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We have had discussions about lots of different game ideas, for which I will place some of our discussions below. The group discussion was about the game we were going to make and researching ideas. These ideas were put onto a mindmap and it was decided, a pirate-themed platformer, would be best. However, the group were unable to decide on using 2D, 3D or a mix of both. Lots of research was carried out into the colour, themes, style and characters for the mood board. It was decided that the game would be a 2D character with a 3D background. It was then that the group started researching into similar games such as, Shanate, OneyPlays and Point Blank. It was decided to do a side view game so the character could be moving from left to right across the screen. It was then that the group announced it would be a game with quick-time events so that the player has to press certain buttons at certain times or be a time challenge speedrun type game. We decided on a pirate-themed speedrun type game with a leaderboard at the end to make the game more competitive. We thought about having coins in the game and that by collecting coins, the character can go faster but later scrapped it and changed it so that the player has a set amount of coins at the start and every time they get hit, they lose coins. We decided to have it on a side view with the camera attached to the character or with the camera moving so the character has to keep up, jumping from boat to boat to the finish line, which could be a dock. We also decided to have some sort of enemy chasing the character to make the game more challenging. We decided to put objects and hazards in the game so that if the player hits them they slow down and lose coins, coins can be used at the end of a run to buy upgrades, for example, at the end of the run they could get an upgrade to make the next level easier, like a second life if you die. We decided to add ropes to swing from boat to boat and to gain a speed boost when swinging. I also did some experimenting on Unreal engine on how they would make the game level and I have researched a walkthrough on how to make a 2d game with a 3d background in Unreal. I used YouTube to help with this as well as using trial and error on the basic program of Unreal Engine. 

We discussed each of our roles in the group and we decided that my role will be to make a game on the platform - Unreal engine. The other members of my group will give their narrative and artistic design work to me. I will then use their work and put it on Unreal Engine.  
I feel happy with this choice as I know that game development is hard but I like to learn new skills and gain experience. My roles will include, focusing on the game’s levels, the controls, mechanics and programmes. There was another person who shared the same roles as I and we both have split the work.

I am communicating with other team members through Discord which is a group-chatting platform originally built for gamers, but has since become a general use platform for all sorts of communities. Discord also allows users to use voice and video-chat, as well as live stream games and other programs from their computers. It was useful for us because we can share our screen to other team members to show our work and have feedback, but to also show the problems and then another team member can help solve them problems. 








One of the first things I researched was how to put a 2D character blueprint onto a 3D level, add a camera with a 2D character to the side view. I was playing around with the level to make the character able to jump around the ship. As you see, the screenshot below shows our port at the start of the game and how our characters will jump from ship to ship. In the screenshot you see, the white sphere model on the left screen, this will be our enemy chasing the character “Kraken”. We discussed more of the level design and features and discussed introducing mechanics to the player slowly so they get used to them and don't get overwhelmed. We also discussed other game mechanics and shop upgrades such as using a banana skin to give you a speed boost but you have to balance the player while using it or they will fall. We also discussed possible designs for the creature chasing the player.[image: ]

I also played a game called “BIT. TRIP RUNNING” as a critical reference. It was helpful to inspire me and give me an idea of mechanics for our game. For example, there was a 2D character and we used a 3D level which was the base of our idea for the pirate game. I also researched other games like Shantae: Half-Genie Hero and Gex 3DO both are platformers but Shantae is more like our game idea so I was watching gameplay to give me an idea for mechanics for the sea and ship.  I was watched to give me an idea for our game level like a ship, port and rope etc. 
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I researched about level sequences for animation for a game. Things such as; a cannonball, rope, barrel roll and coins. For cannonball, I was trying to use empty pawn to experimenting to make it move while playing the game to push character out of the ship and slow it down, it didn’t work so I tried using level sequences and it did move but it won’t move while game starts, so I got the idea of using trigger box to play an animation when character walkthrough trigger box at the floor. Most of the tools have changed lots with updates and made it difficult to follow the guide step by step, for example, level sequences which used to be a montage. I managed to find a way by experimenting around movie tools. I was working on the triggered box because it wouldn’t work with the new version, so I have to make new programmes. As you have seen, the screenshot below is triggered box blueprint level and I found a way to make it work from my mate and he has shown me how to use triggered programme and how to link with triggered box and level sequences. 
[image: ]
Then I started researching about respawning in-game so when our characters accidently jumped into the sea they would respawn on the ship and lost their speed. I decided to respawn rather than doing the game over because I don’t want it to be too challenging for them but it also challenges them as well after Kraken catching up on the player and trying to get speed to get away from the chaser. I found a tool called KillZVolume which is a box that when a character touches a box they will die so I was trying to figure out how to respawn after touching the box. I found this guide from a youtube video https://www.youtube.com/watch?v=F_hRu2MTpuo and it is useful but I still have a difficult time to respawn part because I copy the way they did and it still won’t work. I decided to leave it out and move on because my team members also struggle with it. But it still kills a player with water effect on which is the same thing but will be game over. If I have enough time I would have researched more about the reason it does not work.
Next thing I tried doing is pickable coins which are for speed and add more score to use buy at the end of the game like rum. That part is most difficult for me as it is a new experience for me and I am trying following the guide but I still struggle with it. However I added animation for all coin to look like floating and spins. The video I used for the coin was https://www.youtube.com/watch?v=EUOF1ETsTuA&t=257s, I tried looking for other guide but for myself, as a deaf person, there wasn’t many of video that has subtitles about a pickable coin. So I just put coin model on the level to show that it will be a coin like in the screenshot belows[image: ][image: ]







In the game, I had lots of problems with time management as I am still new to some software and all the skills I was learning took a little longer than expected to perfect. As Unreal Engine 4 software kept updating and I lost track of where tools will be and they moved to different places also renamed so it is the main problem for me. I think my technical and skills development went well but some areas that were new to me and it show me that there are lots of things to learn. Next time I would like to focus on new things and keep these experiences for the next project like main on programmes. If I could make a difference if I were to make this game again I would focus on the level and using a box that can use the move to step up or using automatic run and using some key bind like jump and slide like “BIT.TRIP running” game. I think my research skills have improved but there still lack subtitles in the video for some tutorials to show me how to something with Unreal Engine, I was exploring on Unreal engine guide page (https://docs.unrealengine.com/en-US/GettingStarted/index.html) some part are helpful with screenshots to show where I should click for tools. I also ask people who have experience with the unreal engine in my game course to help me understand how things work and how to use it in the right way.

Overall, I feel the process went very well but with time management as a group, it will didn’t went well because if we finish our piece of work on time we can merge all work in one game. However, as I now know how to use Unreal Engine and other software if we did the process again I feel we would produce a much better game creation. I felt that this work helped me to learn new skills and developed my awareness of new gaming design software, such as the Unreal Engine programme, Blueprint and material. I also learn about a new way to communicate with my team members through discord and using sharing folders etc.
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