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My evaluative report, featuring a detailed breakdown on the topic of my role and research within the team for the level design development of our game. The name ‘Bounty Hunter’ was the temporary chosen title for the initial files, before the later decision on shortening its name down to the word ‘Bounty’. Its reasoning stood by the fact it was short yet telling from a general story perspective. You play the main character of a Lycan bounty hunter who seeks out the quest of a bounty to sweep a dungeon of its enemies, and progress with combat efforts to gain its rewards.
The inspiration and early stages of research for this module consisted of me having found varying different sources of material for how a game’s production is expected to be conducted. Online examples such as Dr. Ernest. W. Adams’s database, in which he expresses the fundamentals and causes of “errors” within a game’s development direction. I've found that an example of this is in regard to how a game displays its brightness for a particular area or level within its gameplay. It has been considered a nuisance to the player if these factors were overperformed or underperformed. Adams made a statement on the topic with the information on how Unreal [1] had gamma display issues when a game was ported to Macintosh [2] computers for gameplay. [3]
 I compared similar games with different genres, studios and engines. Examples such as Cuphead [4] and Death’s Door [5]. Both had great material in ways that their developers worked on its level design and chose how to format and plan their goal. The Dark Souls and Legend of Zelda series were key inspirations within the development of their respective game engine, Unity [6].
 “While Legend of Zelda makes a big deal out of finding maps, compasses, guiding tools, Death’s Door and Dark Souls have no such tools. There are no maps, only guiding landmarks, implied direction, and players’ own memories to rely on. But just like Dark Souls, Death’s Door is so intentionally designed that players don’t really get lost.” [7]
Acid Nerve’s developers for Death’s Door, David Fenn and Mark foster, mentioned a particular point in how he surmised the atmosphere of the project to link within the story for the audience. 
[image: ][5]
Fenn Said, "[This setting came first] and the idea of this world and the atmosphere, the mood of it being this world without death where it's kind of bleak and weary — like a tired, stagnant world". [8] 
The level of understanding from both developers put our project into perspective for how intertwined and complex I could enable the 2.5D design and visual aspects of my work to affect the atmosphere for the audience.
My role within the development team consisted of not only brainstorming but also providing visuals and concepts to the group. It was crucial for me to research what that really meant for progression of our goal and so I extensively read through articles which provided insightful information to work with. In a broad overview, I could and would be working with the roles of an environment artist, narrative designer and a level designer. [9] In the case of working within a larger company however, these would be separate teams all having to work in collaboration with others such as sound designers, character artists, animators and programmers alike. 
[image: ] [10] [image: ] [10]
I had prepped my focus onto creating the background with a parallel effect, having used sprites with initial tests, I’d focused on how the scenery is displayed against the fixed camera, and what kind of atmosphere we planned to project within the level. [11] There were multiple options for how the graphical projections could be displayed within bounty, however since our primary focus was on the creation of a Side-scroller, metroidvania, we stuck with the 1-point, 2.5D approach in its level design. Terraria [12] was my core inspiration for the visual effect of the parallel background within Bounty. In another case having learned that Terraria’s development began and ended as just a small indie game in 2011 [13], it eventually grew with the assistance of its fanbase to evolve into what it is today. It has paved the way for how developers and games designers should think about and approach their games’ fanbase and audience.
[image: ][14]
 Bartle taxonomy of player types.
The progression of my design work would have been risky without doing basic research on our desired target audience, aside from players who would be interested in the general sub-genre of a metroidvania game. It was important to pay attention to exactly what players personally look for within their experiences. This classification of videogame players was based on a research paper written by Richard Bartle in 1996. [15] 
There can be a range of core interests via a dynamic audience for the game such as, players who actively follow and enjoy indie games, that revive classic genres with modern mechanics and visuals. Gamers who have looked for exploration, skill progression, and satisfying platforming/combat challenges. Since bounty had a linear story, it appealed to players who valued storytelling, and world-building. Other metroidvanias with linear narratives usually involve some level of combat complexity, ability upgrades, or puzzle-solving, and so we planned to include all of those elements. We aimed for players who want something challenging but manageable—especially since there was a clear sense of progression in the level’s design. Ages from 16–35 years old would be an appropriate range for gameplay audience members. Since my background visuals are a mixture of uniquely created art and digital 3D textures, it should appeal to players who enjoy visual storytelling and artistic design in games as well. 
Games such as Hollow Knight [16], Castlevania [17], and Ori and the blind forest [18] are all examples of gaming media that fall under the same category of sub-genre, a metroidvania with similar audiences and fans. 
[image: ][19] 
There are still obvious differences between these games and their reason for their financial successes, some being considered controversial on the topic of taking advantage of the player’s wallet. However, as a creative, it is key to remain intellectually open to every variable and source provided within these games and their history in development.  This graph has provided an example of just how popular a sub-genre/ category can be. Emphasizing its importance within the gaming industry amongst some of the broader genres such as role-playing games, sandbox, adventure, strategy, or even shooter games.
[image: ] [20]
A guide released by the Epic Games [21] dev community for Unreal engine provided me with sufficient information and knowledge on how to tackle the lighting aspects of our game. [22] I needed this information, especially for the visual and literal transition between the exterior of the dungeon to its interior of the first level of Bounty. Using the guide, I then lit the area with subtle green spotlights from above the player's camera. I wanted to make use of the player's fixed camera to be more immersive, just how my other examples had shown within my research. 
The design inside the interior, I included additional orange point lights to recreate the warm light of fire. I kept in mind the use of mixing my primary and secondary colours, for the overall colour theme of Bounty. It has a mixture of both cold tones and warm in each Level, this has purpose to portray its somber mood lighting and uneasy atmosphere that other games sell so well in their final releases. [image: ][18] Ori and the blind forest example background of depth of colour/ lighting. 















Screenshot including Bounty Group asset placement, example of colour dynamics and range of lighting, mood and atmosphere.[image: ] [image: ][23]
Colour psychology is a critical aspect in game design. Colours should be chosen to further change the gameplay and narrative for the better. For example, developers would use bright reds to indicate danger or any form of enemy, triggering a sense of alertness and urgency in players. Blue can be used to calm players, even helping to form a balance of relief within game areas and levels. 
“A colour wheel shows you the full colour spectrum and allows you to see which colours are ‘complementary’. You’ve heard the phrase “opposites attract?” Well that comes partly from the colour wheel. Colours which sit opposite to each other on the wheel are called complementary colours. Yellow and purple, blue and orange, red and green. These pairs are widely accepted as successful matches to be used in all kinds of design projects. The complement of any primary colour is always made by mixing the two other primary colours. For example, to find the complement of blue you mix red and yellow, which makes orange.” [23] 
My instance of this would be when I created the visual eye lighting in the dungeon hidden in the background. I chose glowing bright red eyes with animalistic slit shapes. This is to induce fear within the player and propose a sense of danger/ forewarning of enemy presence in that area’s linear progression. It also relies on the human brain for facial pattern recognition. In a literal sense they are two red point lights, however the human brain tricks us into believing there is something more hidden from the visible eye. [24]
The level’s design layout was primarily based on the inspiration and research from other top games developments in the 2.5D aspect from the gaming community. [25] From the early sketches and block outs I had produced, it gave me a clear view on how I was going to process and split my work from 2D assets into 3D assets, most referred to as 2D sprites and 3D models.  To ensure my workload was balanced amongst the group, we set up a live asset checklist that featured what we would prioritize within our level, choosing function over form, for example crates, doors, and any other interactable assets were highlighted for our team. My shift in focus relied on my extensive digitally drawn texture work for our modular assets in which we could lay out the foundations of our level. Blocks and material pieces were created for this purpose. It was at this point I had to do basic research on how to recreate seamless textures within my work by hand. [26] Having used various online tutorials and guides, I believe this shows my dedication to applying keen effort and interest within my work, showcasing amongst my team online and in person for valuable input/ feedback. 
The University of York had provided a resourceful article on tips, stemming off of useful time management techniques. [27] Setting priorities first, managing and ensuring distractions aren't available to us as a team, but also ensuring that communication is key, this is often taken hand in hand with taking breaks in-between our progress. It is known that as games developers, we make use of communication via online methods and even in person meetings if need be. Weve managed this accessibility accordingly via the use of various outputs such as Discord, Miro, Google docs, one drive, Email and messenger. Yet as expected, we had run into forms of communication issues, which had later snowballed down the line, ultimately costing us a lack of progression in our level designs’ function as a whole team effort. We have since acknowledged this and I am recording this information in addition to the guide I had researched on the practicality of smooth team communication in order to apply this to future efforts within collaborative creative projects. In hindsight to this project, I understand that our forms of communication were too vast, allowing information to slip past team members in areas that weren't checked up on as often as others. 
Overall, I am proud of the effort of research, planning and development progress that we successfully acquired during the progression of this module. It had been challenging in various ways and daunting to jump into new areas that were unfamiliar to both sides of the development team. I am talking about gameplay functions and even importing/ creating animations within the unreal engine. [28] My efforts have been translated accordingly into my work from my research produced, and such encouragement has been shared amongst the team.
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