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Overview:


When we were first tasked in creating a shoot-em-up game it wasn’t long until our concept was decided between the 4 group members. One of the members came up with the idea of a Frog Game relatively quickly and the idea caught on and was developed as time went on. As it was out goal to create a shoot-em-up the concept was considerably farfetched with most games in the genre taking place in space with intense battles and scenarios, so we thought that using a setting that contrasts this, one that would be more familiar to frogs would be an interesting twist on the entire shoot-em-up genre.


The game itself would utilize nature as its core environmental setting and as a result would differ greatly from the constant space-themed landscapes the genre has grown used to. As a result of this switch in setting, our team began to research what we could substitute the typical shoot-em-up surroundings for in an environment that would be suitable for frogs.


Whilst research was ongoing, a significant part of the game had to be decided, that being the story and the overall reason why what was happening was occurring in the first place. In order to decide this, we decided to look toward our target audience and what would be suitable for them, thus due to our audience being broad with the game being suitable for children yet entertaining for all ages, we came up with the idea of having the frogs be a force for good, with them fighting off an enemy gang of Toads as the main premise as they make their way to the final boss and the leader of the Toad Gang, the Frog King himself.


When all the research was concluded, we started to build the environment and models around the idea that we had all agreed upon, with the idea and setting laid out in front of us due to the research and concept art that we had made, with innovations made along the way as we added 
new aspects to the story and gameplay itself.


Our entire game was made to be somewhat challenging yet also welcoming to all players, with hypothetical goal for platforms were PC and Switch, this is due to the fact that PC is popular for all players whilst the Switch is very family-orientated, as a result it was in our best interest to focus on those two platforms. Thanks to this work ethic, many animations, models and the like were exaggerated to cartoon-like proportions in order to keep a family-friendly experience which would appeal to as many people as possible, rather than prioritize a certain group and have them in mind for the whole creative process.


When it came to finalizing our product, we wanted to ensure that the gameplay was fun and unique whilst also being both pleasurable to look at, thus we wanted to make distinct sections throughout the game to stop things from looking stale and uninteresting, in order to achieve this we split the game into five sections: the logs, the forest, the treetops, the village and the castle. 
This provided the variety we were looking for and made things seem fresh and unique whilst playing.


Finally, once the game was in place, we wanted to test the experience so that it stood out as a unique product, though the game had some flaws, it was a vastly different experience compared to that of other more linear space shooters and though the gameplay wasn’t the highest quality as it could have been, the concept was unique enough to make things stand out.


Target Audience:


As mentioned in the overview, our target audience was relatively varied, however, it was our main goal to make our product suitable for children yet not geared towards them, as a result we made a variety of decisions based around our choice. The first being the consoles that we wished to put the games on, which were the Switch and PC due to the two being family-friendly orientated. However, despite the age range being somewhat broad, a large part of making it appealing came from the fact that the game’s themes and environment were also geared to a 
certain audience, one that was extremely broad as well. 


Though frogs are considered a point of interest and intrigue from a lot of people, the game also catered to fans of nature as that was one of the main aspects of the game that we reinforced constantly having a variety of different areas, each with its own natural appeal.


Obviously one of the main targets in terms of demographic was that of shoot-em-up fans who we thought would be somewhat tired of seeing the constant same settings, that typically being the surface of planets or space in general, so we thought it would be a nice idea to make a game which appealed to fans of the genre yet also tried something new and interesting to catch their eye. Though the game itself was suitable for all ages, we attempted to make some enemies particularly intimidating such as that of the Frog King in order to show that the game itself was not exclusively for children.


Finally, in terms of target audience, unlike the setting and the gameplay the character designs were meant to be appealing to all audience members, they are not made to be specifically catered to children yet they are not too realistic to an extent where children cannot enjoy them, they are exaggerated enough to seem cartoon-like yet also basic and lifelike enough to appeal to more mature players. The enemies are evidently made to seem hostile yet are easy to understand due to wasps and flies being seen as pests, thus it is easy to identify that they are a threat to you, despite this, the designs of the enemies were not made to be too scary for children, more so just the right amount so that everyone can get the picture of what the enemies intend to do entirely based off their designs.





Design and Theming:


Due to the extremely different setting that our game takes place compared to other shoot-em-ups, there was much to be done when it came to general research and understanding of the concept. One of the most important and useful pieces of research we were able to conduct was by using examples of nature around us in order to create a more immersive game experience. This was done by us taking photos and using them as a way to construct more detailed concept art that could be used to create the finished product.


We wanted the overall theme of the game to be tied with nature and more specifically regions in which frogs would be found which usually came to lakes and swamps, as a result we tried to keep those guidelines so that we could be creative yet also restrain ourselves to realism and areas that would make somewhat sense for our scenes overall.


Each of the areas that were created to provide variety and interest in the game were made in order to not only capture different parts of nature yet also prevent the game’s atmosphere from becoming stale whilst also staying strict to the guidelines of nature and more importantly, forest-like areas. Despite our focus on nature-based realism, we also didn’t want to become too realistic, this is due to the concept being relatively far fetched and that we were also determined to keep our audience interested, as a result we added villages and structures to our game in order to have a contrast between the nature-inspired game alongside somewhat of a small society around that.


Due to the frogs being smaller than a person, the environment was also sized to their perspective, for example, mushrooms which would be small to a person would be a glowing light source for frogs and small tree branches would easily destroy their plane though would be a simple nuisance for a person walking through them. This changed perspective allowed us to be creative when it came to the enemies and world that we aimed to create and as a result created a product that was both unique yet also entertaining to be immersed in.


Self Research:


When it came to my individual research, I used examples from other games of a similar nature to form multiple ideas based on our own concepts and what has worked well in the past. Games that star characters of a similar nature were a big point of research when it came to designing the characters and enemies with the frogs themselves taking inspiration from designs such as Frogger (Frogger. 1997. Playstation [FROGGER]. Hasbro Interactive. Sony Computer Entertainment: SCE Cambridge Studio) as the initial characters due to the fact that he is considered the most recognisable gaming icon in relation to frogs, with enemies such as the wasps taking inspiration from the Zinger enemies in Donkey Kong Country, (Donkey Kong Country. 1994. Super Nintendo Entertainment System [DONKEY KONG COUNTRY]. Rare. Nintendo: RareWare UK) through looking at examples of enemies of a similar nature from other games, I was able to create characters unique from their inspiration yet carrying over what made the character inspiration examples appealing in their respective games.



Overall in terms of character design, my self-research was dedicated to that of using other source material to understand what makes an appealing character to the demographic that we were trying to support and as a result, I used the designs of successful franchises to make characters that are both unique and charming in their own way without being too closely related to that which they take inspiration from.


Role Research:


My roles within the project were relatively varied, I was in charge of creating the game itself inside the engine, created the models for player characters, enemies and some environmental models too. I also spent a lot of time researching what makes a shoot-em-up appealing for fans of the genre itself.


Game Design - When it came to the design of the game, I wanted to make something somewhat challenging yet also pleasurable to look at, this became a balancing act of allowing players to observe the scenery I created around them using the team’s environmental models whilst also allowing myself and my other teammate working in the engine to be able to provide a decent challenge to players. This was all done with target demographic in mind and to appeal to this effectively in my free time I decided to watch gameplay of similar games for a similar audience, the main example of which being Star Fox 64 (Star Fox 64. 1997. Nintendo 64 [STAR FOX 64]. Nintendo: Nintendo EAD) which served as a great example in terms of difficulty of the gameplay that we should be trying to achieve.


Modeling - The Models for the game were meant to be somewhat simplistic as the game itself was meant to simulate a cartoon-like style so realism was not the forefront of my interest when it came to constructing the models themselves.


Self Evaluation:


Overall, I believe that I was able to meet my goals when it came to completing the project yet I still understand that there were multiple complications that could have been avoided. Starting with the production, I believed that me and the rest of my team could have been more organized when it came to planning and understanding the amount of work that had to be done, in the future I will attempt to pre-plan much more often and also attempt to test each section of my work, rather than leave it to the end so that it is much simpler to identify where a problem comes from.


Personally though I believe that I was able to successfully create interesting environments visually, I could have made the areas more entertaining to traverse through, next time I am involved in a project such as this, I shall prioritize the gameplay over the visuals whilst also trying to steady a balance between visually impressive locations and interesting and fun areas to explore.
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