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Introduction 

Deserter is a top-down shooter set during the height of World War One. I created the idea with the 

intent of pushing myself into a medium I had not attempted to use before, top-down. I worked alone 

on this project, except for some of the assets used in the final level design. 
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Research Evaluation 

I went about my research with a heavy focus on studying the contextual side of the setting I wanted 

to explore, the Great War. I began by beginning the process with a wide scope and, with each 

iteration of my research, narrowed that scope. This worked excellently for the contextual side of 

things, but I found myself confused on gameplay, I ended up following my instinct on the 

mechanics for the game, trusting myself to be able to generate interesting and relevant ideas. 

Games Design Theory 

I looked at games set within the same setting and the tools they used to make their environments 

feel chaotic and deadly. I added these ideas within my plans (For instance, use of lots of noise) but 

failed to implement them into the final project. 

Technical Research 

A personal goal I set myself for this project was to receive as little help as possible and really push 

myself to solve the issues that arose myself. Excluding one or two exceptions I stuck to this goal 

and succeeded. 

Contextual Research 

I watched a comprehensive series on the subject of World War One, from which I learned much 

about the notable battles, people, politics and tactics. I was able to use this information to ground 

the game in a real setting. However, I had to set aside factual considerations and make the best 

game that I could, for instance, I placed the opposing trenches much closer to each other then 

would have been factual. 

Game Research 

I researched games set during the important battles of the first world war, Tannenburg, Verdun and 

also more narrative focused games, Valiant Hearts. I also looked at strategy games such as the 

Hearts of Iron series, but nothing productive came from that research bar telling me what I did not 

want to do or had the time to do with this project. 

Research Conclusion 

My research was successful in terms of the contextual, I should have set aside more time for 

researching similar games and levels. That would have made the level design process easier and I 

would have accomplished more with my project. 
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Technique Evaluation 

With each project I undergo, I intend to push myself to try something new. This time I wanted to try 

a top-down game. This was both a new direction, presenting unique problems that were difficult to 

identify, but also familiar enough from my previous project that I was able to make quick technical 

progress. 

Identification & Suitability of Production Methods 

I worked solely in Unreal Engine and worked to improve my usage of it. I would not have been able 

to accomplish what I have managed to do inside any other software. 

Development of Techniques & Skills 

I used Unreal Engine’s blueprints system for the code, pushing myself to create more difficult lines 

of code and I attempted to do this without following tutorials. I relied on the knowledge I had 

required and my problem-solving skills. This pushed my knowledge further and I feel more adept at 

the blueprints system because of it. 

Overall Quality of Work Produced 

I am only satisfied with certain elements of the project. I am happy with the code I created, but it is 

not perfected nor streamlined due to gaps in my knowledge. The game is not functional, as in there 

are no enemies and there’s only a couple of ways you can accidentally lose. The quality of my 

level design feels as though it has dropped. Top-down level design presented some large 

obstacles to overcome, largely the level had to be flat and two-dimensional, leaving it feel a little 

barren. For my next project I will work with three-dimensions again and rely more on the 

knowledge I have already acquired. 

Technique Conclusion 

This project presented the perfect opportunity to step outside of my comfort zone which taught me 

many valuable lessons, not only in technical skills but also in terms of what games I like to create. I 

feel as though I have learned the fundamentals of character control, pickups and HUD, next I want 

to explore AI. 
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Development Evaluation 

At the start of the project I worked efficiently, creating a Game Design Document and beginning to 

code the concepts into the game. Unfortunately, then the process fell apart for a while. I managed 

to get back on track later into the project and prioritise the important elements and finish the 

project. 

Creativity 

I stepped completely outside my comfort zone with this project, attempting to create a Top-Down 

Shooter with a focus on gameplay with zero story involved. 

Relevance to the brief 

I began the project with the brief in mind, removing mechanics that were too difficult for me to 

create. I do not believe I have deviated from them. 

Working Alone (individual projects) 

I showed the project to only a few close friends and family members to get feedback on the idea 

and gameplay mechanics. 

Iterative Design Practice 

At the start of the project I designed numerous complicated assets. Throughout, I refined and 

shortened the list of mechanics to those that are both fundamental to the game and within my skill 

range for creation. I repeatedly tried to improve upon my lines of code. 

Time Management 

I managed my time where I could. Unfortunately, lots of issues in my personal life restricted me 

from working on the project and the deadlines I set myself at the start of the project were missed. 

When all said issues were finally resolved I prioritised the fundamentals, abandoning certain 

pursuits I had wanted to attempt (AI) and focusing on the necessities. The deadlines I set myself 

were realistic and if the project had been at any other time in my life, I would have hit them. 

Development Conclusion 

My development was successful in terms of the final results. But the process itself was a mess. I 

began strong and ended strong, but everything in-between was a personal failure. I seek to ensure 

next time that a similar situation does not occur. Luckily, the issues which caused so much strife 

have been resolved and it is not likely that next time I will have such issues. 

  



4 of 5 

Analysis 

Contextualising your work within a wider theoretical practice 

I used theoretical ideas to create a few risk vs reward areas within the level. There are shorter 

routes you can take, but these routes are more dangerous and cost health if you have not acquired 

the necessary equipment. I created a large open level with a few close quarters areas for diversity. 

However, I still feel like the player is adequately directed through the level. I do believe I could 

have studied more top-down games to see what makes their levels good and implemented my 

findings. This is an issue I intend to fix with my next project. 

Critique of the work you have produced 

I solved many issues with the game through repeated personal testing. One main issue still 

remains, the sprint function is broken, and I was unable to solve the issue.  

Critique of your own practice (and action taken) 

Lots about my own working practice during this project could have been improved. Better time 

management, contingencies for if other things got in the way of my work, a better understanding of 

the type of game I was creating. I see this project now as a learning curve, I know what caused the 

problems with this project and now I know how to avoid them. I intend to do myself justice with my 

next project and make up for the failings of this one. 
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