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Game Intro
In this game the player would start off with a one minuet cutscene where the players female gaming character ‘Rhiannon’ sees her dead mother on the edge of the forest, the ghost mother informs her daughter to collect her accessories within the forest before the time runs out then the players character is taken into the forest as the ghost mother disappears and the game begins.

In Game Menu
The in- game menu will come up when a player wishes to pause the game. In this menu the player can change the ‘Display’ such as the sound and brightness where the player can change either one of these to make their gaming experience better. There would be a save option allowing the player to save their progression as they collected each item as well as the enemy’s difficulties increase and gives the player a harder chance to fight them off or distract them. Finally, there would be an ‘Exit’ option which will allow the player to return to the Main Menu.

In- Game Options Menu
Within the in-game options menu the player can change the level of brightness of the screen, this will allow the player to see the dark screen even with the bright sunlight shinning on the screen, this is under display. The exit option will allow the player to return to the main menu of the game.

Main Menu- Aesthetics
Within the main menu wants to give the players freedom of how they want to set the brightness of the game or the volume of the sound, as well as the freedom to restart/ exit the game. In addition, if a player reaches to a good point, they can save their progress to reassure that they’re progress isn’t lost when they’ve come so far, and the enemy’s difficulty is rising.

Game- Over Screen
Option 1: The first game option screen is when the player loses all their lives, the character would die, and the game would ask the player if they wished to restart the game or exit the game.
Option 2: Once the player collects all the mother’s accessories the player is then approached by the hardest difficulty monster from behind the player’s character and is then pushed off the cliff where the ghost mother once stood and dies.
When the game is over the player is presented with, I blood text saying ‘GAME OVER’ from this point the player can restart the game or continue from the point they last saved from.
My Production Diary
During the production of this game I was responsible for the concept designs of the ghost mother and object such as, the slingshot/ weapon the player would use as well as, ammo, branches etc. Firstly, I wanted to focus on the concept designs for the slingshot. When conducting my research, I found sources from a game such as “The Legend of Zelda” and from websites such as, “Pinterest” and other resources from gaming books/ pdf such as “Hyrule Historia” (Akira Himekawa, Aonuma Eiji, Miyamoto Shigeru, 2011[page] 196])
(Date 14th October 2019)

When designing the slingshot, I was at first trying to replicate of what it would look like and then I designed my own slingshot and ammo with the edges of the wood cut out, due to the fact this slingshot would be found on the floor.
[image: ][image: ][image: ]







(Figure 1. Sketch of slingshot and ammo. Figure 2. Slingshot and ammo designed on the computer)
During the production of Designing the Ghost Mother I used various pictures such as these to help me design as scary but recognizable mother figure by having similar features as the players character. In the game the player must collect the items that once belonged to the players/ characters mother and must collect them before the time runs out. Shoe, necklace, hair pin, ear ring. 
I used these following pictures to help me with the concept design of this character and the colors used when designing her. 
(Date 21th October 2019)
[image: ]After the research of the ghost women I drew a first sketch of the character. As you can see in the picture this is my first attempt in designing the ghost mother. I decided to go with a simple white dress with messy short hair at this point and barefooted. I have made these points around the figure to help me identify what the features I used. 
(Date 21st October 2019)






(Figure 3. Sketch 1, Ghost Mother)
[image: ]Then I wanted to develop my first attempt by re- drawing the figure. I was able to develop her dress which now has torn parts in her dress as well as, scratches and scrapes and I made her face more visible by making her hair wave out more. This gives the effect that she looked like she was attacked by something and that she is unhuman by the way her unnatural hair is floating in waves. In this drawing I worked with my partner because, I made her fringe curls identical to the main character the player would be using. This will help the player identify that the two characters are related.
(Date 21st October 2019)








(Figure 4. Sketch 2, Ghost Mother)
Then I drew the character again which is what I will use to help me design my final character concept design. In this stage of the production of the ghost mother I once again kept with previous concepts where the dress is torn and her hair having those curls. In this stage of production, I tore her dress even further by tearing one of her shoulders of the dress I liked this part of the process because, the shoulders of the dress looked to neat and perfect compared to before. I included more detail into the mother’s hair her hair goes straight down her back with strands going out of place and I still stuck with the main characters fringe. Her face has been changed to visually look sweeter but still has a bit of mystery behind the face so that she draws the child/ player into the forest but, also tricks the player of her real intent. I was also able to come up with the following colour concepts for this character.
(4th November 2019) 
[image: ]







(Figure 5. Sketch 3 Ghost Mother)
After that I took a little break from the ghost mother a designed a 3D model of a dustbin where one of the mother accessories would be hidden within the game the software “MAYA”. I was able to follow a tutorial as well where a person was able to show how to make a 3D model of a dustbin. (Hainsworth Julian, 2019)
(Time: 11th November 2019)
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(Figure 6. MAYA, 3D Model of Dustbin)
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(Figure 7. Ghost Mother Colour Concepts)
(Time: 18th November 2019)
As shown in figure 7 these are the colours I am going to be using when designing the ghost mother using the software “Paint” on the computer using Wacom tablets and pens. When choosing the colours, I would use traditional colours for the mothers wedding ring, necklace and hair pin whereas I would use dark and mysterious colours for her features and clothing. This would make the mother still warm and someone you can trust but it would also shout danger as she is mostly in bloody and torn clothing and makes her mysterious.
Th final picture is the concepts final stage of the ghost mother. The child hair was changed, and her curls were changed to be straight instead, so I decided to change the mother’s hair as well so that the concept still connects the mother and the child together. In this concept stage I the accessories that the player must collect in the game, I drew these accessories in the concept because, I wanted the drawing to include the items the player must collect and what they would look like on the mother. The accessories are traditional yet fancy which indicated the mother/ family are rich and high people.
(25th November 2019)
[image: ]








(Figure 8. Ghost Mother Final Concept Design)

After that I drew the mother of the computer and designed the mother with several backgrounds as well of what the player would see in the game, I had the ghost mother with the backgrounds of the dark forest and the cliff. These two images are what we’re going to use for the fist cutscene where the player would see her mother on the edge of the forest and then where she has her accessories floating above the cliffs.
[image: ][image: ](Time: 2nd December 2019)

Figure 9. Cutscene 1 where ghost mother in front of the forest. Figure 10. Final cutscene mother floating a little above a cliff by the ocean.)

The last thing I did was created a 3D model of a head with a large shard going through the head using the software ‘Zbrush’ where I was able to use various tools to shape my object into a face like shape and insert clay on the head to look like hair as well as shaping it to have features on the face. I was also able us the mirror tool to help it look like there is a stab going through it. This model will be used in the background to look like others have entered the forest but not came out.
[image: ]





(Figure 11. 3D model of a dead head)
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