


For this project, our team collaborated to create a concept for an online video game with features that would make it safer than other comparable products on the market such as Roblox, while also being engaging for children to interact with. It would be created in Unreal Engine, as that is the software that a majority of the team are familiar with. This decision was also due to originally wanting to create a more complete prototype for the final presentation.
Team roles included; Abigail on player avatar and NPC design as well as financial research, Chloe on mini-game design, Joshua on item and tool design, Teifion on the research of child safety laws and chat moderation AI and Justin on parental settings and the design of game menus. 
For my own role, I was tasked with the visual design of how the game’s environments would look. I produced concepts for several different areas that could be used to guide the player in navigating a dark cave environment. These include ideas like bioluminescent plant life, mushrooms, and glowing crystals. Concepts for a starting hub area and rest stop between areas were also produced.
The starting area acts as a hub for players that are about to start the game. Players would start the game by interacting with the rope in the central exit to climb up, starting their escape of the cave. Side tunnel exits lead to both item and tool shops. Mushrooms in the central pit function as the focal point for the area. When researching existing hub spaces in games they all had this, as well as branching pathways to different resources in common. The mushrooms are also a way for players to quickly bounce over the central gap to whatever direction they need.
The rest area was created for players to take a breather between areas of the game. Players would be able to rest on benches by the fire, interact with each other and would be able to access shop characters, (concepts developed by Abigail), in order to sell items and buy tools, (concepts developed by Joshua).
I believe the work that I personally produced for this project was of good quality and adequately communicated the desired concepts and ideas. However, if I were to work on this project again, I would organise my time better with other university modules so that more of this type of concept work could be completed. I would also look into creating a 3D concepts using Autodesk Maya and Unreal Engine in collaboration with other team members in order to create a more cohesive final product, and potentially a small game demo that could be demonstrated in the final hackathon presentation.
The team communicated using a discord group chat with some occasional meetings, though these were rarer and chat messaging was the primary tool used to organise the project. Decision making polls were also used in this chat to quickly gather the opinions of team members on certain topics. An example of this was how we decided on what chat safety measures to implement into our game and also in deciding between multiple choices for the name of the game, being ‘Cave Escape’. To create the final presentation, a shared PowerPoint was created, and team members were able to add their individual contributions.
Members of the group worked well together and got along during the course of the project. Despite this, there were moments where consistent team communication between members was lacking. Attendance during timetabled in-person sessions was also inconsistent for some team members, contributing to some of the communication issues felt by the group. This can be demonstrated by some of the work in the final presentation not maintaining a consistent brand theme.
An excellent quantity and quality of design work for the game concept was produced, as well as successful research into the topic matter. The presentation was delivered well and effectively considering the teams nerves.
If this project were developed further, more resources could be allocated to creating an actual working demo in Unreal Engine. I believe that if team communication and organisation were more successful during this task then this may have been possible during the time that we had.
The final project presentation also had a heavy ratio of art and design components compared to research and implementation of solutions to our chosen problem. Though, this was due to the fact that many of our team member’s specialisations are focused on game design, art and animation. The presentation was successful overall, but efforts could have been made to show the link between design choices and the solution of the problem.
Finally, aspects of the parental monitoring within the proposed game’s design rely on the parent’s technological literacy in order to keep their children safe. Additionally, if parents do understand, it also relies on the parent’s knowledge of the dangers of online gaming to children so they can actively monitor their child’s safety.

