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Research:
I began by using a simple google image search and examining and selecting 
images of specific pieces of equipment and environments I may want to include 
within the game.











Games:
I also looked at pre-existing games set within the first world war. The most notable 
of which I could find were Verdun, Tannenberg, Valiant Hearts. These all present a 
chaotic environment by having lots of noise and by making it very easy to die. I 
intend to implement these into the final game.





Museum:
I went to a Museum dedicated to the Second World War. I took images of anything 
I thought could be useful for the project. The museum also had a section designed 
to look like a Great War trench.

I have provided a link to a dropbox of all the photos I took. However, a few 
examples are shown on the following slides.

https://www.dropbox.com/sh/l6aqqra2632gm2d/AACy1ZCW6saKLteC_TDKFYzVa
?dl=0

https://www.dropbox.com/sh/l6aqqra2632gm2d/AACy1ZCW6saKLteC_TDKFYzVa?dl=0
https://www.dropbox.com/sh/l6aqqra2632gm2d/AACy1ZCW6saKLteC_TDKFYzVa?dl=0












Videos:
I had been watching this in depth series on the first World War before the 
beginning of the project, so I finished watching the series to get a sense of 
historical elements to add to the game. This series led to the decision to base the 
game in 1916 during the battles of Verdun and the Somme.





GDD:
Having amassed information on the historical and visual elements of World War 
One, I created a draft GDD to begin creating ideas for the game’s mechanics. 
Once I had a list of mechanics I gathered images of the specific equipment assets 
I would need for the complete game. (These can be seen alongside the mechanic 
descriptions in the GDD)



Coding:
Using the Top-Down Character template in Unreal Engine I began to code in the 
specific movement controls and environmental hazards.

After finishing the basic hazards I added the fundamental equipment ito the game, 
(e.g. weapon pickups)

Below are screenshots of a large portion of the code I created for the game. There 
was more code, but the blueprints not shown here are very similar or identical to 
the other images.



























For this project I decided to try and code everything myself, without the assistance 
of video tutorials. The only outside assistance I received was information on 
singular nodes.

Because of this a lot of my code is messy and I imagine could be streamlined 
significantly.



First Level
I began by whiteboxing a simple design. A large open area of No Man’s Land and 
a small Trench line, providing the player with a couple of choices for their path 
through the level. I took a top-down screenshot of that design and used it to plot 
out the pickups and hazards.





Once I placed the controllable character within the level I realised that the scale of 
the level was much too big, even for what needed to feel like a wide open space. 
So I created a second version that was smaller and more suited to the movement 
controls I had created.





With the layout almost complete I began to add the pickups and hazards I had 
created to the level. I began this process alongside another draft of the map.





I then followed the drawings I had created and finished designing the level.




