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[bookmark: _Toc194401619][bookmark: _Toc229001427]Introduction 
This report will discuss the design and development of the project surrounding a relaxation focused game made in Unreal Engine. The project has been documented throughout its development, including aspects such as the feedback gained, practical development, and other considerations.
[bookmark: _Int_Onr5ItuC]The report contains several sections relating to the project, beginning with initial feedback around the design of the project, then the development of the implementation for the project. The next section entails the planning of a tech start-up to launch the project, including a PEST analysis with legal and ethical considerations. Finally, in the last section, the report analyses the feedback of the implementation based around current progression, along with reviewing the projects progress. The section will also include segments covering the soft and hard skills developed, along with the positive social impact that the end product would have.
In total, this report aims to feature both technical and practical development of the project itself, along with professional considerations that surround the project with aspects such as the PEST analysis.
[bookmark: _Toc229001428]Task 1
[bookmark: _Toc229001429]Initial Feedback
Before investing too much time into developing the project, an initial round of feedback was gathered to determine opinions on the state of the project’s design, and any other feedback or comments people have about the project. A questionnaire was devised to gather opinions on the project, along with some focused questions about key considerations, such as the initial idea for the project to be VR based. 
The questionnaire had a total of ten questions of varying types to ensure a good range of feedback. The questionnaire provided a description of the project to ensure participants were aware of the details to better answer the questions. Below are screenshots showing the questionnaire in full:
[image: ][image: ][image: ]
After being distributed, 5 responses were received. The average responses showed a high rating for the project, and a consensus that the project would be beneficial. Most respondents showed more interest in flatscreen than VR, which caused a change in project focus from VR to flatscreen. This was done as there were concerns about accessibility and locking out players who don’t have access to VR. Other feedback was generally positive, agreeing the feature list fits the project and its theme.
Regarding the open questions about any additional features, some responses received mentioned the inclusion of a fish tank, or a garden space, or a way to interact with wildlife. There were no features listed that respondents thought should be removed. The responses indicated that wildlife and weather were considered the most important features on average and could be worth prioritising. Respondents did show interest in the option to expand with new maps, with some ideas like a mountain, snow-based maps, etc. The responses overall indicate a positive response to the project, with some additional features proposed to further the project in future. The feedback was considered for furthering the development, such as swapping to flatscreen focus, and considering the importance of features.

[bookmark: _Toc229001430]Implementation
Various tasks have been covered so far to further the development of the project. The work done focused on setting up the environment due to it being the core component of the project. Work started with a block out of the geometry in Unreal Engine [1], to build the terrain around. The initial terrain was created and textured and this initial design is shown below:
[image: ]After completing this initial design, foliage was implemented with free assets to help build out the main ambience and feel of the environment. Volumetric fog was added to help build the feel of the environment. This foliage went through multiple iterations trying to balance density of the forest and the visuals, along with the performance impact from having high quantities of foliage. Screenshots below show the scene with foliage added into it:
[image: ]

[image: ]The next focus was to create models for the tower and its furnishings. This was done in Blender [2], exporting the Unreal block out for scaling. The first focus was creating the basic mesh; screenshots below show the progression of the modelling:
[image: ]
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[image: ]Once these assets were created, they provided a foundation for remaking the assets with higher quality and more detail. These aspects took a large chunk of time to produce, and screenshots show the progression below:
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Next, the focus was directed to the creation of interior models and layout, to fill the space and provide a lived feeling. This process is displayed in screenshots below:
[image: ][image: ][image: ]
[image: ][image: ][image: ]
Whilst making these models, the environment implemented was deemed too unoptimized, causing performance issues. As a result, it was decided to redo the environment on a smaller scale, with plans to develop models for distant features. This new terrain is showcased below, with the new textures and redone foliage:
[image: ]Next the model was textured via Substance 3D Painter [3] and imported into Unreal Engine. It was placed into the scene replacing the original brush block-out model:
[image: ]
[image: ][image: ][image: ][image: ][image: ]
One of the main issues that arose throughout the implementation was the time needed to make the models. As a result of the extra time needed to complete the modelling, less work could be put into other areas of the project.
[bookmark: _Toc229001431]Task 2
[bookmark: _Toc229001432]Tech Start-up
For this project, a tech start-up could be launched alongside the project, to take ownership and handle business aspects of the project. A proposed name for this start-up is Pixel Development Studio, which was chosen due to the game development focus. Using BrandCrowd, an initial logo design was created to get ideas and visualise the potential for the start-up, which is shown below:
[image: ]
The business classification for the start-up would be a private limited company. This classification was chosen for the benefits of limited liability, separating personal assets from the business, providing a solid foundation for studio growth. This is in comparison to a sole trader, which would have full personal liability.
The mission statement for the start-up would be to provide entertaining or beneficial experiences and stories for players, focusing on the player enjoyment. This statement encapsulates the start-up's focus of building virtual game experiences that aid or entertain players.
Core objectives for the start-up would include the creation of high-quality experiences, to provide fun and/or engaging experiences for players, to focus on creativity and developing projects with passion as opposed to greed, and to make profit to allow for the development of more games.
The start-up values creativity and learning from mistakes, fostering experimentation and innovation. The start-up would be community-driven focusing on wants and needs of players to build a strong community. It would strive for inclusivity and fairness, treating all consumers, employees, etc with kindness and respect. Another value would be honesty and transparency with players and the community.
There are various funding options available for the start-up, including the UK Games fund, which has a few select grants available for video game projects, including the Starter Fund which can provide up to £20,000, and a route into their larger Prototype Fund, which can provide grants up to £100,000 [4]. Other funding options include the UK Global Screen Fund for International Business Development, which can provide up to £100,000 to aid UK companies creating video games [5] or crowdfunding via platforms such as Kickstarter [6].
[bookmark: _Toc229001433]PEST Analysis
Utilising ChatGPT [7] to assist in an initial overview, a PEST analysis was created for the tech start-up to analyse various aspects of the business environment. This analysis covers Political, Economic, Social, and Technological areas, using other resources to aid analysis [8].
As a UK based studio, PEGI ratings [9] and other content regulations need to be considered and complied with for all products. Data protection laws are also crucial, such as the Data Protection Act (2018), which dictates how user data must be handled. There are also platform distribution fees, a policy consideration that can impact areas such as product pricing. Ethically, the content must be appropriate and accessible for users.  Another aspect aside from typical considerations is that content within games will result in reactions and potentially critique, especially if related to political or societal issues [10], and so games should either avoid these topics or be aware of how it does.
Economically speaking, a major factor is consumer spending, and how the amount spent on entertainment can drop during some time periods, which can aid lower costing products to be more resilient and last through those times compared to high-cost items. Another aspect is pricing choice, where too low undervalues the product resulting in being passed over as low-quality or not worth it, and overpricing could alienate casual audiences and result in poor reception of the game.
Social considerations would involve the awareness of rising stress and mental health, which increases demand for entertainment and relaxation, and other escapes from day-to-day life. Recent trends show a rising demand for smaller ‘cozy’ games, reflecting this want for an escape. A community could be fostered around the products and values of the studio, potentially increasing player loyalty. 
As for technological aspects, the game engine and other developmental tools are available such as Unreal Engine, the selected game engine for the studio, or Blender for modelling. These engines and tools come with their own costs for usage that must be factored. Graphically, games have been getting higher quality and increasing in realism, impacting player immersion and causing expectations to rise. 
[bookmark: _Toc229001434]Task 3
[bookmark: _Toc229001435]Practical Feedback
Practical feedback was gathered on the current state of the implementation, where showcases of the implementation were given alongside a questionnaire to gather feedback. The questionnaire asked a variety of questions to gauge opinions for the project in its current unfinished state, and the full questionnaire is showcased below:
[image: ][image: ]
The responses received from the questionnaire overall stated a mid-high rating for the current state of the implementation, stating the environment was decently well made and provides a relaxing experience. The average rating for the implementation is 8.3/10. Some ideas were suggested for enhancements, such as a gardening area, more functional features, etc. These enhancements would be considered for future in the implementation, as they could add to the experience for the player.
[bookmark: _Toc229001436]Project Progress Diary
Throughout the management of the project, a weekly report sheet was maintained tracking both the progress made that week, and the next steps required for the continuation of the project. These reports helped keep track of how the project was coming along and areas that were taking more or less time than anticipated.
If the project were to be undertaken again, documentation would be prioritised earlier, and time management would be improved by allocating more time to intensive areas, such as modelling, which was underestimated for how long it would take to achieve.
[bookmark: _Toc229001437]Skills
Throughout the project, various hard and soft skills were developed. Hard skills, or digital / technical skills, would include the learning of different workflows and software tools, such as learning aspects of modelling for Blender, learning the process of environment design, and other game development workflows. Softer skills developed would include self-motivation for task completion, general organisational skills, and time management skills, which aid in managing and completing a project.
[bookmark: _Toc229001438]Positive Social Impact
As a result of this project, the new skills gained will allow for the production and creation of experiences aimed at providing entertainment and relaxation to players. The project itself aimed to provide a space to unwind and relax, which would allow players to destress, and hopefully bring them a bit of extra joy. The project is aimed at no group, but instead just provides a general space away from day-to-day life for players to relax and rest.
[bookmark: _Toc229001439]Conclusion
This report has covered various aspects of the project’s development, from initial design feedback and implementation work to feedback and analysis of the implementation and skills acquired as a result. It also covered the potential for a tech start-up stemming from the project. The project provides a foundation to keep developing to reach the full potential of the project, with the experience gained proving valuable for any other future projects.
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[bookmark: _Toc229001442]Appendix A: Progress Sheets
Project Progress 
Name: Jarrad Scott (2404449) 
Programme: BSc Computing (Games Development) 
Project Aim: To research and develop a VR game that will allow players to relax and meditate in a calm, natural environment. 
Project Objectives:  
1. To research any similar works, along with tools and practices used. 
2. Design requirements, along with some early look sketches. 
3. Develop prototype progressively, with a focus on getting an early environment setup, even if potentially placeholder. 
4. Test frequently to ensure no issues with performance or mechanics. 
5. Reflect results in alignment with prior aims and objectives. 

Weekly Project progress forms: 
Date: 11/03/2026 
Progress: 
· Project Created 
· Basic Level Block Out Complete 
· Base Landscape Created 
· Landscape Material Created (Using ambientCG.com textures) 
· Added foliage (assets acquired via FAB store) 
Actions: 
State priority actions to undertake over the next week below. 
1. Acquire initial feedback. 
2. Optimise foliage for higher performance. 
3. Investigate performance impact of volumetric fog. 
4. Review if VR implementation is viable as focus idea – if needed, shift focus to flatscreen. 
Next review date: 18/03/2026

Date: 18/03/2026 
Progress: 
· Initial feedback acquired 
· Shifting focus to flatscreen, VR as future implementation 
· Volumetric fog researched for performance issues – mitigatable 
· Started work on foliage optimisations 
Actions: 
State priority actions to undertake over the next week below. 
1. Continue optimising foliage for performance 
2. Ensure optimised landscape 
3. Begin initial main level design / modelling. 
Next review date: 25/03/2026

Date: 25/03/2026 
Progress: 
· Initial level modelling underway 
· Looked towards optimising the landscape and foliage 
· Found prior instances of similar scenes created 
Actions: 
State priority actions to undertake over the next week below. 
1. Continue with level modelling 
2. Investigate prior works and methods used to achieve their end results 
3. Keep reviewing optimisation potentials 
Next review date: 01/04/2026

Date: 01/04/2026 
Progress: 
· Continued work on level modelling, base model almost complete 
· Prior works investigated, will use data to improve upon own work 
· Optimisation potentials found within old works 
Actions: 
State priority actions to undertake over the next week below. 
1. Keep working on level model 
2. Implement some of the optimisations 
Next review date: 08/04/2026

Date: 08/04/2026 
Progress: 
· More level modelling completed. 
Actions: 
State priority actions to undertake over the next week below. 
1. Implement optimisations from prior work research. 
2. Continue level modelling – may need more time put in, rework stair models and begin interior modelling. 
Next review date: 15/04/2026

Date: 15/04/2026 
Progress: 
· Level exterior completed. 
· Work on level interior modelling underway. 
Actions: 
State priority actions to undertake over the next week below. 
1. Finish a rough interior modelling, including some props 
2. Implement optimisations from prior work research once modelling is completed. 
Next review date: 22/04/2026

Date: 22/04/2026 
Progress: 
· Level interior largely completed. 
· Began optimisations. 
Actions: 
State priority actions to undertake over the next week below. 
1. Finish optimisations and add some game elements 
2. Begin look at texturing
Next review date: 29/04/2026

Date: 29/04/2026 
Progress: 
· Optimisations completed. 
· Level models imported into scene. 
· Models textured via Substance 3D Painter. 
Actions: 
State priority actions to undertake over the next week below. 
1. Implement minor gameplay elements (e.g., working doors, window shutters, etc) 
Next review date: 06/05/2026
 
[bookmark: _Toc229001443]Appendix B: CPD Course
A CPD course was completed to aid development [11]:
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3. Currently, the idea is VR only, with room for flatscreen expansion. Do you think it would be better if it was made for flatscreen first, then
expanded for VR in future? * (13

O Yes
O No
O Maybe

4. Do you have any concerns about the experience being in VR? * (3

Enter your answer

5. Do you think the potential feature list fits this project and it's theme? * [

Enter your answer

6. Are there any additional features you would like to see added? * [}

Enter your answer

7. Are there any features you would like to see removed? * [}

Enter your answer
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8. How important are the following features for you in this project? * (13

Not Important Mildly Important Somewhat Important Important Very Important
Time of Day Options O O O O O
Westher Options

Visible Wildlife

Music Player

Smaller Interactions (Cooking,
etc)

Cards / Games

O O O O O
O O O O O
O O O O O
O O O O O
O O O O O

9. What is your opinion on expansion to include new maps in future? * [

Enter your answer

10. Are there any other improvements you can think of for the project? * (13

Enter your answer
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Project Implementation Feedback

Please answer these questions in respect to the current state of the implementation. Do keep in mind the implementation is not yet completed, however feedback on it i it's current
state is useful for guiding further development.

When you submit this form, it will not automatically collect your detals like name and email address unless you provide it yourself

* Required

1. What do you think of the current state of practical implementation? * (13

Enter your answer

2. Do you think the environment-based focus of the implementation was the correct path, as opposed to focusing on gameplay or other
elements? * (T

O Yes

3. Do you feel the current implementation of the environment is effective for providing a calming environment? * [0}

4. Do you think that the technologies used are best suited for the task? (Unreal Engine 5, Blender, etc) * (3

O Yes
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5. Do you have any ideas for enhancements to the project in the future? * (3

Enter your answer

6. What features would you say are needed for a minimum viable product? * [

Enter your answer

7. What additional features would you like to see in the future? * (i

Enter your answer

8. How would you rate the overall atmosphere provided by the implementation so far? * (3

DR AR AR A SR A S A S & 8 % 5 & 8 14

9. Why?* [

Enter your answer
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Initial Project Feedback

Please read before answering any questions, so you may understand the project.

This project is a game, currently intended for VR with future flatscreen expansion, centred around a relaxed environment that allows players to unwind. The main location for the game
is set to be a fire lookout tower, but with ideas for expansions to include other locations such as a lighthouse in future. The game would be light on mechanics, mainly including things
for immersion or pass times. This can include small cooking options, a deck of cards to play with, etc.

Below is a list of current potential feature ideas, however this is still in early development, and not all features are guaranteed to be implemented:

- Interactable Fireplace

- Time of Day Settings

- Weather Options

- Spottable Wildiife (Birds, etc)

- Music Player (Includes custom file support)

- Deck of Cards

- Cooking

- Small interactables (bird feed / bird house, plants to water, etc)

When you submit this form, it will not automatically collect your detals like name and email address unless you provide it yourself

* Required

1. How do you feel about the project idea? * (3

10

Terrible

2. How much do you agree that the idea would be beneficial to people? *
(O strongly Agree
O agree

(O Neither Agree Nor Disagree

() Disagree

(O strongly disagree

2]

Great




