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About the Game
This game is about a little girl who sees her dead mother as a ghost and wonders into a forest. The player must collect the ghost mothers’ accessories before the time runs out and the girl would get attacked by creatures in the little forest areas that each hide an accessory. The player would be able to fight for survival by attacking these monsters/ creatures off with a slingshot and ammo which are stones from the forest ground.
Task
In this project I joined a small group of three people to make a survival horror game. During the project I was given the tasks of the concept art for the ghost mother and the objects within the game such as, the slingshot, ammo, small branches on the ground and a dustbin, as well as building a 3D model of a dustbin to hid one of the accessories in the game as well as creating a 3D model of a person’s head with a sharp spike going through their head.
One of my team members Erin designed the concept designs for the player’s character ‘Rhiannon’ as well as the concept designs of the monsters/ enemies. Erin was also acting as the leader of the group as she has experience when envisioning a horror game as she has seen a lot of these, she also has leadership skills when dividing the work between the three members.
My other team member ‘Ryan’ designed the game level and layout by using the software ‘unreal’ as he has experience using the type of software and was able to design a simple layout for the players to navigate the different sections.
Reflection
When looking into research methods when designing the concept of the ghost mother I used websites such as ‘Pinterest’, ‘Divine art, etc. I used these websites because, I was able to see various artists work and interpretation of ghost women, these were able to help me with designs of the character and colour concepts. I also, used my research from “Legend of Zelda Hyrule Historia” (Akira Himekawa, Aonuma Eiji, Miyamoto Shigeru, 2011[page] 196]) book, I used this book because, I was able to use the concept art that was used when designing the concept art for the slingshot and ammo. I was able to also carry out primary research of a cliff side in Porthcawl, they had many cliffs as well as ocean, I was able to use these pictures when designing the background/ screen of the ghost mother floating on the cliff side with her accessories.
Time managing the concept art I was able to pull up several images of ghost women so that I could reference them each to create the character and as I was designing each character I developed it a bit further these sketches would take about 30 mins and with the final sketch I went over with a pen high- precision fine liner pens. This allowed me to erase marks I made when rough sketching the figure of the body. After that I drew and designed the ghost mother for the final time using the software ‘Paint’ and used Wacom tablet and pen to sketch the mother’s body then designing the features and outfit. Once again, I was referencing from my previous sketches and research I conducted.
When designing the background, I still used the software ‘Paint’ once again. I created a forest where I was keeping with the horror theme and created a forest where the trees are a dark tone of green and used a lighter shade of green for the grass/ ground. Finally, for the night sky I used a dark tone of midnight blue, this made the forest creepy and blended well with the dark trees and grass.
The second background screen I designed with the ghost mother I designed a cliff by the ocean where the moon is reflecting on the water creating a powerful light that lights the dark from the woods. I once again also used the software ‘Paint’ when designing this and used the various bending tools to help me shape the moon and the cliff edges.
After that I used the software ‘Zbrush 2019’ and created a 3D model of a head with a sharp big shard sticking through its head. I did this to be apart of the level design to scare the players. I used the various tools within this production like the mirror tool and the clay layering as well as moving the original ball shape into a face.
After that I created a dustbin to within the game world this can be placed laying on the ground looking like its been there for days and would be where one of the accessories would be hidden inside, I was able to create this using the software ‘MAYA’ using an image I found on the internet of the dustbin, I used a video from YouTube to help me design this particular object (Hainsworth Julian, 2019).
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