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These are the two initial ideas for rough narratives I came up 
with.

You’re a kid with an imaginary friend- spaceman sam
You play through out the kid’s day and see the world in his 
eyes 

Adventures with the kid and his imaginary friend 

Initial Narrative ideas  
Dream- you meet the spaceman in the dream, monsters based 
off real life fears and anxieties     
You have to defeat different personified objects and 
situations- different endings and different subtle clues to 
get better endings

Start off in a dream- don’t know it’s a dream- then use the 
bed as a base of sorts, like the chambers in ‘with those we love 
alive’ different options here- run away, find parents, dream 
etc. to give different endings at different points in the 
game.



Alterego
I have decided to use the software Twine to program my game resulting in a narrative and image heavy product. For my research I started by looking at games that 
have already been made in Twine to see possible outcomes and capabilities
https://www.playalterego.com/
Alterego is an online text based game that I have spent time on in the past. It acts as a life simulator where the player makes trivial life decisions to see the larger 
outcome, like a butterfly effect. This draws the player in and ensures you want to continue as you build a text based life for yourself and see where your choices take 
you. The game is split into sections like baby, child, young adult etc. where you experience life. There are different endings and the game can end at anytime if you 
die from making the wrong choice, which adds to the immersion.
Despite not having any in game imagery apart from the menu system where you choose which path next based on symbols, it manages to create its own world.
I’ve taken inspiration from this narrative due to its depth and detail. 

https://www.playalterego.com/


The temple of no- Game Influence  
https://crowscrowscrows.itch.io/the-temple-of-no
This is another example of a Twine game, only this one follows a more generic choose your own adventure style. It does include 
visuals and sounds though. It takes a more tongue-and-cheek approach to the twine genre, making references to different games 
and breaking the fourth wall in being self aware. This is one of this game’s selling points along with it’s sound and imagery. It 
keeps a theme of black and white in terms of both text, background and images..

https://crowscrowscrows.itch.io/the-temple-of-no


.http://aliendovecote.com/uploads/twine/empress/empress.html
A game from Propentine, with those we love alive is a Twine game with a complex story. You play as the servant to an empress, what happens through the course of the 
narrative represents trauma of the player. The game has a main page, where the player starts, here they can explore the palace grounds (and places that come into play 
later on) via just text. This area starts the game off with monotony, it starts slow and calm, which is why the game is so effective once  it get into little story arcs, 
which all lead you back to this start area, where you can see if your actions have changed anything. 
The game doesn’t have any illustrations, but it does a good job of conveying emotion through just different coloured backgrounds, the change in background also 
help define events or sleep. There is also a strong sound element, with constant music setting the scenes and helping to add that emotion. 
Being a twine game, the player can make choices, though these tend to be a choice of objects in a sentence (shown in purple) which change how a sentence reads. The 
pink links tend to either show more text or progress to the next page, though this can also lead to definitions or extra information.
The game does a really good job at leaving a lasting impression on the player. The thing that sets this game apart is the unique gimmick that the player should have a 
pen nearby as the game will tell players to draw on their skin different symbols through the arcs. People also post pictures of their drawings after the game, adding a 
sense of immersion               

With those we love alive- Game Influence   

http://aliendovecote.com/uploads/twine/empress/empress.html


https://niklasg.itch.io/secluded

Secluded is a game i found on Itch.io. It shows a different take on the style of text-heavy games. It was made in unity and whilst it’s text-
based, it also has 3D imagery complementing ti. The models show different rooms and sets the scene while the player reads the text and then 
picks options. This game holds a very informal tone and  holds the player’s attention by changing the mood quickly and unexpectedly via 
the narrative. It also holds the players interest by not directly introducing the characters, but letting the player figure out who they are.
I like the addition of room visuals in this game as it gives a different perspective and stylised view.

Secluded- Game Influence 

https://niklasg.itch.io/secluded


Coraline (film/book) narrative influence

In terms of my narrative, I have taken influence from one of my favourite books and films, Coraline. The story revolves around a girl who 
finds a door in a wall, which leads to an alternate, parallel world where everything appears better and too good to be true, which it is. This 
other world looks normal but things slowly start to slowly get creepier like the idea of sewing buttons in your eyes in order to stay forever. 
The climax begins with Coraline losing her real parents and having to fight her ‘other mother’ in order to retrieve them.
What makes this story unique is how it’s presented as a kids film/book yet it sparked controversy as a horror film- it is said that it is 
scarier for adults than it is kids with deeper more mature themes within the horror. The idea of seeing innocent things turn bad or evil 
creates this horror atmosphere and the strange creatures and happenings in this other world only add to that. I like the idea of the horror 
theme slowly creeping up throughout the narrative, but also being lost within another world, or in my case, a dream. I also like how things 
get bad quickly and although there’s foreshadowing, you don't expect what happens and you certainly don’t expect how far it goes to create 
this sense of desperation and danger.
I also like the style of the film, where everything is colourful, but gets duller depending on the mood.



Alice in wonderland- (film/book) narrative influence

Again, I have taken influence from the story Alice in Wonderland when considering my narrative ideas. Alice’s adventures wonderland 
focuses around a girl who falls down a rabbit hole and ends up in another word full of strange creatures and people and it’s the
strangeness and surreal characters and environments that drew me to this story. I like how unique and stylised the characters are and 
how it creates this whole dream-like world. 
I have also taken influence from the second film with the introduction of the character time. I want clocks and time to play a part in 
my narrative to add to the gameplay and give a sense of urgency. There is also the scene with the ‘eat me’ cake and ‘drink me’ bottle, which 
affects Alice’s size- this concept could be useful in my narrative in order to take different paths and different decisions   



Artist research- HELENA ALMEIDA
Helena Almeida is a Portuguese artist known for her work in photography, performance art, body art, painting and drawing. This was an 
artist I learnt about when her work caught my eye at the Tate gallery. I was drawn towards these very simplistic, yet eye-catching and 
emotive pencil sketches. They are drawn with pencil with the odd colour added, but for the most part they are black and white. 
Her work is completely different to any I have researched prior since she is more rudimentary in her approach, but I think this is in her 
favour.
I like the idea of using a mix of techniques when producing the art for my game and I would like to explore this sketchy style. 



Artist research- Jan Pienkiwski
an Pienkiwski is a British-Polish artist who focuses on illustration as well as moveable books. His illustrations tend to follow a 
similar and distinctive style- the foreground of the images, including the characters are all silhouettes, where the backgrounds are 
vibrant and expressive. I really like this style and the contrast between the foreground and background- it is unorthodox, considering 
it’s always the background that’s detailed opposed to the characters and buildings. It is also amazing how the story in the images is still 
conveyed even with this simplistic approach. It adds an air of mystery too with the focus of the usually colourful skies. 
He has done both traditional and digital work, but as demonstrated in the images below, most is traditional with the use of paints and 
watercolour to achieve effective backgrounds.
With mixed-media in mind, I really like the style of these background and also the idea of making certain objects a block colour. I like 
the idea of experimenting with handpainted, probably watercolour background or characters in order to achieve an unusual style.           



Artist research- Carmen Cardemil
Carmen Cardemil is a Chilean illustrator who uses mixed media in order to make her art. From the images below there is a focus 
on surreal imagery with college, drawing and painting all used to create these odd images. It creates unique imagery built up
upon different, interesting textures. 
I especially like the image of the small mammals, this is the style I was envisioning when thinking of my game. Not for the 
whole piece, but definitely aspects. I like how unique and different this will make the game look, it will have a certain childish 
aspect to it while still looking appealing. . 



Artist research- Dan Krall 
http://www.dankrall.com
Dan Krall is a illustrator and animator who specialises in children’s work.  He uses a range of media from digital to paint  in 
order to make his work. He has a strong style characterised by bold colours and a lack of outlines, which once again accentuates
the colour and contrasts, It’s all visually appealing, bright and bold.  I really like this style and the use of colour, it is 
similar to how i envisage my imagery in terms of initial colour and surreal style.

http://www.dankrall.com/


Style Sheet- Influences and ideas
I want to use a mix-media with a cartoon like style for my game, which stems from the themes 
I plan to explore. To the left is a image I created to try and experiment with this style and try 
to use images like sequins and origami in order to create things like moon and stars. This 
makes the game look unique and visually appealing, which is important considering the 
images are a huge part of the game.

I will try to use materials and paper textures in order to make characters and show a mix of 
digital and hand drawn art. My goal is to make this game look as unique as possible with a 
mixtures of cartoon art and hand drawn mixed media. My initial idea is to make the 
environments mixed-media but the base of the characters digital



Group crit- Idea feedback
In order to help idea generation and to further develop ideas, we fed our initial ideas back to a small group in order to discuss and criticise each other’s concepts.
Below is the feedback I got and how this will effect my concept

Jamie-
IN REFERENCE TO THE CHILD’S PERSPECTIVE, GOOD AND BAD IS BLACK AND WHITE
Pastel theme and then bright neon colours for enemies 
Considered materials for mixed media for different connotations- metal=cold etc.

Joachim-
Play a day and then play dream of said day 

Sinead-
Parents as antagonist

My response-

I have taken this on board when considering how to present the game and 
how enemies are seen.
This has also given me a better idea of how to use mixed media to my 
advantage by using different textures to further convey meaning and 
emotion

I liked this idea and it influenced my idea of playing for a number of 
nights

I also liked this idea and I’m considering using this in one of the 
dreams



Proposal 



You are a child who is afraid of the dark (and subsequently the things in it)  and you play through multiple nights where the dreams 
get darker and the goal is to get back to bed. The world starts colourful and gets darker as the nights progress.
There will be multiple choices, which will greatly affect the narrative and subsequently the ending. To add suspense and gameplay, 
there will also be a subtle focus on clocks and time will play a part in how the story goes whether it be in dream sequences or in real 
life.

My expected outcome will be a narrative heavy game complemented by images, sound and animation.
The game will play like a choice your own story book where the player will make decisions which will affect the story and 
ultimately the ending.
The goal is to make a narrative which is interesting and that the player wants to go back and replay in order to see all the 
endings. At the same time it needs to  be visually appealing in order to enhance gameplay

Final Narrative idea   



Time plan 
Here is a copy of my timeplan.  I have given myself two weeks to do most tasks, but with the time I have left, this is likely going to be flexible and as I 
start some aspects, this is likely to change as I grasp how long each task will take and how much time I want to give myself in relation to the rest of the 
project. Here the darker red are deadlines i’ve added, whilst the lighter red are set deadlines.



Idea development
this IS A SMALL MIND MAP I MADE IN ORDER TO EXPLORE MY IDEAS WHEN DOING MY STORY 
MAP.



colourful pinwheels 
mountains of different paper textures 
tissue paper sun 
different clock faces- subtle references to time throughout
Calendars?
Coraline- too good to be true 
origami rabbit- character (friend?)
Spaceman Sam
cotton wool clouds 
cellophane (rainbow)
As game progress everything gets darker
Places where you can wake up and check your room to get different endings, 
change dream location 
Enemies- the dark itself

Rain- animation- pink?
Kids- portrayed as little scattering sheep 
Dark infecting everything, your friend- turning dull 
and lifeless 
Not quick enough- time and darkness win 
You die 
things you recognise as your own- in your room
glitter- ANIMATED?
you have to stay in your friends good books- too many 
mistakes and they will abandon you- themes of 
abandonments metaphorically to represent the child’s 
life. These feelings they know but can’t explain-
naivety/ignorance/innocence
PET MOUSE OR FISH 
ELECTRIC FISH 

These are ideas I noted down when I was doing my story map. They are elements or narrative ideas I want to incorporate in the art or story.



Iain Goodyear- 12/03/18
Points made-
“Start to think about what character animations will feature in final game”
I need to consider what the animations are going to be, the software Adobe animate was recommended so I plan to take a look at that 
since I have access to it at home too.
“Start to review project time plan progress every two weeks”
I am going to reconsider my plan now I have my narrative figured out
“For next folder check- more narrative and visual development” 
Visual and narrative development are the two things I’m focusing on for the next two weeks- I want to have my story map, initial
designs and a decent start on the Twine for next week.

Matthew Wilson- 12/03/18
Points made-
Look at timed elements and mechanics and how to implement these
I plan to experiment and test these ideas before coding them or applying them to the narrative. 

Feedback-



Time plan 
After looking through my project, I decided to readjust my time plan. I HAVE GIVEN MYSELF MORE TIME TO TO DO THE ART ASPECT OF THE PROJECT, ALSO ALLOWING 
IT TO OVERLAP. 



Story map

This is the initial story map I came up with- it doesn’t reach an end, but it gives an overview of my story and something to start with. I will finish my story in Twine when 
I’m familiar with the macros and mechanics I’m using, I also find it easier to work this way and think that my narrative will have a better ending if I plan it as i go 
instead of defining it early on and getting stuck.



Story map (continued)    

At the bottom of my story map I wrote down notes and ideas as 
they came to me. These will be used past where I left off on my 
story map.



Twine       
I then started experimenting with Twine. I 
decided to stick with Sugarcube 2 when coding 
since this is the version I have used before and 
thus are more confident in.
Before starting  my actual project, I decided to 
first look at some tutorials and play around 
in order to see what I could do.
I wanted to focus on timed events and how to 
use a timer to affect outcomes. I also wanted 
to use show/reveal to add suspense when 
reading the text.

I used the style sheet from my last project as a 
base so I could then test my mechanics.  

I then downloaded custom macros for 
sugarcube in order to add different elements 
to my game 



I then decided to experiment with different macros that I downloaded 
for sugarcube. One here was a timer, which times the player and then can 
be displayed like in the image. This times the player throughout the whole 
game.

Macro Experimentation 



Macro Experimentation 
Here I used the timed macro in 
order to achieve the times 
element I wanted in my game. 
Here it is used to list objects, 
appearing on screen one 
second after the last.

After struggling to get the previous macro 
to work with variables, I then decided to try 
this macro as a timed event. I managed to 
get it so the player has a certain amount of 
time to make a decision before being forced 
onto another passage. I plan to use this to 
give a sense of urgency and add to the 
gameplay .



Macro Experimentation 
Line append is another macro I haven’t used before. It encourages the player to read the text as they need to click each line before the 
next will appear. Here I have tested it with a conversation, where it would act as if the player is answering. 



Style experimentation    
Here I have started to experiment in Photoshop with using different textures for my style. All of these pieces were made using Photoshop and 
different textures I found on in internet.



This is the initial, rough Twine outline I made to test my macros. 
There’s a couple of passages separated for this purpose. 
The rest contains rough drafts of the beginning of my narrative, in 
order to see what works and what doesn’t. 
I will use this as a template and create my final piece off of it. 

Twine



Time plan review week three 
For week three,   I have extended the period of my Twine development since I think I need more time on it. I have  started all tasks that I need too and feel 
like I am on track.



Twine  
Here I have  begun to format my draft passages. I’m mostly adding link 
appends so that the player has to click to move on to the next sentences, 
which tries to mimic a conversation.

I have also started to play around with formatting and backgrounds



Twine     
One of the definitive features of my game was the presence of the 
darkness. I wanted to make the background change towards the end so 
that everything gets darker. 
I did this by using removeclass and addclass by defining the 
background colour  in the style sheet and then referencing it in each 
passage. 
I used Photoshop to pick the colours and then copied the code into the 
style sheet to ensure perfect colour. I will then use these colours to ensure 
that the images correspond to the background. Below is part of the style 
sheet and an example of this in a passage.



Twine
When testing my game I was using the back buttons in the sidebar, 
I realised that this was messing up the colour background classes. 
In order to keep this coherent and also to make sure the game is 
played properly, I decided to remove the sidebar .
But this meant there was no restart button and this brought with 
it more problems with the format of the game. 
I then found this code Config.history.controls = false; which when 
placed in the story’s JavaScript, removes these elements.



Twine- Mechanics        
To make my game more interesting than just a narrative, and 
after looking at and experimenting with the different macros, I 
decided to add two main mechanics. 
From the start I wanted to add timed events, and the first 
involves a timed option. If the player waits for the 4 seconds, they 
get another, better option. This is where paying attention to the 
story comes into play, and also replay-ability. Near the start of the 
story the player is given an analogy which tells them that 
sometimes waiting gives you the better option. 

The second also looks at time. This time it’s in a battle situation. 
If the player takes too long to decide on an action, they are forced 
onto another passage, which then ends the game. I used this to 
simulate a real fight, but also add some uncertainty to the game, 
and also replay-ability. 
In the aforementioned analogy, the player is also told that if they 
wait too long, they may also fail. 
It gives the story a trial and error element as well, making the 
story more appealing. 



Twine- Variables       
Throughout my Twine I've used variables 
in order to set different story paths. This 
is an example from the start when Peri is 
talking to the player. If the player 
answers wrongly three times they cannot 
pick up the watch.

Here is another example of one of the more 
complicated IF statements from my 
ending. It combines if visited and 
normal if statements in order to pick 
the right ending. 



Initial design- Peri     



Initial designs- Peri



Final design- Peri



Character design- Sheep



Initial design- Moon



Final Design- Moon



Environmental assets 
With the heavy mixed-media element, I wanted to experiment with different textures and objects in order to 
make my artwork interesting. With the theme of a children’s dream, I decided to use kid’s crafts items in 
order to make assets like trees in the dream world. Here I have experimented taking pictures of pipe cleaners I 
have manipulated and then I took them into Photoshop in order to place them into a mock environment. I 
especially like the swirls I made by twisting two pipe cleaners before rolling into a snail shape. I then put these 
together to make clouds and bushes. 



Environmental Development
My initial idea was always to use different paper textures as mountains in the background, but I 
decided later on that this made the whole scene too bust and scrapped it. I wanted to keep it simple 
and only have import things on screen- considering it’s a dream. I also initially used the pipe 
cleaners as clouds but then decided that they looked better as tree, it also help keep the clouds in 
the moon scenes consistent. I originally wanted clouds in all the scenes, like the moon’s clouds, 
but this is something I will do only if I have time. .



Environmental assets  

This is the ladybird I made out of 
images of felt and sequins

I then experimented with making items in photoshop. Here I 
made a collection of poppies, which I put together through 
coloured shapes as if they’re coloured paper.  I also added a drop 
shadow to make it look more realistic 

These are the images I made to experiment with Peri’s colouring. 

Here is the sheep and the steel wool 
picture I took to use as its wool



Image Plan  
3- bedroom image  
Stairs- Outside bedroom- TV flicker animation  
Window- Window  
Closet- close up of wardrobe 
Sleep- Surreal animation 
4- overview of environment- daytime  
5- Peri- daytime  
Trust- Environment w/ description  
Trust 2- Environment w/ animation  
Trust 3- Peri ahead (?) 
Blue- background changes  
Colour- background changes (NEEDS ANECDOTAL STORY!!!!!!!!!!) 
Sorry- no picture just text needed 
7- Sky gets slightly darker 
8- Sparkle in bush? 
Take- Watch face- flickering (digital screen animation)  
3 1- bedroom again 
Closet 1- Closet again  
Drawer- inside of drawer close up 
Window- Same image only the stars are fainter 
Stairs 1- the same but without the animation, calendar on wall 
Sheep 1- topiary, pipe cleaners animation rustling  

Sheep 1- topiary, pipe cleaners animation rustling  
Sheep 2- Sheep frolicking animation 
Sheephurt- touching the sheep? 
Sheep good- still frolicking animation 
Carryon- sky getting darker 
Follow- darker  
Fly- ladybird 
Sequins- sequins in hands 
Sequin moon- Moon 
Sequin moon1- Moon- these need an ending  
Battle- Sheep in bush  
Bad -
Back- lollipop tree 
Fight- sheep  
Back 1- sequin blood 
Moon- Moon floating animation  
Moon 2- blood 
Dark battle- dark 
Final bad-
Finalhome and its children- copies with little difference  
3 2- home again – all the home elements 
Afterglow- ceiling and stars 
Afterglow 1- sleep animation 
Darkend
Finish all red endings with formatting- Monday 



Storyboards Here I started to roughly sketch out the images I would need and their animations in blue. 
Some will be reused or tweaked slightly thus are not included AND OTHERS WERE ADDED LATER 
ON



Some of the endings are just altered images of the bedroom, so these are not pictured



Initial design     

this IS A ROUGH SKETCH OF  HOW I 
ENVISAGE THE BEDROOM BEING. this 
WILL ACT AS A BASE FOR THE PLAYER, 
THEY HAVE DIFFERENT OPTIONS TO LOOK 
AT HERE, THE OUTCOMES OF WHICH WILL 
CHANGE THROUGHOUT THE GAME. 
For example, the player won’t be able 
to go downstairs when they start 
the game, but when they past a 
certain point they can and it will 
initiate a different ending.



Textures 
This is the first image I created from my game. Through my research I had decided to go with a strong mixed-media element and wanted to 
experiment with images I had taken. I used Photoshop in order to manipulate these images and make them fit the rough sketch I had already 
done. I like the way this turned out and will be using similar methods for all my images  

I used a photograph of 
the side of my shelf 
for a rough wood 
texture used on the 
wardrobe and 
drawers- I then 
recoloured it and 
used it for the bed 
frame 

Here I used a zoomed in version of this photo of a carpet, which I changed 
the colour of for all the carpets in the house

This is a photo of a bedsheet i
took and warped into the bed

And then this 
photo of a 
door I took 
is used for 
all the doors 
in the house 
scenes 



Bedroom scenes These are the basic images for the bedroom scenes, these will be reused for all versions with 
slight differences depending on variables in the game 



Drawer Variation 

Here are the variations of my drawer. The one above is the first version. When the player is exploring 
the bedroom they can see the drawer, which holds the glitter that can affect the ending. They need to 
pay attention to everything in order to get the good ending. Here I used some primary source images, 
in the pens and the glitter tub in order to collate the objects in the drawer.

Here is the good ending version, with Peri.

And the bad ending version, where everything is gone. 



Time plan

Here I have extended my art and animation deadlines since this it what I am going to be focusing on for the rest of the project 



Group crit two 
Gradient background
I liked this idea and was thinking along the lines of something similar. I will change from the block colour to a gradient image that changes 
depending on where you are
Voice- nonsense, but the player can understand somehow 
I liked this idea and if I had time I would implement it
Ambient sound- Musical box- gets more distorted as it get darker 
I wanted to add ambient noise from the start and I really like this idea, especially with the correspondence to the dark. If I have time I will look 
into doing this
Sound effect for sleep animation- Sounds that don't have to make sense considering it’s a dream 
Again, this is something I considered at the start of this project and I think I will try to add sound effects- like sleeping and maybe a heartbeat 
at the end 
Star twinkle animation
This was in reference to the window image and I was in the process of implementing this



Twine- Endings       
Here if you don’t manage to get out, but don’t kill anything the 
moon returns at the ending, letting the player restart.
This code restarts the game but from a passage which creates the 
illusion of a never ending cycle. But the restart code resets all the 
variables and classes.



Animation- stars
Here I started animating my window scene, this needs at least 
two animations- one for when the stars are vibrant and one 
where they are duller.  I started this is Photoshop where I  tried to 
do this with frame animation, but through my group crit I 
realised it wasn’t obvious enough.

So I took it into After Effects and played around with the particle system, 
something I have never used before. I took out the sequins that made up the 
stars in the first image and replaced them with the particles. 
I then made another layer and reverse it so that it looped, then exported it 
into Photoshop in order to convert it to a gif 



Animation- Sleep
The other animation I needed was the one that took the player from one world 
to the other, representing falling asleep and waking up. This animation will 
be reused, making it one of the most important in game. 
I started by using the turbulent noise, which I learnt about when looking at 
how to make the stars twinkle. I messed around with this effect on different 
solids, making them different colours and changing how the noise appeared. 
I settled for swirly as it looked best and mimicked blurry eyes. I made the top 
layer purple and added a glow filter so it was stronger, the added two solids, 
a black and a white, which through time stamps will fade in and out in 
represent going to sleep, from dark to bright white. I imported the video file 
to Photoshop and exported it as a gif.

I then had to figure out how to put this in my Twine. I started by 
putting it in as an image, but it was too big and refused to load 
quick enough. So I decided to resize it in Photoshop and put it 
back in. This time the black background of the passage looked 
wrong with the changing one in the gif. With changing the 
background out of the question, I then put it as a background 
with tags. This worked best as it took up the whole screen without 
compromising quality. 
This passage is timed to take the player to the next passage when 
the gif is finished.

I took influence from the tunnel in coraline for this 
animation. I knew I needed something to separate the player 
and define the dreamworld from the real world, like the tunnel 
does in the film. This is where the purple accents in my design 
comes from, with it creating an odd, uneasy combination with 
the black/grey dull background 



Animation- waking
I then decided that I needed one when going to back to your 
room opposed to just when going to sleep. I tried just reversing 
the original animation, but I didn't think it fit. So i
changed the colour of the last solid from black to the colour of 
the room.

Here I was testing it in the passage. This change in the solid makes the 
whole animation brighter, which I think helps separates going to sleep 
and waking up. The blue definitely looks better when travelling back to 
your bedroom, it fades much smoother into the next passage.

After testing these in relation to the whole game, I found their size meant 
there was a delay in loading them so I took them back into Photoshop and 
made them smaller in order to optimize them. 



Animation-Moon
The moon is portrayed as a childlike character, this is shown through 
her spinning and enthusiasm. 
I stared by setting points for rotation so that she would rock and then 
turn around, as the passage quotes “Her golden eyelashes flutter as she 
sees you, a stranger and a paper animal.
She laughs and spins.”

I then tried a new effect, which I had seen in tutorials- wiggle. I 
experimented with the different wiggle effects in an attempt to 
get a  more natural looking floating action. I tried vertical 
wiggle, but it didn’t look right, so I tried ‘wigglerama’. This 
took all the different elements of the ‘wiggle’ effects and mashed 
them together to create a purposely random movements. I liked 
this, it made it look more natural and bouncy, which was the way 
I wanted to portray her. The added movement also helps accentuate 
her enthusiastic, happy, excitable personality. It adds a stark 
contrast when the player picks the wrong choices and she gets 
upset.



Animation-Moon
I then decided to tackle the ‘glow’ passage. I used the glow effect 
in order to add a white glow around the moon. 
From here I used keyframes to animate the glow, making it pulse 
softly, using a very short period of time so that it would loop 
effectively as a gif. 



Animation- moon 
In the passage, the moon mentions “candy floss clouds”, so I 
decided to add pink clouds. I started in Photoshop experimenting 
with different shapes and styles until I was happy.

I then took this into After effects and 
animated it using the position 
feature, ensuring it looped.



Images -Moon
When animating the moon, I realised that I needed other expressions 
in order to meet the criteria of the other passages. 
So here I flipped here eyes over and filled in the middle to 
demonstrate when she is upset. I also ensured that she kept her naive 
look as the player has to choose whether or not to trust her, so he 
facial features and overall appearance are important. I made the 
frown small to keep up the ‘cute’ look.

The one below is then her back for the passage where she turns her back 
on you. 

And the one on the right is her default expression.   



Images- watch 
The watch is an item which allows the player to  return to their bedroom, it reflects 
something from the real world in the dream world and acts as a portal.  I started by making 
a mini moodboard and some initial sketches to get an idea about how I was going to make 
it.

I decided not to use mixed media with this, making it in 
Photoshop using rounded squares. I tried different colour 
combinations before settling on blue. I then used a font to make 
numbers on the face.

I then took this into After Effects. I thought it would be interesting to have the watch glitch and 
appear broken, thus making the idea of it being a teleport system more feasible. Here I added a glow 
to the screen, which will flash. I separated the time and moved the bottom half over to make it look 
like a glitch, this will move subtly too. The date and the second counter will also flash and 
disappear. I decided not to make the clock actually count to further the idea of it being broken. 



Animation- watch 

After putting a background the colour of the passage it was going into, I 
decided to change the colour of the watch from blue to purple so you can see it 
clearly against said background. 



Animation- Glint 
I was originally going to make the bubble gum lake ripple 
when the watch is thrown in, but I didn’t like the results I 
was getting so I decided to focus on the scene before. I made 
a star in after effects in order to signal to the player where 
the object they have a choice to either pick up or not is. 

I then didn’t like the outcome or restrictions with this star so I made my 
own in Photoshop and imported it. I then placed it by the reeds. I tried using a 
glow effect, but it was so small that you couldn’t see the animation so I 
settled for just changed the opacity to make a soft pulse. 



Images- hands 
Pushing the mixed media theme, I decided to make the player a real person using photographs to 
references them. This is seen with the hand images but also at the end with the ‘end of transmission 
image’
To start I took pictures of my own hands with the intention of Photoshopping the blood and the 
sequins into them, but this proved tricky.

So I decided to take images of my hands actually holding the items. Here I found the 
same sequins I used for the ladybird pictures and took a picture of me holding them. 
In game this will be used for the scene when the player shows the moon the sequins. I 
liked the contrast and surprise of seeing a real hand after the rest of the images being 
fabricated. It also helps the player relate to their character and reinforce their 
actions as real.

The blood hand was little bit more tricky. I smothered my hand 
in fake blood in order to achieve this image. I then took it into 
Photoshop and animated the blood so it sparkled. 



Animation- Topiaries 
Here I was animating the bushes rustling before we meet the 
sheep. I decided to use the wiggle effect in order to create 
this movement

One thing I didn’t like was the 
decrease in quality of the tree at the 
front when I imported this into After 
Effects- it looked even worse when I 
linked it in game. I managed to fix 
this by using two layers of the same 
image in After Effects .



Animation- Static
Originally with my endings, the screen just faded to black and the player 
ends up back in their room. I wanted this to be more immersive and 
interactive so I decided to make a static background by using the noise 
effect.
This simulates TV static and with the idea that there’s no signal, the 
dream has ended and the darkness has taken over. There is then a timed 
passage that has flickering static before settling on black.
The diversion from the usual waking up and going to sleep animations 
also signal to the player that this is different.
This only plays on the bad endings- setting them apart from the good 
ending, which plays the usual waking up animation. 



Sheep
When I started to do my sheep images, I realised I 
needed different poses thus created these three. 

With the sheep battle- i purposefully made the lone sheep the one that had 
previously approached you in order to evoke some sense of guilt in the 
player.



Images- Ladybird 
the LADYBIRD IS AN ODD CHARACTER THAT ONLY PLAYS A PART IF YOU MEET 
CERTAIN CRITERIA- IT IS THE ONLY OTHER OPTION TO KILL INSTEAD OF THE 
SHEEP. 
It represents a small defenceless enemy and is used to make the player 
feel somewhat guilt about their actions. It can’t fight back and 
unlike the sheep dies instantly.



Final images- Peri

From the start of this project I wanted to  use pipe cleaners. I was fascinated with the idea of 
using kid’s craft materials to create the mixed media effect I wanted. I like this, I think it 
reflects the idea of it being a child’s dream whilst being unique and interesting to look at. 
I twisted two different coloured pipe cleaners together in order to  get a tight swirl before 
taking pictures and photoshopping them into trees and bushes. These are seen throughout the game 
and came from the idea of ‘lollipop trees’ which I wrote about in an early draft of the story. I 
also liked the idea of these items being named, like the bubble gum lake, the player knows the 
names despite never being there before, suggesting the dream.
My aim from the beginning was to keep the visuals very simple and colourful- reflecting the 
idea that it’s a child’s dream, but also to ensure it doesn’t entirely distract from the story. This 
is also why everything is 2D, it’s as if a child has put it together. I liked the idea of it looking 
like a children’s book, hence my research into illustrators at the beginning of the project, and I 
think I have achieved that in my own way.

I purposefully didn’t animation Peri or give him any other pose. I wanted to reflect 
some rigidness in his personality and also the fact he was a paper mouse. I wanted 
him to look different and stand out. 



Final images- Dream  
The story of the ‘worm’ was an anecdote designed to subtly warn the player of the timed options 
to come. It was seen as a reward for players who answer ‘correctly’.
I wanted to be strange and surreal though, not just a straightforward story. 

"There was once a worm who had to make it back under ground after the rain, he had two 
options- risk it and slither into the open or backtrack and hide under a leaf. He didn't much 
like those options, so he waited, and his patience  paid off. He was picked up by a human and 
placed back on the soil where he could happily burrow away."
"Of course if he waited too long, he would have met his friend Mr Blackbird."

The player is told to take their time, but not too long. In the visual I made the worm a gummy 
worm, and the leaf it’s taking shelter under a pineapple and this is all happening on a kitchen 
counter. I thought this added an odd twist that fits with the theme of the story.
Before this image Peri asks the player what their favourite colour is and the background changes 
appropriately. This is also a subtle hint that Peri can control the colour of the sky and thus the 
darkness.



Final images- Moon

The main thing I would change if I had the time and ability would be the size 
of the images. I originally experimented with having images like the moon 
full screen to take advantage of the simple background. Though I had issues 
with alignment and decided to scrap the idea in favour of smaller images. 
I kept the simple coloured backgrounds though. Since the background plays an 
important part in the story by demonstrating the dark, I decided simple would 
be more effective. It also adds a barrier of sorts when there isn’t an image, 
creating suspense for the player since they can’t see what’ happening. 

Here are stills from the moon. 



Final images- Sheep

If I had more time, one of the things I wanted to do was 
animate the sheep using a sprite sheet so they actually 
frolicked, instead of just being static images. I think this 
would have added more realism and maybe more attachment 
for the player to see them as alive and real. 



Ending- End of transmission
As a last minute idea, I decided to add something more to the 
endings. Working with the idea of surrealism and that 
anything can happen in a dream, I decided to confuse the 
player even more. I took the BBC ‘end of broadcast’ screen and 
Photoshopped Peri into it in place of the clown, took away the 
child’s face to represent the player, added ‘dead end’ to the 
blackboard to represent the bad ending and the text ‘Peri
vision’ at the bottom of the screen. 
I originally had static just to represent the end of the dream, 
but I like the idea of this then translating to metaphorical a 
TV programme, something of Peri’s creation and for its 
pleasure. It adds an ominous twist. 
It also helps define the horror aspect a little bit more. It pops 
up unexpectedly at the end, severing as a jump scare with a 
loud beep. 



Sounds
In my proposal I said that I would have liked to add sound. In the end I didn’t have time to add the music I wanted to. The plan was something 
ambient, something that slowly got more corrupted as it got darker in order to compliment this darkness. I also wanted to add sound effects, like a 
noise for when Peri throws the watch into the lake, most likely a splash or pop. 
But one thing I did do late on in the game was add a beep sound effect. When I added the end of transmission screen the intent was to shock and 
maybe even serve as a jump scare for the player and for this to happen it needed noise. I used a free secondary source beep for this, raising the volume 
in audacity so it was a scare after a silent game. 
Below you can see where it sat in the StoryIntit passage, so the sound loaded with the game. I then added it to the passage so when built it would play 
upon the passage being accessed. 



Evaluation
In this project we were asked to write our own brief and then complete it.  I decided to design and make a Twine game/narrative, something deceiving in that it appeared 
innocent but held dark twists and turns. 
My narrative took influence from Coraline and Alice in Wonderland and centred around the player, who is afraid of the dark, facing their fear in a nightmare. I started by 
researching these existing narratives, looking at existing Twine games and then also children’s mixed-media illustrators. From the start my idea was to have a heavily mixed-
media element to make my game visually appealing, memorable and unique. With the child-like themes I liked the idea of using kid’s craft items like pipe cleaners and felt in 
order to make my environments and the dream setting allowed me to explore this without restraint. I referenced this here in my proposal, ‘I will use a variety of software when 
making my game, all of which I have some experience with. I will focus on mixed media work with hand drawn images, primary source textures and paintings and then use 
Photoshop for digital work as well as collating everything. I will then use After Effects to animate and Twine to make the game. 'I think I have achieved this to a reasonable 
extent, using pipe cleaners to make bushes and trees and actual photographs for hands. If I had more time, however, I would have liked to make more of the assets by hand, whether 
they be hand drawn,origami or using more and different material like felt and tissue paper. I think this would have made the game even more unique visually and added to my 
overall vision.
In my own proposal i said ‘In the story you will play as a child and see anxieties and fears within dream form, the player will then have the choice of what to do in order to defeat 
them or leave them alone. I would like to involve timed events and I will aim to create a playable narrative with some imagery, animation and sound.’. I think I have achieved 
the majority of this, with timed events being present with timed gifs and timed passages which force the player onwards. Though I think I could have developed this further with 
the whole game being timed and the time it takes you to access certain passages having an effect on your ending. I started messing around with this with the playertime macro 
but didn’t have the time to get it to work, so I stuck with the more simple individual events. I managed to put a considerable amount of imagery and animation in my 
narrative, but sound was something I was lacking. I did manage to put in a single sound effect, but i would have liked more both in terms of sound effects and ambient music.
When looking at existing games I came across one where the player was told to draw their own interpretation of symbols on their arms and then post a picture to a blog at then 
end to see what other people’s player experience was. I liked this idea for a more interactive game and An interesting idea I had was to make the game more interactive, perhaps 
having instructions on how to make an origami mouse like Peri to play along with. Of course this would come with more time.
Overall I think I achieve and fulfilled my brief though I believe there is space to build upon what I have completed and add more story and more images to expand the experience.



Unity VS Unreal Engine 
Unity and Unreal are considered the top two game engines in terms of games design. Unity was initially released in 2012 with its
most recent release being Unity 2018. Unreal was initially released in 1998 with its most recent incarnation Unreal engine 4. Unreal 
has been free to the public since 2015 with an innovative scheme where users that are making profit pay selective royalties. On the other 
hand Unity runs off licences. A personal licence is free and users earning below a certain amount don’t have to pay royalties. Unity 
plus/pro/enterprise licenses are paid for and contain more features and no pay restrictions. Overall, I think that Unreal’s approach to 
having a free engine with all features available is more appealing than having features locked like Unity.
In terms of programming Unity uses C#, which is widely considered easier to code than Unreal’s C++.  However, Unreal offers a node-
based visual coding system called Blueprints, which allows users who may be less confident or experienced with programming a simpler 
option. Overall, I think that the more visual based idea of Blueprints is better as it offers a different way to code, which can appeal to a 
wider audience.
Unity is said to generally work better with 2D development with a sprite editor and a separate physics engine for 2D objects. Unreal, on 
the other hand, has arguably better graphics with its complex partition system and dynamic lighting. These examples from Not-Lonely 
show the differences in Unity 5 and Unreal engine 4.



Personally, I think that both engines look impressive and it’s a matter of opinion and situation as to which one is best to use.
Both systems support console platforms like Playstation 4, Xbox One and Nintendo Switch, though Unity offers support to a wider range 
of consoles like the 3DS, Playstation Vita and Wii U. An example of a well-known game made in Unity would be Cuphead, once again 
showing off its 2D prevalence on Windows and Xbox.

An example of an Unreal game would be Borderlands 2, which takes advantage of Unreal’s 3D potential with Windows, PS3 and Xbox 360.



In terms of mobile platforms, Unreal supports iOS and Android whilst Unity also supports Windows Phone, Blackberry and Tizen. Examples 
of Unity mobile games include the puzzle game Monument Valley. It used Unity 3D with 3D assets which appear 2D to the player. They used 
extensions within Unity in order to make the creation of geometry and meshes more efficient than just copying cubes. It is available on 
Android and iOS.

There are fewer examples of mobile games from Unreal, but an example is Injustice 2, a DC character-based action game. Overall Unity seem 
to have a much bigger prevalence in the mobile game market with big titles such as Heathstone using the engine.



In terms of progression between versions of the engines and the games they can produce, naturally the quality and capability 
of their graphics have improved greatly. Gooball was a Mac game realised 2005 with an early version of Unity, shown next to 
Monument Valley made with a much later version.

Similarly, a comparison of environment and assets from an early Unreal game, Adventure Pinball- Forgotten Island released in 2001 and Borderlands 2 from 2012.



Overall, both engines have their strengths and weaknesses. Unity has a larger community for queries and tutorials with C# as a 
language and a large variety of platforms. Unreal is free and has a visual coding system, which makes prototypes easier to 
make but overall they both have a strong library of games.

https://unity3d.com/games-made-with-unity
https://www.slant.co/versus/1047/5128/~unity_vs_unreal-engine-4 https://www.youtube.com/watch?v=z4g-hKQ-2ag
http://blog.liveedu.tv/unity-vs-unreal/
http://not-lonely.com/blog/making-of/unity-ue-comparison/

https://unity3d.com/games-made-with-unity
https://www.slant.co/versus/1047/5128/%7Eunity_vs_unreal-engine-4
https://www.youtube.com/watch?v=z4g-hKQ-2ag
http://blog.liveedu.tv/unity-vs-unreal/
http://not-lonely.com/blog/making-of/unity-ue-comparison/
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