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INTTIAL NARRATIVE IDEAS

THESE ARE THE TWO TNTTTAL IDEAS FOR ROUGH NARRATIVES T CAME UP
WITH.

JOURE A KD WLTH AN IMAGINARY FRIEND- SPACEMAN SAM
10U PLAY THROUGH DUT THE KTD’S DAY AND SEE THE WORLD TN IS
EYES

ADVENTURES WITH THE KID AND KIS TMAGINARY FRIEND

DREAM- YOU MEET THE SPACEMAN TN THE DREAM, MONSTERS BASED
OFF REAL LTFE FEARS AND ANXTETLES

10U HAVETO DEFEAT DIFFERENT PERSONTFLED OBTECTS AND
STTUATLONS- DIFFERENT ENDINGS AND DIFFERENT SUBTLE CLUES T0
GET BETTER ENDINGS

STARTOFF TN A DREAM- DON'T KNOW TT5 A DREAM- THEN USE THE
BED AS A BASE OF SORTS, LLKE THE CHAMBERS TN “WLTH THOSE WE LOVE
ALTVE' DIFFERENT DPTLONS HERE- RUN AWAY, FIND PARENTS, DREAM
ETCTO GIVE DIFFERENT ENDINGS AT DIFFERENT POINTS IN THE
GAME.



ALTEREGO

[HAVEDECIDED TO USE THE SOFTWARE TWINE T0 PROGRAM MY GAME RESULTING IN A NARRATIVE AND TMAGE HEAVY PRODUCT. FOR MY RESEARCH [ STARTED BY LOOKING AT GAMES THAT
HAVE ALREADY BEEN MADE TN TWINE T0 SEE POSSTBLE OUTCOMES AND CAPABTLITIES

ALTEREGO 5 AN ONLINE TEXT BASED GAME THAT THAVE SPENT TIME ON TN THE PAST.IT ACTS AS A LTFE STMULATOR WHERE THE PLAYER MAKES TRIVIAL LLFE DECLSTONS TO SEE THE LARGER
OUTCOME, LTKE A BUTTERFLY EFFECT. THTS DRAWS THE PLAYER TN AND ENSURES YOU WANT T0 CONTINUE AS YOU BULLD A TEXT BASED LTFE FOR YOURSELF AND SEE WHERE YOUR CHOTCES TAKE
YOU. THE GAME TS SPLLTINTO SECTIONS LLKE BABY, CHILD, YOUNG ADULT ETC. WHERE YOU EXPERTENCE LLFE. THERE ARE DIFFERENT ENDINGS AND THE GAME CAN END AT ANYTIME TF YOU
DIE FROM MAKING THE WRONG CHOTCE, WHICH ADDS T THE IMMERSION.
DESPLTE NOT HAVING ANY TN GAME IMAGERY APART FROM THE MENU SYSTEM WHERE YOU CHOOSE WHICH PATH NEXT BASED ON SYMBOLS, 1T MANAGES 10 CREATE LTS OWN WORLD.
['VETAKEN TNSPTRATION FROM THIS NARRATIVE DUE T0ITS DEPTH AND DETALL

Alter Ego Alter Ego
by P g ¢ by PeterJ. Favaro, Ph.D.
About More Games Blos Subscribe

Select an action:

= MEET SOMECONE

BREAK OFF WITH SOMEONE

GO ON ADATE/HAVE AN EXPERIENCE WITH YOUR PRESENT PARTNER

START A STEADY RELATIONSHIP

LIVE TOGETHER

= POUND HEEL BACK INTO THE SHOE

LEAVE THIS ICON

=) (o] [«] b

LOOK FOR ANOTHER PAIR OF SHOES

) =] (4] [E]
1]
T T


https://www.playalterego.com/

THE TEMPLE OF NO- GAME INFLUENCE

THTS 5 ANOTHER EXAMPLE OF A TWINE GAME, ONLY THIS ONE FOLLOWS A MORE GENERTC CHOOSE YOUR OWN ADVENTURE STYLE. T DOES INCLUDE
VISUALS AND SOUNDS THOUGH. 1T TAKES A MORE TONGUE-AND-CHEEK APPROACH TO THE TWINE GENRE, MAKING REFERENCES TO DIFFERENT GAMES
AND BREAKTNG THE FOURTH WALL TN BEING SELF AWARE. THIS TS ONE OF THIS GAME'S SELLING POTNTS ALONG WITHTT'S SOUND AND TMAGERY. 1T
KEEPS A THEME OF BLACK AND WHITE TN TERMS OF BOTH TEXT, BACKGROUND AND IMAGES..



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

WITH THOSE WE LOVE ALTVE- GAME INFLUENCE

A GAME FROM
NAP\HAHVERE
R ON) VIA JUST
WHI[HM LEAD YOU
THE GAME DOESN'T HAVE
HELP DEFINE EVENTS OR SLEEP. IHERE IS ALSO A STRONG SOUND ELEMENT, WITH CONSTANT MUSLC SETTING THE SCENES AND HELPING TO ADD THATEMOTION.
BEING A TWINE GAME, THE PLAYER CAN MAKE[HDI(E THOUGH THESE TEND TO BE A CHOTCE OF OBJECTS TN A SENTENCE (SHOWN TN PURPLE) WHTCH CHANGE HOW A SENTENCE READS. Th
PINK LINKS TEND TO ETTHER SHOW MORE TEXT OR PROGRESS TO THE NEXT PAGE, THOUGH THLS CAN ALSD LEADWDDEHNNIDNSD HMINFD MATLON.

PRoee
RES

y

OPENTINE, WETH THOSE WE LOVE ALTVE TS A TWINE GAME WITH A COMPLEX STORY. YOU PLAY AS THE SERVANT T0 AN EMPRESS, WHAT HAPPENS THROUGH THE COURSE OF THE

ENTS TRAUMA OF THE PLAYER. TH EEAMEHA AMAIN PAGE, WHEPHHEPM\ERSTAPWS HERHHE\ (AN EX HUPHHE LACE GROUNDS (AND A(ESTHM[DMEINTU PLAY
TENT. THES AREA STARTS THE GAME OFF WITH MONOTONY, TT STARTS SLOW AND CALM, WHLCH TS WHY THE GAME TS S0 EFFECTIVE ONCE LT GET INTO LITTLE STORY ARCS,

BACKTOT HI STARTAREA, WHERE YOU CAN SEE LF YOUR ACT IUN HAVE CHANGED ANYTHING.

AVEANY TLLUSTRATIONS, BUT TTDOES A 6OOD JOB OF CONVEYING EMOTION THROUGH JUST DIFFERENT COLOURED BACKGROUNDS, THE CHANGE TN BACKGROUND ALSO

OR SLEEP. TH

THE GAME DOES A REALLY EDUD]UBAHEA\JINGA STING TMPRESSTON ON THE PLAYER. THE THING THAT SETS THIS GAME AP UNIQU GIMMHKTHANHE PLAYER SHOULD HAVE A
PEN NEARBY AS THE GAME WILL TELL PLAYERS TO DRAW ON THETR SKIN DIFFERENT SYMBOLS THROUGH THE ARCS. PEOPLE ALSO DS IUUE RAWINGS AFTER THE GAME, ADDING A
SENSE OF LMMERSTON

The streets are narrow, winding, Inazelile,

£5 span between buildings like enormous

spiderwebs blanketing the city.

The temple is this way, across the tiry canal.

The dream distillery is surrounded by scaffolding



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

+ | SECLUDED- GAME INFLUENCE

HTTPS://NTKLASG.ITCH.10/SECLUDED

SECLUDED T5 A GAME TFOUND ON [7CH.10. 17 SHOWS A DIFFERENT TAKE ON THE STYLE OF TEAT-HE A\/Y GAM ES. TTWAS MADE I UNTTY AND WHILSTIT'S TE
BASED, 1T ALSD HAS 3D IMAGERY COMPLEMENTING TL. THE MODELS SHOW DIFFERENT RODMS AND SETS THE SCENE WHILE THE PLAYER READS THE 1 EXTANDTHEN
PLCKS OPTLONS. THLS GAME HOLDS A VERY INFORMAL TONE AND HOLDS THE PLAYER'S ATIENTION BY [HANGING THE MOOD QUICKLY AND UNEXPECTEDLY VIA
THE NARRATIVE. TT ALSD HOLDS THE PLAYERS INTEREST BY NOT DIRECTLY INTRODUCING THE CHARACTERS, BUT LETTING THE PLAYER FIGURE OUT WHO THEY ARE.
[ LTKE THE ADDITLON OF ROOM VISUALS TN THIS GAME AS 1T GIVES A DIFFERENT PERSPECTIVE AND STYLISED VIEW

=
—
—
=
=
=
=



https://niklasg.itch.io/secluded

CORALINE (FILM/BOOK) NARRATIVE INFLUENCE

[N TERMS OF MY NARRATIVE, LHAVE TAKEN TNFLUENCE FROM ONE OF MY FAVOURTTE BOOKS AND FILMS, CORALINE. THE STORY REVOLVES AROUND A GIRL WHO
FINDS ADOOR IN A WALL, WHICH LEADS TO AN ALTERNATE, PARALLEL WORLD WHERE EVERYTHING APPEARS BETTER AND T0D GOOD WO BE TRUE, WHICH T71S. THIS
OTHER WORLD LOOKS NORMAL BUT THINGS SLOWLY STARTTO SLOWLY GET CREEPTER LIKE THE IDEA OF SEWING BUTTONS TN YOUR EYES N ORDER 10 STAY FOREVER.
THE CLTMAX BEGINS WETH CORALTNE LOSING HER REAL PARENTS AND HAVING TO FIGHT HER “OTHER MOTHER INORDRWORTRIEV THEM.
WHAT MAKES THTS STORY UNTQUE TS HOW TT'S PRESENTED AS A KIDS FTLM/BOOK YET T SPARKED CONTROVERSY AS A HORROR FILM- TT TS AIDWHAHHS
SCARLER FOR ADULTS THAN'TT IS KID WITH DEEPER MORE MATURE THEMES WITHIN THE HORROR. THE IDEA OF SEETNG INNOCENT THINGS TURN BAD OR £
(PEMESTHI HORROR ATMOSPHERE AND THE STRANGE CREATURES AND HAPPENTNGS TN THIS OTHER WORLD ONLY ADD TO THAT. T LTKE THE TDEA OHHEHOFPOF
THEME SLOWLY CREEPING UP THR OUGHOUNH NARRATIVE, BUT ALSO BEING LOST WLTHIN ANOTHER WORLD, OR TN MY CASE, A DREAM. T ALSO LIKE HOW THINGS
ETBAD QUICKLY AND ALTHOUGH THERE'S FORESHADOWING, YOU DON' T EXPECT WHAT HAPPENS AND YOU CERTAINLY DON'T EXPECT HOW FAR TT GOES TO CREATE
THIS SENSE OF DESPERATION AND DANGEF
[ALSD LTKE THE STYLE OF THE FILM, WHERE EVERYTHING 15 COLOURFUL, BUT GETS DULLER DEPENDING ON THE MOOD.




ALTCE TN WONDERLAND- (FTLM/BOOK) NARRATIVE TNFLUENCE

EIN WONDERLAND WHEN CONSTDERTNG MY NARRATIVE TDEAS. ALTCE'S ADVENTURES WONDERLAND
OLE AND ENDS UP TN ANOTHER WORD FULL OF STRANGE CREATURES AND PEOPLE AND 175 THE
NMENTS THAT DREW ME T0 THIS STORY. [ LTKE HOW UNTQUE AND STYLTSED THE CHARACTERS ARE AND

AGAIN, THAVE TAKEN TNFLUENCE FROM THE STORY ALIC
FOCUSES AROUND A GIRL WHO FA L5 DOWN A RABBITH
STRANGENESS AND SURREAL (HARAUERS AND ENVIRO
HOW TT CREATES THIS WHOLE DREAM-LIKE WORLD

[HAVE ALSO TAKEN TNFLUENCE FROM T ESE[OND TLM WLTH THE INTRODUCTION OF THE CHARACTER TIME. T WANT CLOCKS AND TIME T0 PLAY A PARTIN

MY NARRATIVE T0 ADD T0 THE GAMEPLAY AND GIVE A SENSE OF URGENCY. THERE TS ALSD THE SCENE WITH THE "EAT ME" CAKE AND “DRINK ME" BOTTLE, WHICH
AFFECTS ALTCE'S STZE- THTS CONCEPT COULD BE USEFUL TN MY NARRATIVE TN ORDER TO TAKE DIFFERENT PATHS AND DIFFERENT DECTSTONS




ARTIST RESEARCH- HELENA ALMEIDA

HELENA AUMELDA TS A PORTUGUESE ARTLST KNOWN FOR HER WORK TN PHOTOGRAPHY, PERFORMANCE ART, BODY ART, PAINTING AND DRAWING. THIS WAS A
ARTIST T LEARNT ABOUT WHEN HER WORK CAUGHT MY EYE AT THE TATE GALLERY. TWAS DRAWN TOWARDS THESE VERY STMPLISTIC, YET EYE-CATCHING AND
EMOTLVE PENCLL S T(H 5. THEY ARE DRAWN WITH PENCLL WLTH THE ODD(U QUR ADDED, BUT FOR THE MOST PART THEY ARE BLACK AND WHLTE.

HER WORK TS COMPLETELY DIFFERENT T0 ANY THAVE RESEARCHED PRIOR STNCE SHE 5 MORE RUDIMENTARY TN HER APPROACH, BUT T THINK THIS 19 TN HER
FAVOUR.

[ LTKE THE TDEA OF USING A MK OF TECHNTQUES WHEN PRODUCING THE ART FOR MY GAME AND T WOULD LIKE TO EXPLORE THTS SKETCHY STYLE.
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ARTISTRESEARCH- JAN PTENKTWSKT

AN PTENKTWSKT 15 A BRITISH-POLT HAFHSTWHO FOCUSES ON TLLUSTRATLON AS WELL AS MOVEAB OOK §. HTS TLLUSTRATIONS TEND TO FOLLOW A
SIMILAR AND DISTINCTLVE STYLE- THE FOREGROUND OF THE IMAGES, IN[ LUDING THHHAPAUEFS HOU ETTES, WHERE THE BACKGROUNDS ARE
\/IBRANTAND XPR[SSW[ [REALLY IKHHIS STYLE AND THE CONTRAST BETWEEN THE FOREGROUND AND A(KGROUND [T 15 UNORTHODOX, CONSIDERING
1S ALWAYS THE BACKGROUND THAT'S DETATLED OPPOSED T0 THE(HARAUR AND BUTLDINGS. [TT5 ALSD AMAZING HOW THE STORY TN THE TMAGES 16 STILL
(ONVEYED VNWNHTHI SIMPLISTLC APPROACH. 1T ADDS AN ATR OF MYSTERY TOO WITH THE FOCUS OF THE USUALLY COLOURFUL SKTES.

HE HAS DONE BOTH TRADTTLONAL AND DIGITAL WORK, BUT AS DEMONSTRATED TN THE TMAGES BELOW, MOST 15 TRADTTIONAL WITH THE USE OF PATNTS AND
WATERCOLOUR TO ACHIEVE EFFECTIVE BACKGROUNDS.

WITH MTiE D‘M EDTA TN MIND, [REALLY LTKE THE STYLE OF THESE BACKGROUND AND ALSO THE TDEA OF MAKTNG CERTATN OBJECT O[K[O[OUR [LIKE
THE IDEA OF EXPERLMENTING WITH HANDPAINTED, PROBABLY WATERCOLOUR BACKGROUND OR CHARACTERS IN ORDER T0 ACHIEVE AN UNU UALS




ARTISTRESEARCH- CARMEN CARDEMIL

CARMEN CARDEMIL TS A CHIL ANI LUSTRATOR WHO USES MLIED MEDTA TN ORDER TO MAKE HER ART. FROM THE TMAGES BELOW THERE TS A FOCUS

ON SURREAL TMAGERY WITH COLLEGE, DRAWING AND PATNTING ALL USED 10 CREATE THESE ODD TMAGES. 1T CREATES UNIQUE TMAGERY BUTLT UP

UPON DIFFERENT, INTERESTING TEXTUKES

HSPE[IA Y LIKE THE IMAGE OF THE SMALL MAMMALS, THIS 1 YLE T WAS ENVISTONTNG WHEN THINKING OF MY GAMENOT FOR Th

WHO E, BUTDE HNN ELY ASPE US [LTKEHOW UNTQUE ANDDI RNNHI WILL MAKE THE GAME LOOK, TT WLLL HAVE A CERTAIN CHILDTSH
SPECT XD N WHLLE STILL LOOKING APPEALING. . :




ARTISTRESEARCH- DAN KRALL

DAN KRALL TS A TLLUSTRATOR ANDANIMATO\ WHO SPECTALTSES TN CHILDREN"S WORK. HE USES A RANGE OF MEDTA FROM DTGITAL T0 PAINT IN
ORDER TO MAKE HTS WORK_ HE HAS A STRONG STYLE CHARACTERTSED BY BOLD COLOURS AND A A(KO{OUW LINES, WHICH ONCE AGAIN ACCENTUATES
THE COLOUR AND CONTRASTS I ALLVISUALLY APPEALING, BRIGHT AND BOLD. TREALLY LIKE THIS STYLE AND THE USE OF COLOUR, TT 1S

SIMILAR TO HOW TENVISAGE MY IMAGERY IN TERMS OF INTTIAL COLOUR AND SURREAL STYLE.



http://www.dankrall.com/

STYLE SHEET- INFLUENCES AND IDEAS

IWANHOUS AMIX MEDIA WITH A CARTOON LIKE STYLE FOR MY GAME, WHICH STEMS FROM THE THEMES
[PLANTO EXP TU THE LEFTTS A TMAGE T CREATED T0 TRY AND EXPERIMENT WITH THIS STYLE AND TRY
10 USt IMAG ESEQUINS AND ORIGAMT TN ORDER T0 CREATE THINGS LTKE MOON AND STARS. THIS
MAKES THE GAM OOKUNIQU EAND VISUALLY APPEALING, WHLCH LS IMPORTANT CONSIDERING THE
[MAGES ARE A HUGE PARTOF THE GAME.

[WILL TRY TO USE MATERTALS AND PAPER TEXTURES TN ORDER T0 MAKE CHARACTERS AND SHOW A M OF
DIGITAL AND HAND DRAWN ART MY GOAL TS TO MAKE THIS GAME LOOK AS UNTQUE AS POSSTBLE WLTH A
MLITURES OF CARTOON ART AND HAND DRAWN MIXED MEDTA. MY INTTIAL TDEA TS T0 MAKE THE
ENVIRONMENTS MIXED-MEDTA BUT THE BASE OF THE CHARACTERS DIGLTAL




LROUP CRT- IDEA FEEDBACK

IN ORDER TO HELP TDEA GENERATION AND TO FURTHER DEVELOP IDEAS, WE FED OUR INTTAL TDEAS BACK TO A SMALL GROUP TN ORDER TO DISCUSS AND CRITICISE EACK OTHER'S CONCEPTS.
BELOW T THE FEEDBACK T 60T AND HOW THTS WILL EFFECT MY CONCEPT

TIMIE- MY RESPONSE
INRERINCETO HECHLD' ESPCTIVE CODDAND BAD IS BLACK AND WA

’ THAVE TAKEN THLS ON BOARD WHEN CONSTDERTNG HOW T NT TH ND
PASTEL THEME AND THEN BRIGHT NEON COLOURS FOR ENEMIES HO\?\‘VEEI\JE?\}A(&SAKESSEENBOAK DTG AU PEE bR
CONSTDERED MATERTALS FOR MTYED MEDTA FOR DIFFERENT CONNOTATIONS- METAL=COLD ETC.

THTS HAS ALSO GTVEN ME A BETTER IDEA OF HOW TO USE MIXED MEDTA 10 MY
ADVANTAGE BY USTNG DLFFERENT TEXTURES TO FURTHER CONVEY MEANING AND

JOACHIM- VDTN

PLAY A DAY AND THEN PLAY DREAM OF SALD DAY

[LTKED THIS TDEA AND T INFLUENCED MY TDEA OF PLAYING FOR A NUMBER OF

SINEAD- NIGHTS

PARENTS AS ANTAGONTST

TACSO LIKED THIS TDEA AND I'M CONSIDERING USTNG THTS IN ONE OF THE
DREAMS
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PROJECT PROPOSAL
EDEXCEL LEVEL 3 BTEC EXTENDED DIPLOMA IN GAME DESIGN

This section to be completed by the Learner

Learner Name: Emily Stringer E:i%;egaw"
Centre Name: Priestley college Centre Number: 40131
Specialist Area: Games design

Signature: Date: 07/03/18

PROJECT PROPOSAL

Section 1

Wandering wonder (working title) is a narrative game with a fantasy theme from the prompt ‘diorama’
which will revolve around dreams. The player will make choices and decisions within the game which
will affect the outcome of the story, changing what the player sees and experiences. There will be
multiple different endings and paths the player can take. There will also be a focus on visuals with
animation and imagery throughout the game. 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. | would like to involve timed events and | will aim to create a playable
narrative with some imagery, animation and sound.

Section 2.

The main influence for my game was the project | completed in the software Twine earlier in the year.
| was intrigued about the capabilities of this style and genre and wanted to further explore and
experiment. | took existing games like the Twine game “With those we love alive’ and the text based
game ‘Alter ego’ as inspiration for my story as they demonstrate how affective this style can be. In
terms of art style | took influence from illustrators like Carmen Cardemil and Jan Pignkiwski who both
have heavy mixed media styles, which is a style I'd like to experiment with.

Section 3.

| will use a variety of software when making my game, all of which | have some experience with. | 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. | will then use After Effects to animate
and Twine to make the game. My initial work will be on a story map, in order to effectively plan out
the narrative. When this is done, the focus will be on the imagery and animations, putting them in
game and testing said game.

Section 4

Throughout my project | will have different ways of evaluating my work. | will partake in peer-
evaluation where | will take on board other people's opinions and criticisms. | will also self-reflect on
my work against my own set targets and expected outcomes. | will complete a time plan for this
project in order to ensure | keep on track with deadlines to reach my targets.




[INAL NARRATIVE IDEA

10U ARE A CHTLD WHO TS AFRATD OF THE DARK (AND SUBSEQUENTLY THE THINGS TN TT) AND YOU PLAY THROUGH MULTLPLE NTGHTS WHERE THE DREAMS

GET DARKER AND THE GOAL 15 10 GET BACK T0 BED. THE WORLD STARTS COLOURFUL ANDG ETS DARKER AS THE NIGHTS PROGRESS.

T REWELL BE MULTLPLE CHOTCES, WHLCH WILL GREATLY AFFECT THE NARRATIVE AND SUBSEQUENTLY THE ENDING. T0 ADD SUSPENSE AND GAMEPL
REWILL ALSO BE A SUBTLE FOCUS ON CLOCKS A

LIFE

MY EXPECTED DUTCOME WILL BE A NARRATIVE HEAVY GAME COMPLEMENTED BY TMAGES, SOUND AND ANTMATION.

THE GAME WILL PLAY LTKE A CHOTCE YOUR OWN STORY BOOK WHERE THE P AY ER WILL MAKE DECTSTONS WHICH WILL AFFECT THE STORY AND
ULTIMATELY THE ENDING.

THE GOAL TS T0 MAKE A NARRATIVE WHLCH 1S TNTERESTING AND THAT THE PLAYER WANTS 10 GO BACK AND REPLAY N ORDER 10 SEE ALL TH
ENDINGS. ATTHE SAME TIME TTNEEDS T BE VISUALLY APPEALING IN ORDER TO ENHANCE GAMEPLAY

ND TIME WILL PLAY A PARTIN HOW THE STORY GOES WHETHER TT B IN DREAM SEQUENCES ORINREA



[IME PLAN

HERE TS A COPY OF MY TIMEPLAN. THAVE GIVEN MYSELF TWO WEEKS T0 DO MOST TASKS, BUT WLTH THE TIME
START SOME
PROJECT. HERE THE DARKER RED ARE DEADLINES T'VE ADDED, WHILST THE LTGHTER RED ARE SET DEADLINES.

Game Design FMP Planner

ASPECTS, THIS TS LTKELY TO CHANGE AS T GRASP HOW LONG EACH TASK WILL TAKE AND HOW MUCH TIME IWANHO GIVE MYSEL
t

ETHAVE LEFT, THIS TS LIKELY (JOIN(J T0 BE FLEXTBLE AND AS T
RELATLON TO THEREST OF THE
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IDEA DEVELOPMENT
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THESE ARE TDEAS T NOTED DOWN WHEN [ WAS DOING MY STORY MAP. THEY ARE ELEMENTTS OR NARRATLVE TDEAS TWANT T0 INCORPORATE IN THE ART OR STORY.

RATN- ANTMATION- PINK]

(OLOURFUL PLNWHEELS KIDS- PORTRAYED AS LITTLE SCATTERING SHEEP

MOUNTATNS OF DIFFERENT PAPER TEKTURES DARK INFECTING EVERYTHING, YOUR FRIEND- TURNING DULL
TISSUE PAPER SUN AND LTFELESS

DLFFERENT CLOCK FACES- SUBTLE REFERENCES TO TIME THROUGHOUT NOT QUECK ENOUGH- TIME AND DARKNESS WIN

CALENDARS! Jou DIF

CORALINE-T00 600D T0 BE TRUE THINGS YOU RECOGNISE AS YOUR OWN- TN YOUR RDOM
ORTGAML RABBLT- CHARACTER (FRIEND?) GLITTER- ANIMATED?

SPACEMAN SAM YOU HAVETO STAY TN YOUR FRZENDS GDOD BOOKS- TO0 MANY
(OTTON WOOL CLOUDS MISTAKES AND THEY WILL ABANDON YOU- THEMES OF
CELLOPHANE (RAZNBOW) ANDONM NI METAPHORTCALLY TO REPRESENT THE CHILD'S
A5 GAME PROGRESS EVERYTHING GETS DARKER LTFE. THESE FEELTNGS THEY KNOW BUT CAN'T EXPLAIN-
PLACES WHERE Y0U CAN WAKE UP AND CHECK YOUR RDOM 10 GET DLFFERENT ENDINGS,  yupyt WHJNOMN[ JINNOCENCE

CHANGE DREAM LOCATION PET MOUSE R FLSH

ENEMTES- THE DARK TTSELF ELECTRIC FLSH




rEEDBACK-

TATN GOODYEAR- 12/03/18

POINTS MADE-

“STARTTO THINK ABOUT WHAT CHARACTER ANTMATIONS WILL FEATURE TN FINAL GAME”

[ NEED TO CONSTDER WHAT THE ANTMATLONS ARE GOING TO BE, THE SOFTWARE ADDBE ANIMATE WAS RECOMMENDED S0 T PLAN T0 TAKE A LODK AT THAT
SINCE LHAVE ACCESS T0 1T ATHOME T00.

“STARTTO REVIEW PROTECT TIME PLAN PROGRESS EVERY TWO WEEKS”

[ AM GOTNG TO RECONSTDER MY PLAN NOW THAVE MY NARRATIVE FIGURED OUT

“FOR NEXT FOLDER CHECK- MORE NARRATLVE AND VISUAL DEVELOPMENT”

VTSUAL AND NARRATIVE DEVELOPMENT ARE THE TWO THINGS I'M FOCUSING ON FOR THE NEXT TWO WEEKS- TWANT 10 HAVE MY STORY MAP, INTTTAL
DESTGNS AND A DECENT START ON THE TWINE FOR NEXT WEEK

MATTHEW WILSON- 12/03/11

POINTS MADE-

LOOK AT TIMED ELEMENTS AND MECHANTCS AND HOW TO TMPLEMENT THESE

[PLAN TO FXPERTMENT AND TEST THESE TDEAS BEFORE CODING THEM OR APPLYING THEM TO THE NARRATIVE.




[IME PLAN

AFTER LOOKING THROUGH MY PROTECT, TDECTDED TO READJUST MY TIME PLAN. T HAVE GIVEN MYSELF MORE TIMETO 10 DO THE ART ASPECT OF THE PROTECT, ALSO ALLOWING

[TT0 OVERLAP

Game Design FMP Planner
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SIAD YOUR GROUND

THTS T5 THE INTTLAL STORY MAP L CAME UP WITH- 17 DOESN'T REACH AN END, BUT TT GIVES AN OVERVIEW OF MY STORY AND SOMETHING T0 START WITH. TWELL FINTSH MY STORY TN TWINE WHEN
['M FAMILTAR WLTH THE MACROS AND MECKANTCS T'M USTNG, L ALSO FIND TT EASTER TO WORK THIS WAY AND THINK THAT MY NARRATIVE WILL HAVE A BETTER ENDING TF TPLAN T AST GO
INSTEAD OF DEFINING T EARLY ON AND GETTING STUCK.
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ATTHE BOTTOM OF MY STORY MA I

THEY CAME TO ME. THESE
STORY MAP.

STORY MAP (CONTINUED

ESEWILLBE

WROTE DOWN NOTES AND IDEAS AS
D PASTWHERE T LEFT OFF ON MY

AFTER SHEEP- THIVGS SHART 10 GET DARKER- YOU (AT WAkt

UP UNLESS YOU HAVE THE OBYECT)- GIVES YOU AN
ADVANTAGL- BUT NOT ALL THAC 11 SEEMS
UKE SHARKS- THE DARK. 15 ATTTRACTED 10 800D
Of NO (RRTH)

PART WHEN YOU GO BACK. BUT YOURE
NOT REALLY- T WORT- THE DARKMES
GEIS YOU NO MOON- YOU'RE ONIY

VUNRABLE A HOME

YOU DONT HNE IME
REPEATED TOMARDS Tt EAD

[T GETS DARK AFIER THE SYEEP- YOU NEED 10 GET GIVE THE MOON GUITER
AND SEOUINS IN ORDER 10 KEEP HER WAPPY — MOON AND SRRS
OR THE DARK WL (OME

YOU (OUD WRKE UP AND TIND THEM IF YU WiVE ALCESS 10 YOUR ROOM-
BUT YOURE VULNRABIE AT HOME AND WNE (ESS TIME
IF NOT HOW ARE YOU GOING 10 GET THEM? SET YOURSELF UP 10 AIL. OR
HVE YU
MIABE SOME (CNERT WA, IF YOURE TAST ENOUGH 10 TIND. THEM- IMEORIANT
(IMED ELEMENT ~ YOU WNE 10 KILL SOMETHING IN' CRDER 10 GEF THE
GUTTER. BUT THIS WAS IMPUCATIONS BOTH MORAL D NARRATIVE WISk
OR THE TIMED ELEMENT (AN BE TRYING 10 SIOP K€ DARK YOU HNE AN
UNRNOWN [IME OR 17 Wil GEL YOU
SCREEN GETS, SIOWLY DARKER: WITH EACH NEW IMAGE - YOURE NOT 101D
YOURE BEING TIMED BUT THE SCREEN (HANGES, MAYBE |

) ¢
=

REND 100 WHAT DO WE DO WHEN 1T GETS DARK?
SUBILE DARKNESS, BUT FEEUNGS OF DREAD AND DARK § HOPE THAT THE MOON 1IN GOOD MOOD?

J&X]

“OUDOVT WML TME YOU MED 0 GET GUTTR Ok SEOUNS 10 UGH P T
K. OIWERVEE T GEFS DARKER AND DARKER IND DARK
DIVOURS R FREND N  FEEONG RRENEY



TWINE

[ THEN STARTED EXPERTMENTING WITH TWINE. 1
DECIDED 70 STICK WLTH SUGARCUBE 2 WHEN CODING
SINCE THIS T THE VERSTON THAVE USED BEFORE AND
THUS ARE MORE CONFIDENTIN.
BEFORE STARTING MY ACTUAL PROJECT, T DECIDED T0
FIRSTLOOK AT SOME TUTORTALS AND PLAY AROUND
INO DER T0 SEEWHAT TCOULD DO.
TWANTED T0 FOCUS ON TEMED EVENTS AND HOW T0
USE A TIMER TO AFFECT OUTCOMES. T ALSD WANTED
T0 USE SHOW/REVEALTO ADD SUSPENSE WHEN
READING THE TEXT.

[F P2 (100%) - Twine 142
File Edt View Story Buld Help

®aaqa

TUSED THE STYLE SHEET FROM MY LAST PROJECT AS A
BASE S0 TCOULD THEN TEST MY MECKANTCS.

L THEN DOWNLOADED CUSTOM MACROS FOR
SUGARCUBE TN ORDER TO ADD DIFFERENT ELEMENTS
10 MY GAME



MACRO LXPERIMENTATION

ITWITH DIFFERENT MACROS THAT T DOWNLOADED

\ EREWA)A&M WHLCH TIMES THE PLAYER AND THEN CAN
Bt DISPLA\"ED HKHN THE TMAGE. THTS TIMES THE PLAYER THROUGHOUT THE WHOLE
GAME.

—

I 2 - Twine

Passage Edit

Title 3

Tags (separate with spaces)

ur bedroom
like your bedroom.
like the stars on the ceiling that fight the dark.
like the posters and the toys and the lights.

u‘re tired.

HeHN < << <<
I 5§ o850
g2ee

F
™o

sky

<<playtime

the close
You're door

your [[eyes|Sle

>

ep]]

looks [[pretty|Window]] though
t [[open|Closet]]
is still open, you cou

1d go get [[mum

| stairs

11




MACRO LXPE

IMENTATION

HERE TUSED THE TIMED MACRD TN

ORDER T0 ACHIEVE THE TIMES

HEMNHWA NTED IN MY GAME.

HERE T 15 USED T0 LTST OBJECTS,

APPEARING ON SCREEN ONE

SECOND AFTER THE LAST.
® Drawer - Twine Lol 0. 3
Tags (separate with spaces)

<<timed 1ls tBn>>Felt Tips<</timed>>

<<timed 2s t8n>>Glitter<</timed>>

<<timed 3s tBn>>Pencils<</timed>>

<<timed 4s t8n>>Colourful paper<</timed>>
<<timed 55 t8n>>Back to[[Bed|3 1]]<</timed>>

AFTER STRUGGLING T0 GET T
T0 WORK WITH VARTABLES, 1
THLS MACRO AS A TIMED EVEN

GET TS0 THE PLAYER HAS A CERTAIN AMOUNT OF
TIME T0 MAKE A DECTSTON BEFORE BEING FORCED
ONTO ANOTHER PASSAGE. T PLAN TO USE THIS T0
GIVE A SENSE OF URGENCY AND ADD T0 THE
GAMEPLAY .

E PREVIOUS MACRO
HEN DECIDED T0 TRY
NT. I MANAGED T0

I
THE

Passage Edit
Title testq

Tags (separate with spaces)

<timed 10@s>><<goto "Stairs">><</timed>.




MACRO CXPERIMENTATION

LTNE APPEND TS ANOTHER MACRO THAVENT USED BEFORE. TT ENCOURAGES THE PLAYER TO READ THE TEXT AS THEY NEED TO CLTCK EAC LTNE BEFORE THE
NEXTWILL APPEAR. HERE L HAVE TESTED 1T WITH A CONVERSATLON, WHERE TTWOULD ACT AS TF THE PLAYER 1§ ANSWERING.

5 Twine [E=NEE

Passage Edit
Title 5

Tags (separate with spaces)

<<linkappend "<q>Hello, friend</q>" tB8n>>

You look to the chemically green grass, where you stand
barefoot. The voice, overaly giddy came from what you could
only describe as a paper mouse.

<<linkappend "<q>Hello?</q>" t8n>>

<<linkappend "<g>You don't remember me, do you?</q>" t8n>>
<<linkappend "<q>No?</q>" tBn>»>

<q>"You made me once, I live in your drawer with batterys,
bobbles and But you can't stand here forever, [[felt tip pens
|6]11. They call me think of a rad name"</q>
\<</linkappend>>

\<</linkappend>>

\<</linkappend>>

\<</linkappend>>




STYLE EAPERIMENTATION

EHHA\/EST\AF D TO EXPERTMENT IN PHOTOSHOP WLTH USTNG DIFFERENT TEXTURES FOR MY STYLE. ALL OF THESE PLECES WERE MADE USING PHOTOSHOP AND
§ TFOUND ON TN TNTERNET.

SATURN

JUPITER

NEPTUNE

URANUS



P FMP (30%) - Twine 1.4.2

I File Edit View Story Build Help

THTS 15 THE INTTTAL, ROUGH TWINE QUTLINE T MADE TO TEST MY MACROS.
THERE'S A COUPLE OF PASSAGES SEPARATED FOR THLS PURPOSE.

THEREST CONTAINS ROUGH DRAFTS OF THE BEGTNNING OF MY NARRATIVE, TN
ORDER T0 SEE WHAT WORKS AND WHAT DOESN'T.

[WLLL USE THIS AS A TEMPLATE AND CREATE MY FINAL PTECE OFF OF 11




- TIME PLAN REVIEW WEEK THREE

{OR WEEK THREE, THAVE EXTENDED THE PERTOD OF MY TWINE DEVELOPMENT STNCE T THINK [ NEED MORE TIME ON TT. THAVE STARTED ALL TASKS THAT I NEED TOD AND FEEL
LIKE T AM ON TRACK.
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TWINE

HERE THAVE BEGUN TO FORMAT MY DRAFT PASSAGES. I'M MOSTLY ADDING LINK
APPENDS SO THAT THE PLAYER HAS TO CLLCK TO MOVE ON TO THE NEKT SENTENCES,
WHICH TRLES TO MIMLC A CONVERSATION.

[HAVEALSO STARTED TO PLAY AROUND WITH FORMATTING AND BACKGROUNDS

Passage  Edit

Title 6

Tags (separate with spaces)

"This is the world inside your head.”

"The world inside my head?" You echo, unsure as to what that
meant.

They ignored you.

"It's pretty though, much better then that drawer, I'll show
you around.”

"Oh, [[OK|Trust]]"
"I'm not too sure I [[want|Notrust]]to."

<<set $happy to @>>

Passage Edit

Title 6

Tags (separate with spaces)

<<linkappend "<q>This is the world inside your head.</q>" t8n>>
<<linkappend "<q>The world inside my head?</q> You echo,
unsure as to what that meant." t8n>>

They ignored you.

<<linkappend "<q>It's pretty though, much better then that
drawer, I'll show you around.</g>" t8n>>

<q>"0h, [[OK|Trust]]"

“I'm not too sure I [[want|Notrust]] to."</g>
\<</linkappend>>

\<</linkappend>>

\<</linkappend>>

<<set $happy to @>>




_ | IWINE

ONE OF THE DEFLNITLVE FEATURES OF MY GAME WAS THE PRESENCE OF THE
DARKNESS. TWANTED T0 MAKE THE BACKGROUND CHANGE TOWARDS THE END S0
THATEVERYTHING GETS DARKER.

[ DID THTS BY USING REMOVECLASS AND ADDCLASS BY DEFINTNG THE
BACKGROUND COLOUR TN THE STYLE SHEET AND THEN REFERENCING LT IN EACH
PASSAGE.

[USED PHOTOSHOP T0 PICK THE COLOURS AND THEN COPTED THE CODE TNTO THE
STYLE SHEET T0 ENSURE PERFECT COLOUR. [WLLL THEN USE THESE COLOURS TO ENSURE
THAT THE TMAGES CORRESPOND 10 THE BACKGROUND. BELOW TS PART OF THE STYLE
SHEET AND AN EXAMPLE OF THIS IN A PASSAGE.

Passage Bt

[img[BEDROOMsmaller. png]]

Close your [[eyes|Sleepanimation]] you need to get back.
The sky looks [[pretty|Windew 1]] though ]
Is the closet [[open|Closet 1]]
You're door is still open, you could go get [[mum|Stairs 1]] Tt S iy f




TWINE

WHEN TESTING MY GAME L WAS USTNG THE BACK BUTTONS TN THE STDEBAR,

Untitled Story LM
REALLED TATTHIS WAS WESSNG U HECOLDR BCKGROUND (LSS | R
[N ORDER TO KEEP THTS COHERENT AND ALSO TO MAKE SURE THE GAME IS Anonymeots
PLAYED PROPERLY, T DECIDED TO REMOVE THE SIDEBAR . BSAVES
BUT THTS MEANT THERE WAS NO RESTART BWON AND THIS BROUGHT WITH ORESTART
TT MORE PROBLEMS WTTH THE FORMAT OF THE GAME.
[ THEN FOUND THIS CODE [O NFIG. HI \0\ (Of NTROLS - FALSE; WHICH WHEN
PLACED IN THE STORY'S JAVASCRIPT, REMOVES THESE ELEMENTS.

Watch @ Add

Views @ Tum



TWINE- MECHANICS

T0 MAKE MY GAME MORE TNTERESTING THAN JUST A NARRATLVE, AND
AFTER LOOKING AT AND EXPERTMENTING WITH THE DIFFERENT MACROS, T
DECIDED TO ADD TWO MATN MECHANTCS.

FROM THE START TWANTED T0 ADD TIMED EVENTS, AND THE FIRST
INVOLVES A TIMED OPTION. IF THE PLAYER WATTS FOR THE 4 SECONDS, THEY
GET ANOTHER, BETTER OPTION. THIS 1S WHERE PAYING ATTENTION TO THE
STORY COMES INTO PLAY, AND ALSO REPLAY-ABTLITY. NEAR THE START OF THE
STORY THE PLAYER IS GIVEN AN ANALOGY WHLCH TELLS THEM THAT
SOMETIMES WATTING GIVES YOU THE BETTER OPTLON.

Title Battle

Tags (separate with spaces)

You find a lone sheep munching on a candy cane bush.
It lifts it's head as you approach.
Hurry. |

[[Fight|Fight]]
[[Back away|Back]]

<<timed 5s>><<goto "Bad"»>><</timed>>

<<removec lass " html" "blue8">><<addclass "html" "blue9">>

| [ Passage Edit

Title Actionl

Tags (separate with spaces)

1| What will you kill?
[[Sheep|Sheep]]
[[I- I don't know|option 2]]

<<timed 4s t8n>>[[Nothing|Nothing]]<</timed>>

<<removeclass "html" "blue6">><<addclass "html" "blue?":ﬂ

THE SECOND ALSD LODKS AT TIME. THIS TIME TT'S TN A BATTLE STTUATION.
[F THE PLAYER TAKES TOD LONG 10 DECIDE ON AN ACTION, THEY ARE FORCED
ONTO ANOTHER PASSAGE, WHTCH THEN ENDS THE GAME. L USED THIS T0
SIMULATE A REAL FIGHT, BUT ALSO ADD SOME UNCERTAINTY T0 THE GAME,
AND ALSO REPLAY-ABLLLTY.

[N THE AFOREMENTIONED ANALOGY, THE PLAYER TS ALSO TOLD THAT TF THEY
WATTT00 LONG, THEY MAY ALSO FAIL.

[TGLVES THE STORY A TRIAL AND ERROR ELEMENT AS WELL, MAKING THE
STORY MORE APPEALING.



TWINE- VARTABLES

<<linkappand "<q>This dis the world inside your hesd.</q> It

ropped off the mushrooe” tEnis

unn»cnd «q»The world in u wnu <far

¢ what that meant.
Th-y m red you

| cclinkappand “cqsTt's pratty though, much better then that
drawer, I'11 show you arcand,</qs" tins>

| You agree, it is pretty, but everything seesed a little flat.
| 2D perhaps. Something you'd make at school with felt tip pens
and pipecloaners, it was all familiar after
| yet tnviting and tnuic w with bright blue skies and

chemically green grass

45270, [[0KITruse]"

sure 1 [[want|Notrust]] to."s/q>

~, ,.ru i ppmu
\ee /Linkappands
| \“mnu.mnn

Taga (separste with space)

all. Odd, strange

“Somstines 1 Tike © oylr‘ l wy victims, you have been quite
enjoyable.” Peri’s MWI "Bt your fear
lmunymn ll!-am.nl ﬁ.nlm ne use For
¥ou P

You panic.
The darkness gets thicker and thicker.

dsited("Right™)rs
u l Ated("Sheaphurt” o>
'w "v w uun the watch, but your hand, IT's bleeding, you
he buttons,
[!“ WEM lbnll

<<<<<

<if visited("Shae n«u}
\’ou §et to the watch in time, 1t"

3 screen cracking s you fall
[[um ml:mwl]

<<if Swatch eq 85>

You have no where To run, you can't Fight the[[dark|Badending2]]
coandifas

weremeveclsss “htsl® "BluelS"iicisddelass “html™ “bluel6™sx

THROUGHOUT MY TWINE I VE US
TN ORDER 70 SET DIFFERENT STORY PATHS. THIS
FROM THE START WHEN PERT TS

IS AN EXAMPLE

ED VARTABLES

IA KING 10 THE PLAYER. IF THE PLAYER

NSWERS WRONGLY THREE TIMES THEY CANNOT

PI(K UP THE WATCH.

HERE 15 ANOTHER EXAMPLE OF ONE OF THE
(OMPLICATED TF STATEMENTS FROM MY
ENDING. T COMBINES TF VISTTED AND
NORMALT
THERIGHT ENDING.

MORE

FSTATEMENTS TN ORDER 10 PICK

"What's that?" Peri notices you've stopped, backtracking to you

<if $happy eq 3>> "We don't like thieves, You can't have
that Give it [[Back|Wrong]]™ It grab t violently with it's
tail, throwing it into the back into the bubble gum lake
<<else>> "What does that do? Who left that there?" Peri Bsks.

"I think it's a watch, a digital watch, but the display is all
fuzzy.” You reply,[[fi dd11ng|R ght]] with the buttons.
<<endif>>




'\Tﬁfh

FOR THE PLAYERS GUDING CHARACTER 1 CHOSE A MOUSE

I Q <D< 1 6V 10 MAKE B MOSE (00K FRENDIY D GENTE-

><b> N ORDER 10 GIVE THE INTTIAL CALMNESS THAT THE. NARRATIVE
&& ASKS FOR. 1T ALSO MAKES THE PLAYER ESS WEARY AND
<7 §é7' N i@

MORE TRUSTING TOWRRDS THIS CHARACTER AS MICE ARE

PERCENED 5 SML AND TIHID ) CIRANY NOT
RAT AL

| WANTED 10 KEEP HIM SMPLE WITH BASIC ROUNDED SHAPES

10 SHOW HE 15 A FRIEND

R




INTTIAL DESTGNS- PERT

- [ ] - °

I HERE | HAVE EXPERIMENTED WITH DIFFERENT
S (OIOURS AND TEXTURES  FOR The. RAT
X CHARACTER.
HE WILL ACT AS THE PLANERS GUIDE AND
FREND THUS 1S AN IMPORTANT PART OF THE

NARRATIVE
-3 1S DESIGN 15 BASED ON THE IDEA THAT THE

X (HID HAS MADE 1M BY CUTTING OUT SHAPES



[INAL DESTGN- PER]

[HEFIRST 10 TELL THEM ABOUT THE DARKNESS.

PERL INVTIALY APPLARS. FRIENDLY, DEPENDING ON' HOW THE PLAYER
DECIDES 10 ACT TOWRRDS HIM, BUT THIS MOUSE HAS: UTERIOR: MOMVES
1S POSSESSED BY SOMETHING THAT FEEDS OFF NEGATIVE EMOTION,
PRIMARILY FEAR AND' GUIC- THESE ARE GAINED: THROUGH EXPLOMING
THE PLAYERS FEAR OF THE DARK AS WELL AS GEITING THEM 10 KIL

SOMETHING.

I1S GUISE AS A-MOUSE 1S PURPOSEFUL AS 1T APPEARS SMALL AND

) WEAK. A MOUSE 1S AN ANIMAL ASOCATED WITH WEAKNESS AFTER AL
PRI, OR PERIWINKLE 15 YOUR MOUSE COMPANION. YOU THIS 15 AN ATTEMPT 10 GET THE PUAYER 10 TRUST 1T AND (81 1T INFUCT
PROBABLY MADE 1T ONCE IN' SCHOOL, PROBABLY SOMETHING THESE: EMOTIONS 1T 15 ALSO: RESPONSIBE FOR THE DARK SINCE [T (AN

1000 WITk HICKORY DICKORY DOCK. MANIPULATE TE: DREAM. WORD 10115 LKING
IT TAKES THE FORM OF AN ORGIAMI MOUSE WITH A MACIOUS: AND EVIL UTIE MOUSE.

PIPECLEANER FOR A TAIL

P A R‘ 1115 THE FIRST THING THAT THE PLAYER MEETS WITHIN THE DREAM, AND
-




STGN- SHEEE
i




| INTTIAL DESTGN- Moo




L6N- Moo
HE MOON

THE MO '|" S 0 HOPPY CHARAC
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ENVIRONMENTAL ASSETS

i
MAKE MYARTWORKINTERESHNG WLTH THE THEME OF A CHILDREN
ORDER TO MAKE ASSETS LLKE TREES TN THE DREAM WORLD. HERE THA
0
(l

TOGETHER T0 MAKE CLOUDS AND BUSHES.

WITH THE HEAVY MLIED-MEDTA ELEMENT, TWANTED T0 EIPERTME NTWNHDH ERENT TEKTURES AND OBJECTS IN ORDER T0
DR AM [ DECIDED TO USEKTD'S (RAHSN[MS IN

ENTED TAKING PICTURES OF P1
HAVE MANTPUL M DAND THEN T TOOK THEM INTO PHOTOSHOP IN ORD[R LACE THEM INTO A MOCK ENVIR UNM NT. 1

ESPECTALLY LTKE THE SWIRLS [ MADE BY TWISTING TWO PIPE EANERSBHURERUHINGINTUASNAHSHAENHE



INVIRONMENTAL DEVELOPMENT

MY TNTTIAL DEA WAS ALWAYS TO USE DIFFERENT PAPER TEXTURES AS MOUNTAINS TN THE BACKGROUND, BUT L
DECIDED LATER ON THAT THTS MADE THE WHOLE SCENE T00 BUST AND SCRAPPED TT. T WANTED TO KEEP TT SIMPLE
AND ONLY HAVE TMPORT THINGS ON SCREEN- CONSIDERING 115 A DREAM. T ALSO INTTIALLY USED THE PTPE
(LEANERS AS CLOUDS BUT THEN DECLDED THAT THEY LOOKED BETTER AS TREE, LT ALSO HELP KEEP THE CLOUDS IN

BUT THTS 1S SOMETHING [ WELL DO ONLY TF THAVE TIME..

THE MODN SCENES CONSISTENT. TORTGINALLY WANTED CLOUDS TN ALL THE SCENES, LTKE THE MOON'S CLOUDS,

s
¢




ENVIRONMENTAL ASSETS

HERE S THE SHEEP AND THE STEEL WOOL
PLCTURE LTOOK TO USE AS 115 WOOL

THESE ARE THE TMAGES [ MADE 10 EXPERTMENT WLTH PERL’S COLOURTNG.

mm LADYBIRD | MADE OUT OF
IMAGES OF FLTAND FQUINS

[ THEN EXPERTMENTED WITH MAKING TTEMS TN PHOTOSHOP. HERE T @
MADE A COLLECTLON OF POPPIES, WHLCH [ PUT TOGETHER THROUGH

(OLOURED SHAPES AS TF THEY'RE COLOURED PAPER. T ALSO ADDED A DROP
SHADOW TO MAKE T LODK MORE REALLSTLC




IMAGE PLAN

EDROOM IMAGE
Sw - QUTSIDE Bt
WINDOW- WINDOW
CLOSET- CLOSE UP OF WARDROBE
SLEEP- SURREAL ANTMATION
k- OVERVIEW OF ENVIRONMENT- DAYTIME
5- PERT- DAYTIME
TRUST- ENVIRONMENT W/ DESCRIPTION
TRUST 2- ENVIRONME NIW/MMAHO
TRUST 3- PERT AREAD (1)

BLUE- BACKGROUND CHANGES

COLOUR- BACKGROUND CHANGES (NEEDS ANECDOTAL STORYIIININ)
SORRY-NO? mumusw TEAT NEEDED

J- SKY GETS SLIGHTLY DARKER

I- SPARK[[ TN BUSH!

TAKE- WATCH FACE- FLICKERING (DIGLTAL SCREEN ANTMATION)
31- BEDROOM AGAIN

CLOSET 1- CLOSET AGATN

DRAWER- INSIDE OF DRAWER CLOSE UP

WINDOW- SAME TMAGE ONLY THE STARS ARE FAINTER

EDROOM- TV FLLCKER ANIMATION

STATRS 1- THE SAME BUT WLTHOUT THE ANIMAUUN,[A ENDAR ON WALL

SHEEP 1- TOPTARY. PIPE CLEANERS ANIMATION RUSTLING

SHEEP 1- TOPLARY, PLPE CLEANERS ANTMATION RUSTLING
SHEEP J- SHEEP FROLLCKING ANTMATION
SHEEPHURT- TOU(HING THE SHEEP!
SHEEP G00D- STILL FROLTCKING ANTMATION
CARRYON- SKY GETTING DARKER
FOLLOW- DARKER
FLY- LADYBIRD

SEQUINS- SEQUINS TN HANDS

SEQUIN MOON- Moo
SEQUIN MOON- MOON- THESE NEED AN ENDING
BATTLE- SHEEP TN BUSH

BAD -

BACK- LOLLTPOP TREE
HGHT‘SH[[

BACK 1- SEQUIN BLOOD

MOON- MOON FLOATING ANTMATION
MOON 2- BLO0D
DARK BATTLE- DARK
FINAL BAD-
FINALHOME AND 75 CHTLDREN- COPTES WITH LITTLE DIFFERENCE
31~ HOME AGATN — ALL THE HOME ELEMENTS
AFTERGLOW- CETLING AND STARS
AFTERGLOW - SLEEP ANTMATION
DARKEND
FINTSH AL RED ENDINGS WITH FORMATTING- MONDAY




3

HERE T STARTED T0 ROUGHLY SKETCH OUT THE TMAGES TWOULD NEED AND THELR ANTMATLONS LN BLUE.
-‘O R\{ B O A R D S SOME WILL B REUSED OR TWEAKED SLIGHTLY THUS ARE NOT INCLUDED AND OTHERS WERE ADDED LATER
ON
Sl
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SOME OF THE ENDINGS ARE JUST ALTERED TMAGES OF THE BEDROOM, SO THESE ARE NOT PLCTURED



INTTIAL DESTGN

THIS ISAROUCHSKH[HN H0
ENVISAGE THE BEDROOM BEING.
WHAUASABAS FOR THE PLA
TH T BAVE DIAEAENT OPTIONS 10 100K
ATHERE H OUT[OMESO WHICH WILL
[HANC HROULHOUT THE GAME.
FOR EXAMPLE, THE PLAYER WON'T BE ABLE
1060 DOWNSTAIRS WHEN THEY START
THE GAME, BUT WHEN THEY PAST A
CERTAIN POINT THEY CAN AND T WLLL
INITIATE A DIFFERENT ENDING.

[
i

W1
THIS
{th,
ONSTO0
E

§1
il




TEXWRES

THIS 16 THE FIRST TMAGE T CREATED FROM MY GAME. THROUGH MY RESEARCH T HAD DECIDED T0 GO WITH A STRONG MIXED-MEDTA ELEMENT AND WANTED T0
EIPERIME V\ ﬁJNH [MAGE SIHADMK EN. TUSED PHOTOSHOP TN ORDER T0 MANTPULATE THESE TMAGES AND MAKE THEM FLT THE ROUGH SKETCH THAD ALREADY
DONE. T LTKE THE WAY THTS TURNED OUT AND WELL BE USTNG STMILAR METHODS FOR ALL MY TMAGES

AND THEN THTS
PHOTO OF A
DOOR LT OOK

LUSED A PHOTOGRAPH OF
THESIDE OF MY SHELF
FOR AROUGH WOOD
TERTURE USED ON THE
WARDROBE AND
RAWERS- T THEN
\ECOLOURED TTAND
SED LT FOR THE BED
R

(T L

HERE LUSED A ZOOMED IN VERSTON OF THTS PROTO OF A CARPET, WHICH T CHANGED ::[ BD

[ THIS T5 A PHOTO OF A BEDS
THE COLOUR OF FOR ALL THE CARPETS TN THE HOUSE |

T00KAND WARPED INTO



EUSED FOR ALL VERSTONS WLTH

=~

THESE WILL BE

HE GAME

T

HE BEDROOM SCENES,

f—

I

SLIGHT DIFFERENCES DEPENDING ON VARTABLES IN

THESE ARE THE BASTC TMAGES FO

BEDROOM SCENES




DRAWER VARTATION

HERE ARE THE VARTATLONS OF MY DRAWER. THE ONE ABOVE 1§ THE FIRST
THE BEDROOM THEY CAN SEE THE DRAWER, WHICH HOLDS THE GLLTTER TH
PAY ATTENTION TO EVERYTHING IN ORDER TO GET THE GOOD ENDING. ¢
[N THE PENS AND THE 6L MEF TUB TN ORDER T0 COLLATE THE OBJECTS 1

VERSTON. WHEN THE PLAYER TS EXPLORTNG
\[ (T THE ENDING. THEY NEED 10
it S MEPFIMA\X SOURCE IMAGES,
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HERE THAVE EXTENDED MY ART AND ANTMATLON DEADLTNES STNCE THTS TT WHAT T AM GOING T0 BE FOCUSTNG ON FOR THE REST OF THE PROJECT




GROUP CRIT TWO
I=a
GRADIENT BACKGROUND
[ LIKED THIS IDEA AND WAS THINKING ALONG THE LINES OF SOMETHING STMILAR. TWILL CHANGE FROM THE BLOCK COLOUR 10 A GRADIENT IMAGE THAT CHANGES

DEPENDING ON WHERE YOU ARE 'y
VDTCE- NONSENSE, BUT THE PLAYER CAN UNDERSTAND SOMEHOW
[ LTKED THTS TDEA AND TF THAD TIME L WOULD TMPLEMENT 11

AMBTENT SOUND- MUSTCAL BO- GETS MORE DISTORTED AS T GET DARKER

[WANTED 70 ADD AMBIENT NOTSE FROM THE START AND T REALLY LTKE THIS TDEA, ESPECTALLY WITH THE CORRESPONDENCE T0 THE DARK. IF T HAVE TIME TWILL LOOK
INTO DOING THIS

SOUND EFFECT FOR SLEEP ANTMATION- SOUNDS THATDON' T HAVE T0 MAKE SENSE CONSIDERTNG TT°S A DREAM

AGATN, THIS 15 SOMETHING [ CONSTDERED AT THE START OF THIS PROTECT AND I THINKIWI TRY T0 ADD SOUND EFFECTS- LIKE SLEEPING AND MAYBE A HEARTBEAT
ATTHEEND

STAR TWINKLE ANTMATION

THTS WAS TN REFERENCE TO THE WINDOW TMAGE AND T WAS TN THE PROCESS OF TMPLEMENTING THIS




TWN ENDIS

Psslg Edit

:jwmw S © BEREIFYOU DON'T MANAGE TO GET OUT, BUT DON'T KTLL ANYTHING THE
S A MOON RETURNS AT THE ENDING, LETTING THE PLAYER RESTART.
SR —— THIS CODE RESTARTS THE GAME BUT FROM A PASSAGE WHLCH CREATES ThE

ILLUSTON OF A NEVER ENDING CYCLE. BUT THE RESTART CODE RESETS ALL THE
VARTABLES AND CLASSES.




ANIMATION- STARS
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ANIMAHON SLEE

HE OTHER ANTMATION T NEEDED WAS THE ONE THAT TOOK THE PLAYER FROM ONE WORLD
TO THE OTHER, REPRESEWNHAHINGAS PAND WAKING UP. THIS ANTMATION WILL
BE REUSED, MAKING LT ONE OF THE MOST IMPORTANT IN GAME.

[STARTED BY USTNG THE TURBULENT NOTSE, WHLCH [ LEARNT ABOUT WHEN LODKING AT
HOW TO MAKE THE STARS TWINKLE. [ MESSED AROUND WLTH THIS EFFECT ON DLFFERENT
S0LL S MAKING THEM DIFFERENT COLOURS AND CHANGING HOW THE NOTSE APPEARED.
[SETTLED FOR SWIRLY AS TT LOOKED BEST AND MIMLCKED BLURRY EYES. T MADE THE T0P
MHE PU”PLEANDADDEDAGLOWF ER S0 TTWAS STRONGER, THE ADDED TWO SOLIDS,
ABLACK AND A WHLTE, WHICH THROUGH TIME STAMPS WILL FADE IN AND OUT IN
REPRESENT GOING TO SLEEP, FROM DARK TO BRIGHT WHITE. I TMPORTED THE VIDEO FILE
10 PHOTOSHOP AND EXPORTED TT AS A GIF.

t
L

[ THEN HAD TO FTGURE OUT HOW 10 PUT THIS TN MY TWINE. TSTARTED Y
PUTTING TTIN AS AN TMAGE, BU\N \JAS \UOBIG AND REFUSED T0 LOAD
QUICK ENOUGH. S0 T DECIDED TO RESTZE T IN PHOTOSHOP AND PUTIT

5

BACK TN THIS TME THE BLACK BA(KGPOUND OF THE PASSAGE LODKED

WRONG WITH THE CHANGING ONE W GIF WITH CHANGING THE [ TOOK TNFLUENCE FROM THETUN NEH\I(OPMH\JHOR THIS

BACKGROUND DUT OF THE QUESTLON, [NFU\NASABA[KG OUND ANIMATION. LANEW LNEEDED SOMETHING 10 SEPARATE THE PLAYER

WITH TAGS. THTS WORKED BEST ASTT \UOK UP THE WHOLE SCREEN WITHOUT AND DEFLNE THE DREAMWORLD FROM THE REAL WORLD, LLKE THE TUN H

(OMPRO 1 ING QUALLTY. DOES IN THE FILM. THTS TS WHERE THE PURPLE ACCENTS IN MY DESIG

THIS PASSAGE 15 TLMED T0 TAKE THE PLAYER T0 THE NEXT PASSAGE WHEN (OMES FROM, WETH TT CREATING AN 0D, UNEASY COMBIN WOVWUH
T BLACKAE) DL ACKEADUND



ANIMATLON- WAKING

[ THEN DECLDED THAT T NEEDED ONE WHEN GDING T0 BACK T0 YOUR =2
ROOM OPPOSED T0 JUST WHEN GOTNG TO SLEEP. TTRIED JUST REVERSING

THE ORIGINAL ANIMATION, U IDIDN'HHINKN TS0t
CHANGED THE COLOUR OF THE LAST SOLLD FROM BLACK TO THE COLOUR OF
THEROOM.

HERE L WAS TESTING LT IN THE PASSAGE. THLS CHANGE TN THE SOLTD MAKES THE

WHOLE ANTMATLON BRIGHTER, WHTCH [ THINK HELPS SEPARATES GOING T0 SLEEP
AND WAKING UP. THE BLUE DEFINTTELY LODKS BETTER WHEN TRAVELLING BACK T0
YOUR BEDROOM, LT FADES MUCH SMOOTHER INTO THE NEXT PASSAGE.

AFTER TESTING THESE TN RELATION TO THE WHOLE GAME, T FOUND THELR SLZE MEANT
THERE WAS A DELAY TN LOADING THEM S0 T TODK THEM BACK TNTO POTOSHOP AND
MADE THEM SMALLER TN ORDER T0 OPTIMLZE THEM.




ANTMATION-MOON

M

EMOON IS PORTRAYED AS A CHILDLIKE CHARACTER, THIS IS SHOWN THROUGH
R PNMGMDN\HUSIASM

TARED BY SETTING POINTS FOR ROTATLON 50 THAT SHE WOULD ROCK AND THEN
RN AROUND, AS THE PASSAGE QUOTES “HER GOLDEN EYELASHES FLUTTER AS SHE
ESY0U, AST [’MGE[{ANDAPAPEPMIMAL

i
HE LAUGHS AND SPINS.”

0
9P
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[
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[ THEN TRIED A NEW EFFECT, WHLCH L HAD SEEN TN TUTORTALS- WIGGLE. 1
EPERIMENTED WLTH THE DLFFERENT WLGGLE EFFECTS IN AN ATTEMPTTO
GET A MORE NATURAL LOOKING FLOATING ACTION. L TRIED VERTICAL
WIGGLE, BUT TTDIDN'T LOOK RTGAT, SO L TRIED “WIGGLERAMA’ THIS
TOOK ALL THE DIFFERENT ELEMENTS OF THE HGHE EHE[TSAHDMASHED
THEM TOGETHER TO CREATE A PURPOSELY RANDOM MOVEMENTS. T LTK
THLS, 1T MADE TTLODK MORE NATURAL AND BOUR J[ ’HI(H WAST
[WANTED T0 PORTRAY HER. THE ADDED MOVEMENT ALSO HELPS ACCENTUATE
HER ENTHUSTASTLC, HAPPY, EXCITABLE PERSONALLTY. IT ADDS A STARK
CONTRAST WHEN THE PLAYER PICKS THE WRONG [HUI(ESA ND SHE GETS
UPSET

HE NAY




ANTMATION-MOON

THEN DECTDED TO TACKLE THE “GLOW" PASSAGE. L USED THE GLOW EFFECT
ER T0 ADD A WHLTE GLOW AROUND THE MOON.

HERE TUSED KEYFRAMES 10 ANTMATE THE GLOW, MAKING 17 PULSE
f, USING A VERY SHORT PERIOD OF TIME 50 THATIT WOULD LOOP

ECTIVELY AS A GIF.

[ THEN
INORD
fRoM
SOFTLY,
EFF




ANIMATION- MOON

[N THE PASSAGE, THE MOON MENTIONS “CANDY FLOSS CLOUDS”, 50 1
DECIDED T0 ADD PINK CLOUDS. TSTARTED N PHOTOSHOP EXPERTMENTING
WITH DIFFERENT SHAPES AND STYLES UNTIL TWAS HAPPY.

[ THEN TODK THIS INTO AFTER EFFECTS AND
ANIMATED ITUSING THE POSITION
FEATURE, ENSURING 1T LOOPED.




IMAGES

-MOON

WHEN ANTMATING THE MOON, [ REALTSED THAT T NEEDED OTHER EXPRESSTONS
[N ORDER TO MEET THE CRITERLA OF THE OTHER PASSAGES.

S0 HERE TFLIPPED HERE EYES OVER AND FILLED IN THE MIDDLE 10
DEMONSTRATE WHEN SHE TS UPSET. L ALSD ENSURED THAT SHE KEPT HER NATVE

LODK AS THE PLAYER HAS TO CHOOSE WH ORNOHOTRUSTHER SOHE
FACTAL FEATURES AND DVERALL APPEARANCE ARE TMPORTANT. T MADE T
FROWN SMALLTO KEEP UP THE “CUTE OOK.

THE ONE BELOW TS THEN HER BACK FOR THE PASSAGE WHERE SHE TURNS HER BACK
ON YOU.

AND THE ONE ON THE RTGHT 15 HER DEFAULT EXPRESSTON.




IMAG )~ WAICH

HEWATCH IS M WHLCH ALLOWS THE PLAYER TO' RETURN TO THELR BEDROOM, TTREF
SOMHHH HRUM xHE REAL WORLD H 0HEDFEAM WORLD AN DAUSASAPUFM[ [STARTED BY MAKING

T REFLECT
S T
A MINT MOODBOARD AND SOME TNTTIAL SKETCHES T0 GET AN TDEA ABOUT HOW [ WAS GOING T0 MAKE

[ DECIDED NOTT0 USE MTIED MEDTA ¥ \JNH THLS, MAKING ITIN
PHOTOSHOP USTNG ROUNDED SQUARES. L TRIED DLFFERENT COLOUR
(OMBINATLONS BEFORE SETTLING OF JBLJEVHE\JUSEDAFO[\JNO MAKE
NUMBERS ON THE FACE.

TOOK THIS TNTO AFTER EFFECTS. L THOUGHT TT WOULD BE INTERESTING T0 HAVE T
APPEAR BROKEN, THUS MAKING THE IDEA OF 17 BELNG A TELEPORT SYSTEM MORE FEASLBL
10 THE SCREEN, WHICH WILL FLASH. [ SEPARATED THE TIME AND MOVED T HEBOMUM HALF OVER TO MAKE LT LODK
LTKE A GLLTCH, THS WELL MOVE SUBTLY T00. THE DATE AND THE SECOND COUNTER WLLL ALSO FLASH AND
DISAPPEAR. T DECLDED NOT TO MAKE THE CLOCK ACTUALLY COUNT TO FURTHER THE TDEA OF T BEING BROKEN.

[THEN T HE WATCH GLLTCH AND
1 i 1

HERE L ADDED A GLOW




ANIMATION- WATCH

AFTER PUTTING A BACKGROUND THE COLOUR OF THE PASSAGE TT WAS GOING INTO, [
DECIDED TO CHANGE THE COLOUR OF THE WATCH FROM BLUE TO PURPLE SO YOU CAN SEETT
CLEARLY AGATNST SAID BACKGROUND.




ANIMATION- GLINT

[ THEN DIDN'T LTKE THE OUTCOME OR RESTRICTLONS WITH THIS STAR SO [ MADE MY
OWN TN PHOTOSHOP AND TMPORTED T7. T THEN PLACED T7 BY THE REEDS. T TRIED USTNG A
GLOW EFFECT, BUTTT WAS SO SMALL THAT YOU COULDN'T SEE THE ANTMATLON SO 1

SETTLED

R JUST CHANGED THE OPACTTY TO MAKE A SOFT PULSE.

[WAS DRIGINALLY GOING TO MAKE THE BUBBLE GUM LAKE RIPPLE
WHEN THE WATCH TS THROWN TN, BUT TDTDN'T LTKE THE RESULTS T
WAS GETTING 50 L DECLDED TO FOCUS ON THE SCENE BEFORE. T MADE
ASTARIN AFTER EFFECTS TN ORDER TO STGNAL TO THE PLAYER WHERE
THE OBJECT THEY HAVE A CHOLCE TO ETTHER PLCK UP OR NOT IS,




IMAGES- HANDS

PUSHING THE MLIED MEDLA THEME, IDECLDED 0 MAKE THE PLAYER A REAL PERSON USING PHOTOGRAPHSTO
REFERENCES THEM. THTS 15 SEEN WLTH THE HAND IMAGE SBUTA S0 AT THE END WITH THE“END OF TRANSMISSTON B
IMAGE :
10 START T TOOK PCTURES OF MY OWN HANDS WITH THE INTENTION OF PHOTOSHOPPING THE BLOOD AND THE

SEQUINS INTO THEM, BUT THIS PROVED TRICKY.

THE BLOOD HAND WAS LLTTLE BLT MORE TRICKY. T SMOTHERED MY HAND
[N FAKEBLOOD IN ORDEP TO ACHTEVE TH[S IMAGE. [ THEN TOOK TTINTO
PHOTOSHOP AND ANTMATED THE BLOOD 50 T SPARKLED.

0 TDECIDED TO TAKE TMAGES OF MY HANDS ACTUALLY HOLDTNG THE TTEMS. HERE T FOUND THE
AME SEQUINS TUSED FOR THE LADYBIRD PICTURES AND TOOK A PTCTURE OF ME HOLDING THEM.
N GAME THLS WI BEUSE FOR THE SCENE WHEN THE PLAYER SHOWS THE MOON THE SEQUINS. 1
LKED THE CONTRAST AND SURPRISE OF SEELNG A REAL HAND AFTER THE REST OF THE IMAGES BEING
ABRTCATED. TT ALSD HELPS THE PLAYER RELATE T0 THETR CHARACTER AND RETNFORCE THEIR
ACTIONS AS REAL.

§
§
[
L
f



ANIMATION- TOPTARIES

L

WE MEET T

BEFORE

ES RUSTLING
JTGGLE EFFECTIN ORDER TO CREATE

EBUSH

NIMATING TH
THE

Al

HERE T WAS

VU

Il

i

SHEEP T DECIDED T0 U

THIS MOVEMENT




ANTMATION- STATIC

ORTGINALLY WITH MY ENDINGS, THE SCREEN JUST FADED T0 BLACK AND THE PLAYER
ENDS UP BACK TN THETR ROOM. T WANTED THTS TO BE MORE IMMERSTVE AND
INTERACTIVE SO TDECTDED TO MAKE A STATLC BACKGROUND BY USING THE NOTSE
EFFECT.

THTS STMULATES TV STATIC AND WITH THE TDEA THAT THERE'S NO STGNAL, THE
DREAM HAS ENNDED AND THE DARKNESS HAS TAKEN OVER. THERE TS THEN A TIMED
PASSAGE THAT HAS FLICKERING STATICBEFORE SETTLING ON BLACK.

THE DIVERSTON FROM THE USUAL WAKTNG UP AND GOTNG TO SLEEP ANTMATIONS
ALSO STGNAL TO THE PLAYER THAT THIS 1S DLFFERENT

THTS ONLY PLAYS ON THE BAD ENDTNGS - SETTING THEM APART FROM THE GOOD
ENDING, WHICH PLAYS THE USUAL WAKING UP ANIMATION



~ '____ —

WHEN T STARTED T0 DO MY SHEEP TMAGES, T REALTSED T
NEEDED DLFFERENT POSES THUS CREATED THESE THREE.

A ™

TN
2=

WITH THE SHEEP BATTLE- T PURPOSEFULLY MADE THE LONE SHEEP THE ONE THAT HAD
PREVLOUSLY APPROACHED YOU TN ORDER TO EVOKE SOME SENSE OF GUILTIN ThE
PLAYER.

s
¢




IMAGES- LADYBIRD

DIBIRD SANODD[HARA[ ER THATONLY PLAYS A PARTIFYOU MEET
IN'CRITERIA- TT15 THE ONLY OTHER OPTION TO KILL NS £AD OF THE

EPRESENTS A SMALL DEFENCELESS ENEMY AND 15 USED TO MAKE THE PLAYER
SOMEWHAT GUILT ABOUT THETR ACTIONS. IT CAN'T FIGHT BACK AND
TKE THE SHEEP DIES INSTANTLY.




[INAL IMAGES- PERT

FROM THE START OF THIS PROTECT TWANTED T0° USE PIPE CLEANERS. TWAS FASCINATED WITH THE IDEA OF
USTNG KID'S CRAFT MATERTALS TO CREATE THE MTIED MEDTA EFFECT TWANTED. TLTKE THIS, T THINK IT
REFLECTS THE TDEA OF TTBEING A CHILD'S DREAM WHTLST BEING UNTQUE AND TNTERESTING TO LOOK AT.
LTWISTED TWO DLFFERENT COLOURED PLPE CLEANERS TOGETHER TN ORDERTO G TAH(JHT SWIRL BEFORE
TAKING PLCTURES AND PHOTOSHOPPING THEM TNTO TREES AND BUSHES. THESE ARE SEEN THROUGHOUT THE GAME
AND CAME FROM THE IDEA OF “LOLLTPOP TREES” WHLCH [ WROTE ABOUT INAN [AR[YDRAHOHHESTORH
ALSO LTKED THE IDEA OF THESE TTEMS BELNG NAMED, LIKE THE BUBBLE GUM LAKE, THE PLAYER KNOWS ThE
NAMES DESPLTE NEVER BEING THERE BEFORE, SUGGESTING THE DREAM.

MY ATM FROM THE BEGININING WAS O KEEP THE VISUALS VERY STMPLE AND COLOURFUL- REFLECTING THE
IDEA THATTT'S A CHILD'S DREAM, BUTALSOTOE NSURE T DOESN'T ENTIRELY DISTRACT FROM THE STORY. THIS
15 ALSO WHY EVERYTHING 152D, TT'S AS TF A CHILD HAS PUT TT TOGETHER. T LKED THE TDEA OF IT LODKING

[PURPOSEFULLY DIDN'T ANTMATION PERT OR GTVE HIM ANY OTHER P 05 £ TWANTED TO REFLECT LTKE A CHILDREN SBOOK,H[N(EMYRESEAR(HINIOHLUSIRMORSAHHEBEGINNINGOHHEFRO]EU,ANDI
SOME RIGTDNESS TN HIS PERSONALTTY AND ALSO THE FACT HE WAS A PAPER MOUSE. T WANTED THINK THAVE ACKIEVED THATIN MY OWN WAY.

HLM 10 LOOK DIFFERENT AND STAND QUT.




[INAL TMAGES-

UREAM

THE STORY OF THE “WORM" WAS AN ANECDOTE DESTGNED TO SUBTLY WARN THE PLAYER OF THE TIMED OPTLONS
T0 COME. TTWAS SEEN AS A REWARD FOR PLAYERS WHO ANSWER “CORRECTLY”
TWANTED T0 BE STRANGE AND SURREAL THOUGH, NOT JUST A STRATGHTFORWARD STORY.

“THERE WAS ONCE A WORM WHO HAD TO MAKE LT BACK UNDER GROUND AFTER THE RALN, HE HAD TWO
OPTIONS- RISK TT AND SLTTHER TNTO THE OPEN OR BACKTRACK AND HIDE UNDER A LEAF. HE DIDN' T MUCH
LLKE THOSE OPTIONS, SO HE WATTED, AND HIS PATIENCE PALD OFF. HE WAS PLCKED UP BY A HUMAN AND
PLACED BACK ON THE SOTL WHERE HE COULD HAPPLLY BURROW AWAY."

"(F COURSE IF HE WALTED T00 LONG, HE WOULD HAVE MET IS FRIEND MR BLACKBIRD."

THE PLAYER 1§ TOLD T0 TAKE THELR TEME, BUT NOTTO0 LONG. TN THE VISUAL T MADE THE WORM A GUMMY
WORM, AND THE LEAF TT'S TAKING SHELTER UNDER A PINEAPPLE AND THIS 1S ALL HAPPENTNG ON A KITCHEN
COUNTER. TTHOUGHT THLS ADDED AN ODD TWIST THAT FLTS WITH THE THEME OF THE STORY.

BEFORE THTS IMAGE PERT ASKS THE PLAYER WHAT THELR FAVOURTTE COLOUR TS AND THE BACKGROUND CHANGES
APPROPRTATELY. THTS TS ALSD A SUBTLE HINT THAT PERT CAN CONTROL THE COLOUR OF THE SKY AND THUS THE
DARKNESS.




[INAL TMAGES-

MOON

HERE ARE STLLLS FROM THE MOON.

THE MAIN THING T WOULD CHANGE TF THAD THE TIME AND ABLLITY WOULD BE THE STt
OF THE TMAGES. L ORIGTNALLY EXPERTMENTED WITH HAVING TMAGES LTKE THE MOON

FULL SCREEN TO TAKE ADVANTAGE OF THE STMPLE BACKGROUND. THOUGH T HAD TSSUES

WITH ALLGNMENTAND DECIDED T0 SCRAP THE IDEA IN FAVOUR OF SMALLER IMAGES.

TKEPT THE STMPLE COLOURED BACKGROUNDS THOUGH. STNCE THE BACKGROUND PLAYS AN
IMp URMNT PARTIN THE STORY BY DEMONSTRATING THE DARK, T DECLDED STMPLE WOULD
BE MORE EFFECTLVE. T ALSO ADDS A BARRIER OF SORTS WHEN THERE TSN'T AN TMAGE,
CREATING SUSPENSE FOR THE PLAYER STNCE THEY CAN'T SEE WHAT” HAPPENTNG.



[INAL IMAGES- SHEE?

1F THAD MORE TEME, ONE OF THE THINGS TWANTED T0 DO WAS
ANTMATE THE SHEEP USING A SPRITE SHEET SO THEY ACTUALLY
FROLLCKED, TNSTEAD OF JUST BETNG STATLC IMAGES. [ THINK THTS
WOULD HAVE ADDED MORE REALTSM AND MAYBE MORE ATTACHMENT
FOR THE PLAYER T0 SEE THEM AS ALTVE AND REAL.




!
| INDING- END OF TRANSMISSION

AS A LAST MINUTE IDEA, TDECIDED 0 ADD SOMETHING MORE TO THE
ENDINGS. WORKING WLTH THE TDEA OF SURREALTSM AND THAT
ANYTHING CAN HAPPEN TN A DREAM, L DECIDED T0 CONFUSE THE
PLAYER EVEN MORE. T TOOK THE BBC ‘END OF BROADCAST” SCREEN AND
PHOTOSHOPPED PERT TNTO TT N PLACE OF THE CLOWN, TOOK AWAY THE
CHTLD’S FACE TO REPRESENT THE PLAYER, ADDED ‘DEAD END” 10 Th
BLACKBOARD TO REPRESENT THE BAD ENDING AND THE TEXT PERT
VISTON" AT THE BOTIOM OF THE SCREEN.

LORTGINALLY HAD STATLC JUSTTO REPRESENT THE END OF THE DREAM,
BUT L LTKE THE TDEA OF THIS THEN TRANSLATING TO METAPHORTCAL A
TV PROGRAMME, SOMETHING OF PERT’S CREATLON AND FOR T
PLEASURE. 1T ADDS AN OMINOUS TWIST.

[T ALSO HELPS DEFINE THE HORROR ASPECT A LLTTLE BTT MORE. I POPS
UP UNEXPECTEDLY AT THE END, SEVERING AS A JUMP SCARE WLTH A
LOUD BeEP.



S0UNDS

IN MY PROPOSAL L SALD THAT

[WOULD HAVELTKED 10 ADD SOUND. IN THE END [ DIDN'T HAVE TIME T0 ADD THE MUSTC T WANTED T0. THE PLAN WAS SOMETHING
AMBLENT, SOMETHING THATS 5.1

§

t

W
LOWLY 6OT MORE CORRUPTED AS 1T GOT DARKER LN ORDER TO COMPLLMENT THLS DARKNESS. L ALSO WANTED 10 ADD SOUND EFFECTS, LIKE A
THE WATCH INTO THE LAKE, MOST LLKELY A SPLASH OR POP.
ONINTH GAME WAS ADD A BEEP SOUND EFFECT. WHEN T ADDED THE END OF TRANSMISSTON SCREEN THE INTENT WAS T0 SHOCK AND

E FOR THE PLAYER AND FOR THTS 10 HAPPEN TT NEEDED NOTSE. TUSED A FREE SECONDARY SOURCE BEEP FOR THIS, RALSING THE VOLUME

NOTSE FOR WHEN PERT THROW
BUT ONE YHING I DID D0 LAT
MAYBE EVEN A]UM

PSCA
IN AUDA[IW UN WAS A SCARE A TE SILENT GAME.
BELOW YOU CAN SEE WHERE S ATIN THE STORYINTIT PASSAGE, 50 THE SOUND LOADED WITH THE GAME. T THEN ADDED TT 10 THE PASSAGE SO WHEN BUTLT TT WOULD PLAY
UPON THE PASSAGE BEING ACCESSED.

Passage  Edit

. - <<timed 2s>><<goto "finalhome 1">><</timed>>
Title Storylnit

<<removeclass "body" "static">><<removeclass "body" "static2"

e Grepurate Wkt spacey »><<addclass "body" "bbc">>

<<cacheaudio "Beep" "Beep.uav“»l

<<audio "Beep" play>3|




LVALUATION

IN THTS PROTECT WE WERE ASKED 10 WRTTE OUR OWN BRIEF AND THEN COMPLETE TT. TDECEDED TO0 DESTGN AND MAKE A TWINE GAME/NARRATIVE, SOMETHING DECETVING IN THAT LT APPEARED
INNOCENT BUTHELD DARK TWLSTS AND TURNS.

MY NARRATLVE TOOK TNFLUENCE FROM CORALLNE AND ALTCE TN WONDERLAND AND CENTRED AROUND THE ? AYK WHO TS AFRATD OF THE DARK, FACING THETR FEAR TN A NTGHTMARE. [ STARTED BY
RESEARCHING THESE EXTSTING NARRATIVES, LOOKING AT EXTSTING TWINE GAMES AND THEN ALSO CHILDREN"S MLYED-MEDTA TLLUSTRATORS. FROM THE START MY TDEA WAS TO HAVE A HEAVILY MIXED-
MEDTA ELEMENT TO MAKE MY GAME VISUALLY APPEALING, MEMORABLE AND UNTQUE. WLTH THE CHLLD-LTKE THEMES T LTKED THE TDE AOFU ING KID'S CRAFT TTEMS LTKE PIPE CLEANERS AND FELTIN
ORDER T0 MAKE MY ENVIRONMENTS AND THE DREAM SETTING ALLOWED ME 10 EXPLORE THIS WITHOUT RESTRATNT. TREFERENCED THTS HERE TN MY PROPOSAL, T WILL USE A VARTETY OF SOFTWARE WHEN
MAKING MY GAME, ALL OF WHLCH [ HAVE SOME EXPERZENCE WITH. TWILL FOCUS ON MTIED MEDLA WORK WLTH HAND DRAWN TMAGES, PRIMARY SOURCE TERTURES AND PATNTINGS AND THEN USE
PHOTOSHOP FOR DIGITAL WORK AS WELL AS COLLATING EVERYTHING. T WILL THEN USE AFTER EFFECTS T0 ANTMATE AND TWINE 10 MAKE THE GAME. " T THINK THAVE ACHTEVED THIS 0 A REASONABLE
EXTENT, USTNG PIPE CLEANERS TO MAKE BUSHES AND TREES AND ACTUAL PHOTOGRAPHS FOR HANDS. IF L HAD MORE TIME, HOWEVER, T WOULD HAVE LIKED 10 MAKE MORE OF THE ASSETS BY HAND, WHETHER
THEY BE HAND DRAWN, ORLGAMT OR USTNG MORE AND DIFFERENT MATERTAL LTKE FELT AND TLSSUE PAPER. T THINK THIS WOULD HAVE MADE THE GAME EVEN MORE UNTQUE VISUALLY AND ADDED T0 MY
OVERALL VISION.

IN MY OWN PROPOSAL T SATD ‘TN THE STORY YOU WILL PLAY AS A(HI D AND SEE ANYIETLES AND FEARS WLTHLN DREAM FORM, THE PLAYER WILL THEN HAVE THE CHOLCE OF WHAT 10 DO TN ORDER T0 DEFEAT
THEM OR LEAVE THEM ALONE. LWOULD IK TO TNVOLVE TEMED EVENTS AND TWILL AIM TO CREATE A PLAYABLE NARRATIVE WTTH SOME TMAGERY, ANIMATION AND SOUND.”. TTHINK [ HAVE ACHIEVED
THE MAJORITY OF THLS, WLTH TIMED BEING PRESENT WLTH TIMED GLFS AND TIMED PASSAGES WHICH FORCE THE PLAYER ONWARDS. THOUGH T THINK T COULD HAVE DEVELOPED THIS FURTHER WITH
THE WHOLE GAME BELNG TIME DANDTH HM [T TAKES Y0U T0 ACCESS CERTAIN PASSAGES HAVING AN EFFECT ON YOUR ENDING. I STARTED MESSTNG AROUND WITH THLS WLTH THE PLAYERTIME MACRD
BUT DIDN'THAVE THE TIME T0 GETTT 70 WORK, SO L STUCK WLTH THE MORE STMPLE INDTVIDUAL EVENTS. T MANAGED TO PUT A CONSTDERABLE AMOUNT OF TMAGERY AND ANIMATION TN MY
NARRATIVE, BUT SOUND WAS SOMETHING T WAS LACKING. T DID MANAGE T0 PUTIN A SINGLE SOUND EFFECT, BUT T WOULD HAVE LTKED MORE BOTH N TERMS OF SOUND EFFECTS AND AMBIENT MUSIC.
WHEN LOOKING AT EXTSTING GAMES T CAME ACRDSS ONE WHERE THE PLAYER WAS TOLD TO DRAW THEIR OWN INTERPRETATLON OF SYMBOLS ON THELR ARMS AND THEN POST A PICTURE T0 A BLOG AT THEN
END TO SEE WHAT OTHER PEOPLE’S PLAYER EXPERTENCE WAS. T LTKED THIS TDEA FOR A MORE INTERACTLVE GAME AND AN INTERESTING TDEA LHAD WAS TO MAKE THE GAME MORE TNTERACTIVE, PERHAPS
HAVING INSTRUCTIONS ON HOW TO MAKE AN ORTGAMT MOUSE LIKE PERT TO PLAY ALONG WITH. OF COURSE THTS WOULD COME WITH MORE TIME.

OVERALLT THINACTACHTEVE AND FULFTLLED MY BRIEF THOUGH [ BELLEVE THERE 1§ SPACE TO BULLD UPON WHAT [ HAVE COMPLETED AND ADD MORE STORY AND MORE TMAGES TO EIPAND THE EXPERTENCE.




UNTTY V5 UNREAL ENGIN

UNIWANDUNRA RE CONSIDERED THE TOP TWO GAME ENGINES TN TERMS OF GAMES DESTGN. UNTTY WAS INTTIALLY RELEASED TN JOT2WITH TTS

MOST RECENT RELEASE BEING UNTTY 2018, UNREAL WAS TNTTTALLY RELEASED TN 1195 WITH TTS MOST RECENT INCARNATION UNREAL ENGINE 4. UNREAL

HAS BEEN FREE T0 THE BLTC STNCE J0LY WITH AN TNNOYATIVE SCHEME WHERE USERS THAT ARE MAKTNG PROFLT PAY SELECTIVE RDYALTIES. ON THE OTHER

HANDUNNYRUN FF LTCENCES. A PERSONAL LTCENCE TS FREE AND USERS EARNTNG BELOW A CERTATN AMOUNT DON'T HAVE TO PAY ROYAL H 5. UNTTY
LUS/PRO/ENTERPRTSE LTCENSES ARE PATD FOR AND CONTAIN MORE FEATURES AND NO PAY RESTRICTIONS. OVERALL, T THINK THAT UNREAL'S APPROACH T0

HAVINGAFP NGIN EWLTH ALL FEATURES AVATLABLE IS MORE APPEALING THAN RAVING FEATURES LOCKED LIKE UNNY

[N TERMS OF P ROGRAMMING UNTTY USES C##, WHICH TS WIDELY CONSIDERED EASTER 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 DR EXPERTENCE DWNH PROGRAMMING A STMPLER

OPTION. OVERALL, T THINK THAT THE MORE VISUAL BASED TDEA OF BLUEPRINTS TS BETTER AS TT OFFERS A DIFFERENT WAY T CODE, WHTCH CAN APPEAL TO A

WIDER AUDIENCE.

UNTTY T5 SATD T0 GENERALLY WORK BETTER WETH 2D DEVELOPMENT WITH A SPRITE EDTTOR AND A SEPARATE PHYSTCS ENGINE FOR 2D OBJECTS. UNRE AL ON

THE OTHER HAND, HAS ARGUABLY BETTER GRAPHICS WETH TTS COMPLEX PARTLTION SYSTEM AND DYNAMTIC LIGHTING. THESE EXAMPLES FROM NOT-LON

SHOW THE DTFFERENCES TN UNTTY 5 AND UNREAL ENGINE &




PERSUNAH [ THINK THAT

BOTH ENGINES LOOK TMPRESSTVE AND 1175 A MATTER OF OPINION AND STTUATLON AS 10 WHICH ONE T BEST 10 USE.
BOTH §YSTEMS SUPPORT CONS
i
VAL

0
OLE PLATFORMS LTKE PLAYSTATION 4, XBOX ONE AND NINTENDD SWITCH, THOUGH UNTTY OFFERS SUPPORT TO A WIDER RANGE

UHDNS E LTKE THE 3DS, PLAYSTATION VITA AND WIT U. AN EXAMPLE OF A WELL-KNOWN GAME MADE TN UNTTY WOULD BE CUPHEAD, ONCE AGAIN
ENCE ON WINDOW § AND 130X,

SHOWING OFF 1T D PRE

AN EXAMPLE OF AN UNREAL GAME WOULD BE BORDERLANDS 2, WHTCH TAKES ADVANTAGE OF UNREAL'S 3D POTENTIAL WETH WINDOWS, PSS AND XBOX 360.




INTER OH\OB LE PLATFORMS, UN 75 105 AND ANDROID WHILST UNITY ALSO SUPPORTS WINDOWS PHONE, BLACKBERRY AND TIZEN. EXAM
NTH i

ALSO SUP
OF UVI\ LE GAMES INCLUDE TH GAN EMONUMENT VALLEY. TT USED UNTTY 3D WITH 3D ASSETS WHICH APPEAR 2D T0 THE PLAY \THH USED
EITEN SION MNHIN UNTTY TN OR EP OMAKHH[[RMUON OF GEOMETRY AND MESHES MORE EFFICTENT THAN JUST COPYING CUBES. 715 AVATLABLE ON
ANDROTD AND T0.

iﬁ#’

THERE ARE FEWER EXAMPLES OF MOBTLE GAMES FROM UNREAL, BUT AN EXAMPLE TS INJUSTICE 2, A DCCHARACTER-BASED ACTION GAME. OVERALL UNTTY SEEM
10 HAVE A MUCH BLGGER P\EVMEN[HMHEMOB EGAM MARKET WITH BIG TITLES SU(HASHEMHSWONE USING THE ENGINE.




[N TERMS OF PROGRESSTON BETWEEN VERSTONS OF THE ENGINES AND THE GAMES THEY CAN PRODUCE, NATURALLY THE QUALTTY AND CAPABTLITY
OF THEZR GRAPHICS HAVE IMPROVED GREATLY LDD LLWAS A MAC GAME REALTSED 2005 WITH AN EARLY VERSTON OF UNTTY, SHOWN NEXT T0
MONUMENT VALLEY MADE WITH A MUCH LATER VERSTON.

STMILARLY, A COMPARTSON OF ENVIRONMENT AND ASSETS FROM AN EARLY UNREAL GAME, ADVENTURE PTNBALL- FORGOTTEN TSLAND RELEASED TN 2001 AND BORDERLANDS 2 FROM 2012

2 OROP TARGETE LEFT INn SaT



OVERALL, BOTH ENGINES HAVE THETR STRENGTHS AND WEAKNESSES. UNTTY HAS A LARGER COMMUNTTY FOR QUERTES AND TUTORTALS WITH C#f AS A
LANGUAGE AND A LARGE VARIETY OF PLATFORMS. UNREAL TS FREE AND HAS A VISUAL CODING SYSTEM, WHICH MAKES PROTOTYPES EASTER 10
MAKE BUT OVERALL THEY BOTH HAVE A STRONG LIBRARY OF GAMES.

HTTRS://UNTTY3D. COM/GAMES -MADE-WITH-UNITY

HTTPS://WWW SLANT.CO/VERSUS/L0T/51 20/~ UNTTYOVSOUNREAL-ENGINE-4 HTTPS://WWW.YOUTUBE. COM/WATCHIV -746-HKQ -2AG
HITP:

P:

HTTP://BL0G.LTVEEDU.TV/UNTTY-VS-UNREAL/
HTTP://NOT-LONELY.COM/BLOG/MAKING-0F /UNTTY-UE-COMPARTSON/



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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