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1. [bookmark: _Toc229638119]Introduction
This project is based on a previously developed design report in which a complete game was planned for production. The original aim of the project was to implement this design in full and develop a finished game. However, due to constraints encountered during the development process, the scope of the project was adjusted, resulting in the creation of a functional prototype rather than a fully completed game.
The final product demonstrates key aspects of the original design, including level construction using tilemaps, basic player movement, and interactive environmental mechanics involving tile modification. Alongside the technical development, the project also explores different methods of asset creation and acquisition, including the use of external asset libraries and AI-assisted tools to support development.
In addition, the report includes the conceptual development of a fictional game studio, Kindred Grove Studios, which outlines the intended mission, values, and strategic direction of the studio within an independent game development context.

2. [bookmark: _Toc229638120]Implementation 
The implementation stage of the project did not progress entirely as originally planned, which resulted in a reduced development timeframe towards the end of the assignment. Because of this, the focus shifted towards producing a functional playable prototype that demonstrated some core gameplay mechanics rather than implementing every planned feature.
2.1. [bookmark: _Toc229638121]Tilemap
The tilemaps were created using Asesprite as original asset creation within the project [1]. Although the overall visual style remained minimal, this provided an opportunity to independently produce environmental assets rather than relying entirely on external resources. A basic tile palette was selected rather than a larger and more detailed tileset, allowing the development process to remain manageable within the available timeframe. As a result, environmental layouts and terrain shapes were intentionally kept relatively simple throughout the game.
Godot’s terrain painting system was also configured to automate terrain connections between tiles. This removed the need to place every terrain tile individually and significantly improved development efficiency when constructing the environment.
Multiple tilemap layers were implemented to separate environmental elements within the project. A grass layer containing several tile variants (see Figure 1) was used to reduce visible repetition, while a separate mud layer could be converted into tilled soil through player interaction by replacing tiles at the player’s current coordinate position.
Figure 1: TileMap settings in Godot [1].
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Figure 2: Tilmap create in Aseprite [2].
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2.2. [bookmark: _Toc229638122]Character Creation
For this task the Author was curious to try some new AI game development tools. The PixelLab website has a range of pixel art generation tools [3]. 
Character creation was completed using a tool on PixelLab, which generates sprite-based characters from custom prompts. This approach allows character assets to be produced efficiently without requiring advanced pixel art skills (see Figure 3).
Figure 3: Character created from a prompt in PixelLab [3].
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The platform also generates animations for these sprites. From the presets, walking and idle animations were chosen in multiple directions. In addition to the preset options, an AI-assisted feature was used to generate a custom animation based on a written description. 

Once completed, the animation frames could be downloaded as individual aligned sprite images, allowing them to be imported directly into Godot’s AnimatedSprite node with minimal additional adjustment required.
2.3. [bookmark: _Toc229638123]Additional Assets
Additional assets were sourced from the Itch.io game development asset marketplace [4]. The platform provides a wide range of resources for developers, including free and paid asset packs, project hosting, and community game jams, making it a commonly used resource within indie game development.
The selected asset packages were free and provided sufficient content to enhance the visual quality of the game environment. These assets were used to add detail and variety to the game world, helping to improve the overall presentation beyond the core tilemap and character sprites (see Figure 4).
Credits: 
Mana Seed “free pixel art set – Summer Forest” [5].
Village Top Down “(FREE) Village Top Down - Asset Pack” [6]
Figure 4: Image of project with additional assets in scene.
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2.4. [bookmark: _Toc229638124]Core Gameplay Mechanics

The core gameplay consists of basic player movement and interaction with the environment. The player is able to move around the map and interact with specific tiles within range. 
Collision was used selectively to keep the game efficient. Instead of adding physics to every object in the environment, only important areas use collision boxes. Objects that the player cannot reach or interact with, such as background trees, were left without physics to avoid unnecessary processing (see Figure 5).
Figure 5: Economic use of collision boxes (blue).
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A main gameplay feature allows mud tiles to be changed into tilled soil through player interaction. This works by detecting the player’s position on the tilemap and replacing the tile when the action button is pressed (see Figure 6).
Figure 6: Converting mud tiles to tilled soil.
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All of the main gameplay systems were built within a single script and developed with the help of AI-assisted coding tools. This allowed the systems to be created and tested quickly during the short development timeframe, although it means the code is less organised than in a larger, fully planned project.

2.5. [bookmark: _Toc229638125]Testing and Development Issues
Several issues were encountered during development and testing, particularly due to the limited timeframe available during the later stages of the project. As a result, testing was focused mainly on ensuring that the core systems remained functional and stable rather than fully refining all planned features.
One issue involved the tilemap terrain system, where terrain connections would occasionally place incorrect tile variants when converting mud into tilled soil. This required repeated testing and adjustment of the terrain settings and tile replacement logic in order to produce more consistent behaviour during gameplay.
The use of AI-assisted coding tools also introduced some challenges during implementation. While AI-generated code helped speed up development, some generated solutions required modification and testing before functioning correctly within the project. This was particularly noticeable when working with tilemap interaction systems and terrain changes.
A further challenge during development was maintaining progress and consistency across the project timeline. This affected the amount of time available for refinement and additional feature implementation, resulting in a final submission that focused primarily on demonstrating the core mechanics in a functional state rather than achieving the full original project scope.

3. [bookmark: _Toc229638126]Business Model
3.1. [bookmark: _Toc229638127]About us
Kindred Grove Studios is an independent game development studio focused on creating relaxing and accessible games, guided by a clear ethical mission.
Figure 7: AI generated logo for Kindred Grove Studios.
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Mission statement: 
“To create relaxing and accessible games that promote environmentally conscious values and avoid treating animals purely as gameplay commodities.”

Objectives: 
· Develop and release accessible indie games aimed at the casual gaming market.
· Create relaxing and inclusive gameplay experiences suitable for a wide range of players.
· Reduce reliance on exploitative animal-based gameplay systems within developed games.
· Develop projects that subtly bring attention to conservation efforts and social support themes.

Values: 
· Ethical representation: Animals and environments are presented respectfully, avoiding their use as purely functional or exploitative gameplay elements. 
· Subtle messaging: Important themes such as conservation are integrated through gameplay in a gentle and non-intrusive way. 
· Accessibility: Games are designed to be easy to understand and approachable for a wide range of players.
3.2. [bookmark: _Toc229638128]Planning and Funding
Plan:
The studio focuses on developing small to medium-scale indie games as a private limited company aimed at a casual and accessibility-focused audience. The primary product output consists of 2D or stylised interactive experiences, often centred around exploration, simulation, or narrative elements.
Games are distributed digitally through platforms such as Steam and Itch.io, allowing for low-cost publishing and direct access to a wide audience.
The long-term strategy is based on gradual growth through iterative development, starting with smaller projects and expanding scope as experience and audience engagement increases. Community feedback is used to guide future development decisions and improve design quality.
The studio maintains a consistent ethical and creative direction, with a focus on respectful representation of animals and the integration of environmental and social themes through subtle gameplay design.


Funding Options:
Government Innovation and Research Funding
Several UK government-backed schemes support innovation and creative digital projects. These types of funding are designed to help small studios and startups develop early-stage ideas and prototypes.
UK Games Fund
The UK Games Fund supports early-stage video game development and is aimed at helping independent developers produce prototypes and small-scale projects. This type of funding would be suitable for a small studio creating experimental or first-release games. 
General Grant and Startup Support
Additional funding could be sourced through general business grants aimed at startups and small enterprises. These may help cover initial development costs or early production stages.

3.3. [bookmark: _Toc229638129]PEST

PEST Analysis (Game Development Studio)
Political Factors
The games industry is influenced by government regulation, intellectual property law, and data protection requirements. Compliance with laws such as copyright legislation and the Data Protection Act is important when distributing games digitally. Government support for the creative industries may also provide opportunities for funding and development.
Economic Factors
The success of an indie game studio can be affected by market competition and consumer spending habits. The games market is highly competitive, with many independent developers releasing similar products. Digital distribution helps reduce costs, but revenue can be unpredictable depending on game popularity and visibility.
Social Factors
Player expectations and social attitudes influence game design. There is increasing interest in inclusive, accessible, and ethically conscious games. Themes such as environmental awareness and respectful representation of animals align with modern social values and may appeal to certain audience groups.
Technological Factors
Game development relies heavily on accessible engines, development tools, and digital distribution platforms. Engines such as Godot and Unity allow small teams to create complex systems without large budgets. Online platforms also make it easier to publish and update games, while AI-assisted tools can support asset creation and development efficiency.


4. [bookmark: _Toc229638130]Reflection
The management of the project was not fully optimal, largely due to periods of ill health which impacted consistency of development. In future projects, it would be beneficial to adhere more closely to an agile methodology, ensuring that development is distributed more evenly across the project timeline rather than concentrated towards the end of the allocated period. This would likely improve iteration, testing, and overall project structure.
Although the original scope of the project was appropriate, time management issues reduced the ability to fully realise the planned development cycle. This highlights the importance of maintaining consistent progress and monitoring milestones throughout the development process, particularly when working within fixed deadlines.
The project also provided an opportunity to explore AI-assisted workflows for asset creation and development support. This proved to be an effective method for increasing production speed and expanding creative possibilities. However, the use of AI-generated assets remains a debated topic within game development, and in future projects collaboration with human artists would be preferable where feasible to ensure greater consistency and artistic direction.
Finally, the development of a fictional game studio, Kindred Grove Studios, including its mission statement and values, was a valuable exercise in structuring creative direction within defined constraints. This process supported idea generation for future projects and reinforced the role of constraints in promoting focused and coherent design decisions.
5. [bookmark: _Toc229638131]Conclusion
The project did not fully achieve its original goal of delivering a complete game based on the initial design proposal. However, it does successfully demonstrate a working prototype that communicates the core ideas of the intended design.
Despite a reduction in scope during development, the final output provides a clear demonstration of key mechanics and confirms the viability of the core gameplay concept. The project also supported further understanding of rapid development workflows, particularly through the use of AI-assisted tools and external asset sources.
Overall, while the implementation remained limited in scale, the project meets its primary purpose as a proof of concept and provides a foundation for potential future expansion.
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