Introduction

In this report, I will be evaluating my individual contributions to the development of our group project, the research I carried out, the production process that the team partook in and my overall thoughts on the effectiveness of the prototype that we have produced.
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Research

As I was working on designs for the game, my research consisted of looking for material to reference while I was drawing designs. 

Along with designing graphics, I was also tasked with designing the music that would be used in the game and as such, my research also consisted of researching how to compose music along with music theory as composing music is not something that I had done prior.
Graphics Research
When it comes to the research that I carried out when designing the graphics, one of the things I researched were orange cephalopods with blue spots as the team had agreed that the octopus that runs the shop should have this colour scheme instead of just being grey.
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An image I used as reference for the shopkeeper’s colour scheme (Magic Resorts Philippines, 2020)

I had also done research into sunken ships after the team agreed that the background of the shop should be inside a partially sunken ship instead of outside in the open ocean.
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An image I used as reference for the shop (Purhar, 2018)

I also looked at images of cannons, old-fashioned diving helmets, bottles of rum and shovels for when I was creating the icons of the items that would be sold at the shop.
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An image I used as reference for the cannon (3dfoto, 2012)
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An image I used as reference for the diving helmet (ilsubacqueo, 2021)
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An image I used as reference for the shovel (qcsupply, 2021)
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An image I used as reference for the rum (flaviar, 2021)
For the settings menu, I researched images of various items that you may come across on a pirate’s desk, such as parchment, a quill pen and inkwell, and a wax candle.
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An image I used as reference for the parchment (Andrey_Kuzmin, n.d.)
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An image I used as reference for the quill and inkwell (forzieri, 2021)
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An image I used as a reference for the wax candle (Davydenko, 2021)
Music Research
As I had not composed music previously, this is the area where I spent the bulk of my research.

One of the first things that I looked for was a Digital Audio Workstation, or “DAW” for short, as I would need one to be able to compose music digitally.

After researching various options, such as Reaper (REAPER | Audio Production Without Limits, 2017) and FL Studio (FL Studio, 2021), I eventually came across Beepbox.co (Nesky, 2012) and LMMS (LMMS, 2021).
These were ideal for a beginner such as me as they were free, unlike the two previously mentioned options, and had all the features that would be needed to create music. They also came with free instrument samples, unlike Reaper, which meant I would not be required to buy or create my own.

Initially, I was planning to use LMMS however I eventually decided to change to Beepbox.co as I personally found the UI easier to navigate.
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The UI of LMMS (LMMS, 2021)
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BeepBox

BeepBox is an online tool for sketching and sharing instrumental melodies.

All song data is contained in the URL at the top of your browser. When you make
changes to the song, the URL is updated to reflect your changes. When you are satisfied
with your song, just copy and paste the URL to save and share your song!

BeepBox is a passion project, and will always be free to use. If you find it valuable and
have the means, any gratuity via Paypal would be appreciated!

Instructions Shared on Twitter:





The UI of Beepbox.co (Nesky, 2012)

After deciding on what Digital Audio Workstation I was going to use, I started to research music theory and music composing and went to YouTube for a video tutorial to assist me in learning the basics, such as chord progression, how to compose a melody and how to create a beat and eventually came across a video titled “How to get started making music” by Andrew Huang (ANDREW HUANG, 2018).
I also researched the kinds of instruments that are used in sea shanties, e.g. tin whistles (Theseashanty.net, 2007), so that I could make the music sound more authentic. 

I would also use the beat to mimic the sounds of waves to make the music more immersive and to make it sound like it were taking place in the ocean.

My Contributions
As previously mentioned, my role within the team was that of designer and, as such, I was tasked with designing graphics, levels and music for the game.

Character Reference Sheets

One of my contributions were reference sheets for the shopkeeper and the kraken.

These reference sheets featured near-final designs for them with the only change being that the team agreed to change their colour schemes afterwards to make them stand out from the background more, with the animation team taking upon the task of changing the kraken’s colour scheme while I changed the shopkeeper’s colour scheme to be orange with blue spots, which can be seen in the graphic for the shop.
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Reference sheet for the shop keeper.
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Reference sheet for the kraken.

Shop Graphics

As mentioned in the research portion of this report, I created the graphics for the shop.

These graphics included the inside of the store itself, which features the shopkeeper inside of a sunken ship with various pieces of driftwood strewn around the area.
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Inside of the shop.
I also created icons for the items that would appear in the store, which included rum, a shovel, a cannon and a diving helmet.
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Item icons.
The UI for the shop uses driftwood-themed buttons, with a “back” button for exiting the shop and a blank button where the player’s money would be displayed.
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The buttons for the shop.
Main Menu Graphics

I also designed and created the graphics for the main menu, where the player would be able to create a new save, continue from a previous save, go to the settings, or quit the game.
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The main menu of the game.
The main graphic of the main menu was designed to feature the title “PIRATE’S EDGE”, which is the name that the team decided to go with for the game.  The pirate ship of the main character of the game, Pinky Stete, is also present.

The UI uses the driftwood-themed buttons, with individual buttons for starting a new game, continuing from a previous save, accessing the settings, and quitting the game. 

Settings Menu Graphics

I also designed and created graphics for the settings menu, which included the main graphic and the UI.
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The settings menu.
For the main graphic, I designed it to look like a pirate’s desk, utilising the items I put on the desk to make it look like the pirate was writing the settings straight onto the parchment.

The items I included on the desk included parchment covered in blots of ink, an inkwell and quill pen, some stray coins and a wax candle that illuminates the room.

For the UI, I went with a handwritten style instead of the driftwood buttons that the other UIs used as to make it look like the UI had been written onto the parchment itself.

Map Graphics

I also designed and created graphics for the level map menu, which is where the player would be able to select a level to play or go to the stop.
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The map.
The main graphic of the map was designed to show four ships that correspond to four planned levels, along with a sunken ship that corresponds to the shop.

The UI uses the driftwood-themed buttons that most of the other menus use, with buttons corresponding to each level and the shop, with an additional “back” button which the player would use to exit the map.

Background Graphics

For the background of the stage, I created some island graphics.
These islands featured two variants, one unblurred version and a blurred version. The unblurred version of the islands being for islands that are closer to the camera with the blurred versions being for the islands that are further away in the distance.
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Unblurred variant of island 1.
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Blurred variant of island 1.
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Unblurred variant of island 2.
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Blurred variant of island 2.
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Unblurred variant of island 3.
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Blurred variant of island 3.
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Unblurred variant of island 4.
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Blurred variant of island 4.
UI Graphics

I was also given the task of creating the UI that would appear during the main stage of the game.

The UI was designed to look like driftwood, like the buttons. It also consisted of a bar that would fill up with the powerups that the player has along with a bar that would show the player how many coins they have collected so far in the stage.
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The bar that would fill up with items the player has.
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The bar that would display how many coins the player has collected so far.

The icons for the powerups themselves are cropped versions of the graphics that the items use in the shop.
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The icons that are used to represent the items the player has.
Initially, I had made a mistake when creating the UI and had not consulted my team on whether the UI should be positioned at the top or bottom of the screen and as such, I had originally created it to be positioned at the bottom. However, I quickly rectified this after getting feedback from the team.

Level Concepts

I was also tasked with creating additional level concepts for the game, although they were not implemented into the prototype.
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The first additional level concept I created for the game.
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The second additional level concept I created for the game.
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The third additional level concept I created for the game.
Music

As previously stated, I also created music for the game. This proved to be the biggest challenge as I had no previous experience with composing music and, as such, I did not have pre-existing knowledge or skills that I could rely on.

Due to my lack of experience with music, I had to carry out research into the process of composing music, as mentioned in the research portion of this report.

For the game I created two tracks, the main menu theme and the stage theme. I communicated closely with the team while composing the music to ensure they fit with the theme of the game and that they sounded good and, as expected due to my lack of experience, the music went through various iterations before being finalised.

A common criticism of the first few iterations was that they sounded too creepy for the game, as they were either paced too quickly or too slow and the beat that was designed to sound like waves ended up sounding like breathing.

I was able to overcome these problems by creating a new melody and altering its tempo so that it was not too fast or too slow and for the beat, I changed the duration of the notes to be longer, so it sounded like waves and not breathing.

Analysis of The Production Process

At the beginning of term, the team scheduled to have group meetings outside of class time every Monday at 1pm where the members of the team would update each other on what they have been doing and if any problems were being encountered.

During these meetings, we showed off the work that we had done to receive feedback and to discuss if there was anything that needed to be changed. For example, it was during these meetings that the team had agreed that the colours of the shopkeeper and kraken should be changed as to not blend in with the background along with the shop being set inside of a sunken ship instead of out in the ocean.

It was also during these meetings that we considered the idea of Cthulhu being a hidden boss within the game which led to the inclusion of a Cthulhu statue in the background of the shop.

I also got feedback for the music I had composed during these meetings and, as previously mentioned, there were numerous improvements to the music that the team suggested, and I worked with those suggestions to keep refining the music tracks until they got the approval of the team.

The tasks that the members of the team were assigned were also reworked as the meetings went on and we worked out what tasks required more people. For example, it was initially the role of another member in the team to work on the finalised graphics for the title screen, shop, settings and map based off of the final concepts that I had created. However, as animation required more help, I was given the role of creating the finalised graphics so that member could aid in the production of the animations.

It was also during these meetings that misconceptions were cleared up, for example the previously mentioned misconception where I mistakenly thought that the UI was to be positioned at the bottom of the screen.

We also had a Gantt chart for the team where each member of the team would list the tasks that they had been assigned to do and team members would update the status of these tasks over time to reflect where they currently were with their work, showing whether they had completed their tasks yet or not.

The team also had a playtesting session during class time where members of the team and members of team 2 would playtest the current build of the game at the time and provide feedback so that the team could know if the game was fun to play, if there was any bugs or other problems with the game and if there were any tweaks that could be done to make the experience of the game more fun and engaging.

Conclusion

Based on my experience of playtesting the builds of the prototype, I personally believe that the game meets my expectations. I personally found the game to be fun and found myself coming back whenever I lost, in an attempt to complete the level. The builds did suffer from some issues during the first playtesting session, such as the rope not functioning as intended, a barrel being placed at an awkward spot that made it difficult to jump over and no way to restart the game from within the program so the player would be required to restart the program if they wanted to replay it after completing the level or if they lost.

However, issues such as these are bound to happen during a prototype, and I am admittedly at the fault of the barrel problem as I was the one who designed the stage layout and in the future I will put more care and attention into where I place obstacles in level designs.

These issues did eventually get fixed with the feedback acquired from the playtesting sessions.

Overall, I am happy with how the prototype turned out and, as previously mentioned, I believe it meets my expectations. I also think the team worked well together and communication was good even if there were some issues that came up during the process of producing the game.
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