Production Diary
30th September
During this week, we were given our introductory lecture and the brief and specification for our assignment where we were told that we would have to make a horror game that lasts for around 7 minutes. After brainstorming some ideas, I settled on a magical girl escape room game that would take inspirations from both horror media, such as the Five Nights at Freddy’s series, and classical anime, such as Sailor Moon.

7th October
This week we were given the task of making a game design document for the idea that we had came up with last week and I started to create various concept art for the game such as the design for the main character(Figure 1) and the title graphic(Figure 2). 
[image: ]
Figure 1. Concept art of the main character.
[image: ]
Figure 2. Concept are of title graphic which will be present on the title screen

We were also given the task of creating a presentation showing the overview of our game to pitch to the rest of the class next week, so I have started to produce mood boards and the basic overview of the game to include in it.


14th October
Due to our lecturer being absent this week, we did not do the pitches like we had planned to. I also teamed up with Maddie this week to work on her game idea instead as we felt the assignment would be easier if we were to split the work instead of working on our own games individually.

21st October
This week, I created the placeholder model for the clockwork android (Figure 3) for the prototype with Maddie overlooking the creation of it to give feedback on the model. Joanna and Oscar also teamed up with our group this week with Joanna now doing concept art and Oscar helping with textures that I make for the models by giving me feedback on them.
[image: ]
Figure 3. placeholder clockwork android model that I made for the prototype.

28th October
This week, I started to create and finish the model of a gear (Figure 4). This gear would serve the purpose of being the part that the player would have to collect to fix the android in the prototype and I created it with feedback that I got from Maddie and Oscar.
[image: ]
Figure 4. Model of a gear that I made for the prototype.

4th November
This week, I started to create and finish the model of a wardrobe (Figure 5). For the creation of this I worked closely with Joanna as she was doing concept art and with Maddie to ensure that the model looked alright. I also worked with Oscar for feedback on the texture.
[image: ]
Figure 5. Model of a wardrobe that I made for the prototype.

11th November
This week, I started to create and finish the model of a bedside table (Figure 6) and a mirror (Figure 7). Working closely with the team to ensure that they was satisfactory.
[image: ]
Figure 6. Model of the bedside table.
[image: ]
Figure 7. Model of the mirror.




18th November
This week, I started to create and finish the model of a bed (Figure 8) and a chair (Figure 9). I once again worked closely with Joanna and Maddie to ensure that the models looked good and with Oscar for feedback on the textures.
[image: ]
Figure 8. Model of the bed.

[image: ]
Figure 9. Model of the chair.

25th November
This week, I began to make the final white box for the prototype and imported all the assets into it using the white box that Maddie had previously made as a guide for the layout. I also began to blueprint the main menu and timer for the game which I figured out how to do by watching YouTube tutorials. For the main menu I watch a YouTube video by CodeViper (CodeViper, 2016) and for the timer I watched a YouTube video by Markom3D (Markom3D, 2018).

2nd December
This week, I began and finished the final blueprinting needed for the white box, including collision between the clockwork android parts so that the player can pick them up. I also blueprinted the door getting destroyed so that, once the player has all the parts of the android and touches the android to put them back, then the path opens for the player to continue through the prototype. To figure out how to do this, I watched a YouTube video by TJ Mortimer (TJ Mortimer, 2018) and the looked at the Unreal Engine forum (Unreal Engine Forums, 2015).




Game Design Document

Target Platform
Our target platform to begin with will be Windows as, unlike video game consoles, we will not require a license which makes it the easiest platform to publish to. PCs are also shown to be one of the most popular platforms among game developers according to this infographic by Statista.com (figure 10).
[image: https://infographic.statista.com/normal/chartoftheday_4527_game_developers_platform_preferences_n.jpg]
Figure 10. (Richter, 2019) Chart of the most popular platforms amongst game developers in 2019.

For our client, we will be using Steam as it is one of the most notable video game clients in the world with pcgamer.com ranking it as the most popular PC gaming client (Figure 11) with official statistics published by Steam themselves showing that between 10 million and 18 million users have used the client within the last 10 hours as of writing this (Figure 12).
[image: ]
Figure 11. (Prescott, 2019) Steam ranked as the most popular PC gaming client.


[image: ]
Figure 12. (Store.steampowered.com, 2019) Game and player statistics published by Steam.

Should we decide to publish on consoles in the future then we will look into the Nintendo Switch and PlayStation 4 as potential platforms due to the fact that they are currently the bestselling video game consoles globally as can be seen in the sale statistics by VGChartz.com (Figure 13).
 [image: ]
Figure 13. (Vgchartz.com, 2019) Global video game sales.

One of the reasons why we’re choosing the Nintendo Switch over the Xbox One despite the Xbox One selling more units in its lifetime compared to how many units the Switch has sold in its lifetime is because the Switch has sold 43 in its 2 years of being on the market compared to the Xbox One selling 44.74 units in 6 years (Figure 14) which shows that there’s a faster growing market on the Switch along with it being the more recent console so the market for it is likely to last longer.
[image: ]
Figure 14. (VGChartz, 2019) Total worldwide sales for video game consoles.

Main Menu
The main menu (Figure 15) will display the title graphic, drawn by Joanna (Figure 16). The main menu will also feature will also feature the options for the player to play the game, open the options for the game, and to quit the game.
[image: ]
Figure 15. Main menu of the game.

[image: ]
Figure 16. Title graphic for the main menu.

In-Game HUD
The in-game HUD (Figure 17) will display the items that the player has collected so far at the top of the screen and will also display the current objective at the middle-left of the screen so that the player is always aware of what they need to do.
[image: ]
Figure 17. Mock-up of the in-game HUD.

Game Over Screen –
This game will not feature a typical game over screen but will rather simply fade to black once the player has died, the fade will also be accompanied by the sound of a clock ticking before stopping abruptly.
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