[bookmark: _GoBack]Game Design – Practical Evaluation Review

[bookmark: _Int_IRC5HXNp][bookmark: _Int_juuhdrLM]The game I have created is titled: “Oliver’s Quest For Sentience”, and was assembled on Buildox 3.  This game is a 2D platformer set in space.
[bookmark: _Int_1c1AEEiZ][bookmark: _Int_Q77wjDgu]My initial ideas were barren, not a single idea was good enough to develop past the stage of a few shriveled neurons sat in the corner of my brain. To aid this production, I was tasked to evaluate 3 different pieces of media relating to the subject of life in space, which somehow led me to writing about the animated series of Mr Bean (The main point I made there was, to be put simply, “strange place, strange things”).
Eventually, I came to the humorous idea that I could use my own face as The Character’s face and adapt that to the then unwritten story. The story after this point turned into The Character escaping from the game via a USB (the flagpole), made by an evil creator, The Greater Evil (also represented by me). It felt right to make myself the villain as well as the hero of my own game because it is a story about overcoming myself (it was also, in my opinion, very funny).
[bookmark: _Int_QYaqLOwv]I have learnt that I have to act on ideas as soon as I get them to avoid losing momentum with the project at hand, and as such did not take many in-development snippets of progress, something I must focus on doing next time; sometimes the real art is the ‘how’ rather than the ‘what’.
For my enemy design, I collected primary data via a survey online asking the open question of “what does an alien look like?” to my play testers. 9 of the 12 responses to that question (75%), left their answers ambiguous and that an alien can look like anything, just different from the average human being. The other 3 responses were anomalous as they did not actually manage to answer the question, maybe an indication that I should’ve changed the question to something simple for the simple.
[bookmark: _Int_h0LxPh84] This widened my net that was sure to catch a tasty idea, and sure enough it did, sticking with the theme of every character being some sort of an amalgamation of my face, I assembled “Nobody Nose” a character that’s name is a pun on the fact that it was my nose and mouth with extra features drawn onto it. The name also reflects on the question I was asked by those around me for its name, to which I responded, “nobody knows”, and then it hit me that it should be called “Nobody nose” instead. Originality was my forte for this project and one of my focuses for character design, so using secondary research into what my characters should have looked like was almost obsolete.
One section of this module that got forgotten about or discontinued was to animate our characters reading a dialogue. While I did create a rig for this part, it was left unused. It was repurposed to become an asset in-game known as “the propaganda poster”.
[bookmark: _Int_A7WoWlCI][bookmark: _Int_QlOZLjDE][bookmark: _Int_6JN0OiOI]For this project, most plans ended in success, such as the desire to integrate sound into my game. By the project’s end, the game had a backing track, jump sound effects and a mission end sound. Another notable feature to the game was the level design, which used unorthodox methods of level building in the physics engine where I had exploited the “bounciness” variable to create a makeshift trampoline by causing each block to bounce upon one another and store a stronger bounce for when The Character makes a collision. This did have a tendency to break though, as the collisions would overwhelm it’s containing walls and cause the physics objects to break out due to there being too many forces exerting on a single block, but has been fixed. The character design went down like a breeze once it was figured out, as it mostly consisted of a single image of my face being edited either by a pixel brush or compressing said image to fit the aesthetic I was aiming for. An addition to my game was the feature of the game technically being something referred to as 2.5D, where the physics boxes were 3D on a 2D plain, noticeable when these objects are disturbed.
[bookmark: _Int_rUYmRB1S][bookmark: _Int_LIbsXgLL]While most things went better than expected, it would be a lie to say that there were no production issues (any games maker would tell you it is inevitable to find issues). One such issue was the aforementioned physics-based obstacle where the player had to bounce to a higher position. Another issue was the walk cycle for The Character; the system worked but I was unable to figure out how to remove The Character’s idle sprite. It also took numerous hours of research to figure out this simple game mechanic. Another issue that lurked was collision; this was probably the most tedious for myself as there was so many different groups to manage and their unique properties between them. 
[bookmark: _Int_76YEo1HA]This collision box issue also happened to spawn an issue with The Character’s double-jump reset system that would award the player with a stored jump on landing but this was no longer a bug but a feature as any surface (such as walls), was now able to be used to gain jumps but in turn was kept in as another movement option being wall jumping. 
[bookmark: _Int_KUJ1Tg5B][bookmark: _Int_zoOE021l][bookmark: _Int_BLpN1Uxi]By the end of this module, I have learnt the basic fundamentals of visual scripting on a 2D plain, and have learnt about the process of game development. For a first timer, creating a game like this has been an enjoyable experience and the feeling of having classmates playtest my game and enjoy it to the point of trying to speedrun it (attempting to finish the game as fast as possible). If I had more time, I probably would have added a stopwatch for this reason. Overall, an enjoyable module to have experienced.
