continued buildings on the CT half of the map

8/28/08 – Building Architecture for the Power Plant


Added more spawn points


Added boxes that explode when bomb goes off

9/2/08 – Built upon the base started for the Terrorist side of the encampment.  Finished prison walls exterior and  built upon the power plant idea into the T side of the map

9/3/08 – Added Agricultural building placeholders on T side of the map for placement testing


Refined on the power plant on the T and CT sides

9/6/08 – Started Texturing elements and areas of CS_AFTERMATH – The military sheds, prison walls, agricultural placeholders, and the power plant – refined some edges to meet up for better asthetics

9/7/08 – Added Decals pointing Terrorist Players to the directions of the two bombsites, added more spawn points, and bigger buy zone


Added Crates throughout the map to provide more cover for attacking and defending players.  


Textured some more walls in and around the powerplant.

9/9/08 – Added more decals for guidance


Fixed up skybox and sun entities


Cleaned up some more messy geometry in the level

9/10/08 – Added static meshes throughout the level as well as prop_physics_multiplayer entities as barrels to be shot at and roll around to have fun.  


9/11/08 – Deleted some static meshes of lightpoles that did not belong.  


Switched slums and police station locations to have CT’s start out farther behind hence prolonging each game session.  


Added more static meshes to compliment the environment.  


Blocked CT’s main path with big crate, so they can’t go that way anymore or as easily.  


Added lots of static meshes and decals in the prison to give player sense of the environment.  

9/13/08 – Fleshed out the ineteriors to the Powerplant and the Barracks


Added lights and decals and fixed textures in the prison, Added decals to power plant and static meshes into rooms for the power plant.  


Added signs on the CT side of the map, and Doors to the school building

9/14/08 – added more meshes, such as trees on the T and CT sides of the map, added flare to the military barracks, which is now going to be redesigned into an oil refinery or storage place.  Due to lack of meshes in engine and problems importing custom assets.  


Adding flare everywhere on the map, car parts in the middle, oil tankers in the refinery area, power generators in the power plant, decals and vegetation overall, some garbage, and lighting fixtures, just playing to see what feels right at the moment


Created the agricultural buildings to replace the placeholder

9/18/08 – Deleted unessecary meshes, added more vegetation on T side and CT side, decorated and completed the CT spawn police building, added flare to the jail/prison area with fencing and decals and garbage, 


Added a kitchen and prison area in the prison interior, spruced up the exterior.  


Created sniper position in top of prison.  

9/19/08 – Fixed textures throughout the level, replaced placeholders with agricultural units


Added giant oil silo in the oil refinery/storage place

9/23/08 – Added flare, finished up, filled in blank space, fix textures, play test play test play test!!!

