Creative Practice 1 – Production Diary
Week commencing 30th September
This was the first week lessons started. We were told the game needed to be 7 minutes long, and as a class we chose whether we were going to create a survival horror game of an escape game, of which survival horror was chosen. I was happy with this as survival horror is one of my favourite game genres and began to think of ideas. My go-to horror environment is abandoned/empty shops, so I thought of having the setting be in a large store like Ikea or Lidl, so I wrote a quick blurb of what the game would be about;
You stayed behind too late shopping in [generic shop name, e.g Aldi, Lidl Ikea, etc] and need to escape before the security guards find you. You need to finish your shopping for the door to unlock (~7 random food items?) so you can escape with it. The items will be in different places around the shop each time the game is started. Beware the security guards’ torch lights, they will see you and chase after you. If you are caught, you die and the game ends. If you manage to collect all items in the 7 minutes, all the guards will be alerted of your location and you will have to run to the exit as fast as possible, using the aisles and shelves to avoid the security guards.
I was told we each needed to have a presentation ready for the next lesson, so I worked on that through the week.

Week commencing 7th October
This week we were going to do our presentations but were told to carry on making them and work on a GDD for the game by our tutor through Google Teams. I prefer to do written work outside of class time so I can focus better, so I decided to do some concept art for my game and add in a few more details, even producing some mood boards for the environment of the game and the characters in it. I decided to add another type of enemy besides the security guards, those being the shop workers. These are normal people during the day, but at night become like husks. Their eyes turn white and they wander about the shop aimlessly. If the player gets too close to them, they will grab the player and begin to scream, alerting the guards to their location. The player must continuously hit the spacebar in order to get out of the shop worker’s grasp and run to a different part of the shop as quickly as possible, so the guards won’t find them.[image: ]
The presentation I made for the game which includes mood boards and concept art can be found here:
https://docs.google.com/presentation/d/1jmbqpzGb1txJFXI6fX_upjKxwUJpqmXcv7DS-naTC-U/edit?usp=sharing

Week commencing 14th October
This week I continued with the game design document for the game. I was unsure as to what else I could do as our tutor hadn’t shown up again and there weren’t any new instructions on what we were meant to do. I decided to experiment with Unreal Engine for a bit but having no experience with it beforehand I wasn’t sure if I was going to be able to produce even a whitebox for my game.

Week commencing 21st October
This session was spent finalising my idea and explaining it verbally to my friends to make sure it all made sense and that there were no inconsistencies. I was still uncertain that I would have enough time to make the game, but I did manage to complete the GDD for my game, which can be found here:
 https://docs.google.com/document/d/1bQecom2cLqq9fF_g1DypJ4Aw7SeW9igtsgIObriSPjc/edit?usp=sharing

Week commencing 28th October
At this point I was lost and didn’t know how to continue with this module. I talked with my friends and they were also unsure. I decided that it would be best to join a different group with people that had more experience using Unreal Engine as I knew I wouldn’t be able to make my own game at this point with no knowledge of how to use it. Both myself and another person who was working on their own joined with two others who were working together to work on their game, called Clockwork. We spent the rest of this session dividing up what parts of the GDD we could do as it hadn’t been written yet. I decided to do the visual style as I love talking about environments and different on screen effects that could be used to make the game look more interesting, and I also chose to write about the cutscenes which one of my friends briefly explained to me so I knew what to write about and how to structure it.

Week commencing 4th November
During this session I worked on my parts of the GDD for my new group and talked everything through with them so I could write notes and be sure about what the style of the game would be like and how and when the cutscenes will play. I also looked at some videos on how to texture things on Blender as that was what my group was using to model different objects to put into the game and, as I was looking into the visual style of the game anyway, thought I would help out with the texturing once all the objects were modelled.

Week commencing 11th November
This lesson we began our introduction to Maya by modelling a dumpster. This was somewhat useful as I was unsure of what exactly Maya was used for before this, I thought it was something just for modelling characters, but I see now that it is used for a lot more than just that. We got about halfway through modelling the dumpster before running out of time, but it was good to see how exactly Maya can be used.

Week commencing 18th November
We continued with the modelling in Maya this lesson. Unfortunately, my dumpster didn’t save properly during the last session, so I had to be brought up to scratch to continue. During this session we finished modelling the dumpster and were supposed to move onto texturing it but ran out of time.

Week commencing 25th November
We spent this session modelling the rest of the objects left to go into the game using Blender and using Fire Alpaca in order to add texture to them.

Week commencing 2nd December
This week was spent making sure we had everything we needed ready to present our game next week. We made sure we had all finished our parts of the GDD and briefly discussed what each of us would talk about during the presentation.


Creative Practice 1
Game Design Document
Visual Style
The visual style of the game is supposed to look very old-fashioned with an almost sepia look to it as it can give off the look of damaged film being played on a VHS. The rooms the game is set in are very dingy and will have a dusty look to them. To me, the feeling the rooms give off is that of an old lady’s house – old, well used furniture, glass cabinets full of plates and various trinkets, ceramic drink coasters with paint wearing away. Except, in this case, that feeling is twisted and terrifying, like those things mentioned have been left behind because of something being not quite right. The dark atmosphere makes it difficult to see what’s hiding in the shadows.[image: ]

Cinematics/Cutscenes
There will be a total of two cutscenes within the game, one at the beginning of the game which introduces the player to the game, and one at the end of the game includes quick-time events that the player must press in order for them to survive until the end of the cutscene.
In the first scene of the game it shows that player waking up, finding themselves sat upright in a chair. They look down to see that there is a note in their lap, and they pick it up and read it. They then stand and put the note in their pocket. They look up for a second to see the clockwork doll come into focus, then ending the cutscene.
The final cutscene begins when the player enters the fourth room of the game – the hallway. They become fixed to the tracks set into the ground and begin to move forward on the tracks, towards the exit door at the end of the hallway. The three enemies from the previous rooms begin to move towards the player as the camera moves further through the hallway. When each enemy reached the player, the player must activate the quick time events to attempt to struggle against them as the enemies attempt to stab the player. The player isn’t actually able to evade being stabbed by the enemies, despite the quick time events which are only there to create the illusion that they may be able to escape. After being stabbed by the three enemies, the player reaches the far end of the corridor. Their vision is fading at this point, the screen slowly turning to black. The screen turns completely black, just before they can reach the exit. The continuous ticking of the clock in the background continues ticking while the screen is black before abruptly stopping, indicating the player’s death.
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