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Module Introduction   
In this final self-directed project module, you will complete a body of work for exhibition/publishing 

including the culmination of your project or projects, compiling a show reel/portfolio and other 

promotional materials, and writing a critically reflective report, and concept documentation, including 

market analysis and feasibility. 

 

The purpose of this module is to provide you with the opportunity to create a significant body of work 

that exhibits the level of your technical, aesthetic, and intellectual abilities, in relation to your chosen 

specialism. 

 

You will propose a body of work to be completed during the module. The work created will be either 

through self-initiated individual work, a group-initiated team-based project, or an industry-led portfolio 

of work. 

 

Practical Assessment 

 

• Research journal or report 

• Distributable game / assets / tools (preferably via an online store e.g. itch.io, Unreal Marketplace 

etc.) 

• Professional Documentation such as a GDD and/or contextual statement for each output 

• Documentation describing the technical and/or artistic objectives (art bible, TDD) 

• Evidence of testing (preferably in engine for games) - with responses to feedback 

• Final and wire-frame renders for 3D models 

• Project management tools and content from task mangers 

- Please produce a Development Journal (Individual)... 

 

This should include an individual Reflective Development Journal. This should cover your personal 

contributions to the project (whatever that may be). This should include visual evidence of the work 

undertaken. Videos should be uploaded to YouTube and links provided in the documentation.  

 

It is also best practice to take regular screen grabs and short video clips of work in progress to include in 

your journal. 

 

Reflective Presentation  (15 minutes - Individual) 

 

Presentation will take place on Tuesday 17th August 2021 (A schedule will be confirmed close to the 

time) 

 

There will be a final presentation and demonstration of your individual work - you will be required to 

professionally present and/or demonstrate your project (s), giving an overview and context of what you 

set out to achieve, presenting the project work and final outcome, discussing issues and reflecting upon 

the process.  
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- A reflective evaluation of approximately 2000 words (Individual) 

 

Submit a reflective evaluation of your project(s). In particular you should identify the 'best practice' you 

have employed during the module (i.e. the production methods, design approaches, theoretical 

principles, and/or technical achievements you have attained). 

 

This should also end with a more traditional project(s) post-mortem. 

  

 

Self-Reflective Assessment 1 / 30% 

 

- Reflective Presentation  (15 minutes - Individual) 

 

Presentation will take place on Tuesday 17th August 2021 (A schedule will be confirmed close to the 

time) 

 

There will be a final presentation and demonstration of your individual work - you will be required to 

professionally present and/or demonstrate your project (s), giving an overview and context of what you 

set out to achieve, presenting the project work and final outcome, discussing issues and reflecting upon 

the process.  

 

- A reflective evaluation of approximately 2000 words (Individual) 

 

Submit a reflective evaluation of your project(s). In particular you should identify the 'best practice' you 

have employed during the module (i.e. the production methods, design approaches, theoretical 

principles, and/or technical achievements you have attained). 

 

This should also end with a more traditional project(s) post-mortem. 

 
 

Learning Outcomes 
Undertake responsibilities as defined by the nature of the production, in accordance with 

production schedules and learning agreement contract. 

Produce a body of work in line with industrial techniques, practices and current industry 

debates             

Self-evaluate their creative and production work as evidenced through tutorials and written 

report. 

Demonstrate a thorough understanding of the context their work within historical, cultural, 

and industrial debates. 

Key Skills 
• Communication: Present ideas and information coherently in visual, verbal and 

written forms to various audiences relevant to the discipline. 
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• Enquiry and Analysis: Investigate, analyse, reference and apply sources of 

information. 

• Problem Solving: Confidently apply creative thought to decision-making and 

problem solving. 

• IT Skills: Effectively manage production files and understand a variety of file types 

used within games production. 

• Working with Others: Work effectively with employers, colleagues, clients, or 

businesses 

• Critical Reflection: Apply critical analysis to their own work and that of others. 

 

Module Aims 
• To provide an opportunity for students to demonstrate the application of highly advanced level Game 

production and enterprise skills to a challenging and complex problem with autonomy. 

• To employ the process of research, development, visualisation, production, presentation and 

evaluation in the completion of a complex major production task. 

• To understand the roles and responsibilities of specific Games production and Enterprise processes 

throughout the pipeline. 

 

 

Project  Overview 
The project goal is to focus on a high quality vertical slice creating a 20-30 min playable 

demo for Tranzfuser. The demo will showcase a concept idea and playability of what a 

portion the full game would be like once developing further into full production. 

 

My personal contribution for this project is to direct and lead a team into Tranzfuser and the 

overall project . I will be taking a role as a director and producer which will involve project 

management, vision, team building and guiding the team and project.  

 

Module outputs:  

• Design documentation – to produce working “live” design documents. GDD wiki 

using nuclino.  

• Project/production management – tools (hack’n’plan, discord) and choices, process, 

allocation estimation. 

• Level design and testing 

• Tranzfuser involvement – monthly updates 
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Research 

 

Overview  
My research analysis will explore different approaches to contribute towards the project by 

technical development processes and exploring different mediums to gather information that 

could be used as progress into implementation.  The key elements I will be focusing on in my 

major project will be – 

• Design Documentation  

• Project/Production Management  

• Level Design Theory and Practice 

• Tranzfuser  

My research will look over different design document tools to explore and how and why I 

chose this. I will also be researching tools which can help with project management and team 

management to apply the most effective measure in a professional field. Other sources will 

include looking through design books mostly in the realms of level design and how I can put 

theories into practice. During this module myself and my team will be doing tranzfuser 

alongside the major module where a lot of the work will go hand in hand, I will be using the 

research methodologies and study cases found and apply them in a practical sense to get the 

best methods to approach a high-professional standard.  

 

The research section in this documentation will investigate theories in games and films and 

how I can apply a blue sky thinking approaching from different mediums, it will also look at 

theories and game design methods that could be put into practice. Specific research in-depth 

analysis will be taken throughout this documentation and research applied throughout each 

section. This section is specific for things I have found and my thought process and how this 

can apply to the project by gathering research from different sources to show an 

understanding of my methodologies and approaches to my thought process.  

 

Changing Environment 
 
Example such as Layers of Fear and You Should Have Left use inventive visual effects to 

subvert space and architecture in unsettling ways by changing rooms and the environment 

playing on the psychological effects of player space.  

 

It plays of the architecture such as doorways materializing out of nowhere and new hallways 

appear mid-turn.  This could be interesting to explore the level design using subversion of 

space to heighten your distrust of your surroundings. 

 
 

Scepticism and the Unknown 
1408 and visage uses the psychological scepticism through changing environments and 

leaving you not knowing what is real or not.  They both play on the environment and use that 

in both movie and film to use a normal environment and suddenly change to a whole new 

space.  
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Playing on the unknown is a key element in horror design as humans go about their everyday 

lives living in a space where they are comfortable in their environment such as their home, 

family, and friends. Taking that away and putting them in an uncomfortable situation takes 

away that stability and control. 

 

Cosmic Horror 
Cosmic horror which is also referred to as Lovecraftian horror in the early 20th century which 

his characters written in narrative come across something that was beyond their 

understanding. As H.P Lovecraft is written in narrative it is not often been successfully 

adapted to a visual medium.  

Cosmic horror is the unknown and unexplainable, H.P Lovecrafts “The Unnameable” and 

John Carpenters “The Thing” have an unknown and unexplainable entity. The movie The 

Birdbox uses the unexplainable by hiding the creature visually in the movie and only the 

third person characters can see it which drives them crazy the opposite using a visual 

representation of possessed body anatomy to create a visual thing that is unexplainable. 

Isolation 
Many horror games use isolation to survive the horror the player is trapped in.  The genre of 

survival horror uses isolation as its key element of gameplay., humans are social animals and 

taking that away can cause them to be uncomfortable by themselves. Having other characters 

there to help is comforting you could also use this as a factor where you can have other NPC’s 

in some sections and then suddenly your isolated to chuck a curve ball at the player. Games 

such as Resident Evil and Alien Isolation use this tactic well where they introduce NPC’s and 

then they either get killed or lost making you feel alone again. 

 

NPC’s 
Games such as Silent Hill 2 use NPC’s you meet along the way strange and something off with 

the characters making you feel uncomfortable playing on physiological factors. This also 

makes the player strangely enough feel more Isolated as you feel you’re the only sane 

person in the environment you’re in.   

 

Darkness/Limited Visibility   
When we are left in the dark, we can feel alone, humans have a primordial fear of the dark. 

It’s an instinct where we fear the dark as predators may be lurking where we cannot see 

them. It can be hard to capture fear in daylight but changing settings from light and dark can 

throw the player off when needed. 28 days later for example uses light horror scenes and 

dark areas through different parts of the movie very well.   

Silent Hill uses fog in areas instead of darkness to limit the players view and causing tension 

where something could be lurking beyond the fog. In level design horror games use 

darkness and light sources to guide the player to certain areas and direction within the level 

they also use items such as matches and flashlights to let the player have control what they 

see in the dark but still limit how much. 
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Player Movement in Horror Games  
Horror using slow pacing and limits the players movement putting the player in a vulnerable 

state. Unlike games like tomb raider and uncharted where the player can move around agile 

and fast pacing using items such as grabbling hooks and acrobats, horror characters are your 

average joe with limitations and bring a sense of realism to the player. 

 

Dark Matter/Dark Energy 
A recent study I seen on the BBC news stating, “Dark Matter findings suggest Einstein’s 

Theory of Relativity “may be wrong”. Where they have able to capture it through a telescope 

and able to map its existence.  

It is found that dark matter is subject to light areas and where galaxies are formed it is found 

in the study that dark matter is not clumped together rather smoothed out through the 

universe which goes against Einstein’s Theory of Relativity where it should of spread out after 

the big bang.  

This gave me an idea for the game and how dark matter and energy can be used as an 

invisible enemy creating some sort of entity using dark matter and the suns light to create 

this unknown being which lurks the space station.  

Link to the BBC study - https://www.youtube.com/watch?v=aUtdLfdnpzs&t=89s 

 

 

 

 

The Subtle Effect 
In visual medias much as movies, Directors like to make use of hidden secrets using artistic 

effects to their advantage. A lot of different gaming genres use easter eggs for use of hidden 

secrets that the play could miss.   

 

Level Design Research  
As my main role in development and in engine will be focused on level design, I wanted to 

research what is level design and how can I apply research methodologies found in research 

to a practical solution. I came across a talk by Dan Taylor and industry veteran who did a talk 

about level design and ten good principles about level design, talk found here - 

https://www.youtube.com/watch?v=iNEe3KhMvXM&t=413s 

Dan talks about how a good level design has a cross-over between different disciplines such 

as mission design, narrative designer, and mechanic designer, having that holistic approach 

to their levels. These ten principles are not set in stone but a guide to help others such as 

myself design levels with a thought process when going forward in development.  

https://www.youtube.com/watch?v=aUtdLfdnpzs&t=89s
https://www.youtube.com/watch?v=iNEe3KhMvXM&t=413s
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1. Good level design is fun to navigate – Dan explains that for smooth navigation the 

player should always know where to go, having a player walking around lost can 

cause frustration and likely to give up, having a strong visual language to guide the 

player is one of the easiest ways to keep the player on track in the player’s space. 

 

 Different ways to keep a visual language is lighting, using lights to point towards a 

certain directing is a clear way to show how to guide the player. A talk by Robert 

Yang explains how lighting can help direct the player in many ways, talk found here - 

https://www.gdcvault.com/play/1016450/Lighting-Design-for-Level 

An example, of this using a light to focus attention on a certain part of scenery in the 

player’s space  like this screenshot where the light focusing on the chair and blood 

spillage using a top down light to direct the visuals.  

  
 

 

Another example of using a top down light to show where the ladder is, which tells the player 

it looks like I can climb that.  

https://www.gdcvault.com/play/1016450/Lighting-Design-for-Level
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Another visual cue is using the use of colour to direct the player an example of that is mirror’s 

edge where the screenshot below shows the direction where the player can go even in a 

large open space. The image below shows how colour contrasts can apply direction visually 

to the player indicating direction. What is equally important is that in the scene there are 

hidden paths and items which encourages exploration which adds depth and re-playability in 

the level design. A talk by Thomas Brush explains the importance of rewarding the player 

this also applies to level design, as leading players to dead ends with nothing there to pick 

up or find can lead to frustration, a good example of this is Resident Evil 4 where they reward 

the player for exploring. Talk of Thomas Brush can be found here - 

https://www.youtube.com/watch?v=vUYpxRd850Q 

 

https://www.youtube.com/watch?v=vUYpxRd850Q
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It is also to thrown confusing in the level design, although this is often used sparingly in most 

cases, this is used especially well in horror games making the player feeling uneasy for 

example, Layers of Fear with its constantly changing environments making the player feel 

lost but what it does extremely well is still navigate the player using foundations such as 

lighting and visual referencing.  
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2. Good Level design does not Rely on Words – Dan talks about a method know as 

‘The Broken Circle’ the player is given this circle and it is up to the player to fill in the 

gaps. If the gap is too big the player will not be able to fill in the circle which will 

leave frustration and if you fill it in too easy the player will be bored and not feel 

challenged. 

 

Mihaly Csikszentmihalyi an American psychologist explains the theory of flow,  in order 

to maintain a person’s Flow experience, the activity needs to reach a balance between 

the challenges of the activity and the abilities of the participant. If the challenge is higher 

than the ability, the activity becomes overwhelming and generates anxiety. If the 

challenge is lower than the ability, it provokes boredom. Fortunately, human beings have 

tolerance, there is a fuzzy safe zone where the activity is not too challenging or too 

boring, and psychic entropies like anxiety and boredom would not occur. The diagram 

below shows Csikszentmihaly theory of flow and keeping balance to keep momentum.  

 

How can this theory of flow/ The broken circle apply to level design? Using three methods 

which are Explicit, Implicit and Emergent. Explicit narrative is something callout to the 

player for example cutscenes, text or spoken dialog this is what creates the circle. Implicit is 

something the player figure outs him/herself and Emergent is what players make up in their 

own mind. Explicit is a straightforward task as it is the developers who force this type of 

interaction in the design, the other two is important to execute to fill in that crucial gap. In 
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level design the best way to create Implicit is the use of environmental storytelling a 

technique called Mise-en-scene, an example of this is Bioshock where the use of 

environmental storytelling is heavily driven in the level design. A screenshot below shows an 

example where it you are in an underwater city, which you can see through the glass. You 

can also see destruction as happened with broken bricks and rails and a sign showing the 

date when this happened in New years 1959. 

 

Emergent Narrative is about choice or creativity, an example of this is Minecraft where the 

player has choice and able to build worlds with a certain amount of creative freedom, as a 

level designer you don’t create the emergent narrative only enable it. 

3. Good Level Design Tells what, But Not How – The player almost certainly needs to 

have navigation when going through the level, with clear objectives such as way 

points or navigational aids to guide them. It is possible to create compelling 

challenge through obfuscation of the details by providing nebulous objectives. It is 

important part of level design to give guidance to the player by giving clear and 

concise information, but it is important to only give as much information to the player 

as much as necessary by providing multiple paths and styles of approach. An 

example to nebulous objectives  would be the Dark Brotherhood missions in Skyrim 

where the missions show clearly where the objectives are but there are multiple ways 

to approach those different missions, an example would be you could use a bow and 

arrows will be places up on a high ledge ready for a distance or you can wait for the 

target to leave the crowded area and stealth kill the target. It is important to not 

punish the player through improvisation through design, if the player does something 

unexpected you should not chastise, you should design it into the game and 

encourage player improvisation.  

 

This all ties in with emergent narrative, the player should be presented with 

concurrent objectives that can be completed in any order the player wishes. When 

the player completes these objectives, they should be rewarded for doing so, which 
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can for example makes the objectives easier or modifies them in some way. An 

example of this is Ratchet and Clank, where if you complete the first planet 3-4 other 

planets open ready to be explored and the player can complete them in any order 

they like, once you complete one of the planets you are rewarded with a new gadget 

or weapon which lets you open new and alternative paths on the other planets. Being 

rewarded by unlocking gadgets which encourages alternative paths for exploration 

in the level design keeps the player engaged.  

 

4. Good Level Design Constantly Teaches – A book called “Theory of Fun” by Rafe 

Koster in the book Koster states that the human mind enjoys processing patterns for 

storage and retrieval later a lot of games is derived from this pattern analysis, if this 

pattern analysis ends too soon this processing stops and the enjoyment ends. How do 

you use this theory to prolong this enjoyment through level design? Each level in the 

game should introduce, showcase, or subvert a key mechanic, holistic design should 

affect all levels in the game which is important for this process to work as it needs to 

be paced out throughout the entire game. An example of constant teaching is any of 

the Zelda games, when the player is introduced to a new dungeon, you get a new 

piece of equipment and each room in the dungeon teaches you different ways to use 

that piece of equipment and when you get to the final boss it tests your mastery of that 

piece of equipment. Once you complete the dungeon and back into the open world 

you are constantly asked to learn new ways of using your equipment to access hidden 

areas again encouraging exploration through reward. Once you get to the final boss 

of the game you are encouraged to use all pieces of equipment found in the game to 

beat the boss in new and creative ways, this is very similar to the loop that Bethesda 

uses to pace their games Todd Howard, creative director at Skyrim house Bethesda 

explains his four principles of the gameplay loop used in their games which is – 

 

Four levels of player experience 

1. Learn. The first thing a player is doing is learning the game. 

2. Play. They just want to have fun. 

3. Challenge. People want to win, so a game should have challenge but always give 

the player a way out. 

4. Surprise. Show players something new. And then repeat this four-point cycle. 

 

The gameplay loop (Learn, Play, Challenge, Surprise), as he explains, is presenting a 

game mechanic to the player in steps that entice them to continue. Howard discussed 

how Half-Life 2's introduction to the Gravity Gun is a perfect example of using the loop 

effectively -- players learn how to use the gun by playing with it, they are challenged 

to use it in new ways, and are surprised by what they can accomplish. This 

accomplishment helps to build the level of pride the players experience throughout 

the adventure.  

 

5. Good Level Design is Surprising – Referring to surprising is keeping everything 

fresh in the level design and not falling into a routine. A good example of this 

metaphor is a rollercoaster using the classic roller-coaster pacing method using time 

and intensity in a pacing using lower and higher intensity like the graph shown in the 

image below.  
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This links with the flow experience method by Mihaly Csikszentmihalyi with increasing 

intensity for the element of surprise but also declines of lower intensity to not desensitises the 

player,  this pattern is repeated through all the levels, mechanics to almost all games to a 

fractal level but doing this through can be predictable. Alexandre Mandryka writes in an article 

about fun and uncertainty by constantly flipping the player in and out of their comfort zone 

creates fun this article can be read here - https://www.gamedeveloper.com/design/fun-and-

uncertainty 

Mandryka explains the method in known as “Fun systematically” referred to a paper by Alan 

Dix which can be found here - https://alandix.com/academic/papers/ECCE-fun-2004/ecce-

alan-fun-panel.pdf 

The paper explains that “Fun” is created through “Uncertainty” by constantly flipping the 

player in an out of the comfort zone this in turn can create what is known as “Fun”. The best 

way to approach this methodology is to be subversive by taking an existing game design 

paradigm for example “Pacing” and flip it!  

 

6. Good Level Design Empowers the Player – A  TV show called “ Charlie Brookers 

Gameswipe” has comedian “Darrell O’Brien” explain how he has never reached the 

third island in GTA 4, as there is a mission where he has to drive all away across town 

in rush hour traffic and drive carful to not upset the police and get to a toll bridge, pay 

the toll bridge and if he get’s caught by the police he would have to start again. Hre 

was playing this one and thought “Hang on, why am I playing a game when I can 

drive in rush hour in real-life” and immediately stopped playing.  Talk of video can 

be found here - https://www.youtube.com/watch?v=B0RhXyznq7Q 

 

The point here is most people who play games want to feel empowered and get away 

from reality and switch off.  

 

7. Good Level Design is Easy, Medium, and Hard – Taylor explains that good level 

design should be dynamic, stating that “He has an axe to grind, with the menu 

systems in games with selection of difficulty from easy, medium, to hard where they 

https://www.gamedeveloper.com/design/fun-and-uncertainty
https://www.gamedeveloper.com/design/fun-and-uncertainty
https://alandix.com/academic/papers/ECCE-fun-2004/ecce-alan-fun-panel.pdf
https://alandix.com/academic/papers/ECCE-fun-2004/ecce-alan-fun-panel.pdf
https://www.youtube.com/watch?v=B0RhXyznq7Q
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player can choice their own difficult, which will affect gameplay of the entire game 

without knowledge how his/her skillset stacks up against the game mechanics”. Good 

level design Taylor mentions should be dynamic where the player can choose the 

difficult by level design paths with the use of risk and reward. An example of this is 

Burnout, on the roads there are always shortcuts (which can be seen on the 

screenshot below, as they always feature a visual language for the example of 

burnout, yellow barricades) , but they come at a cost as they are narrower but reward 

the player by providing reduction in your lap time. Taylor goes on to say that there is 

no difficult in Burnout as the player makes that choice of difficulty dynamically.  

 

 
 

8. Good Level Design is Efficient -  Taylor explains that a good level designer creates 

a series of modular mechanical driven encounters that you can string together to 

make a level, this technique is used for the player to learn and master your 

mechanics. This is also the cased when modifiers are use which are important for 

creating Bi-Directional gameplay, Taylor states that players will rush through our 

level no matter how nice it looks and explains that re-using assets or backtrack can be 

a way around this, although Taylor does not agree the use of backtracking rather 

focus on bi-directional gameplay instead. Bi-directional refers to gameplay on the 

way there is different on the way back. A game which does this is Halo in the level 343 

Guilty Spark the level begins as a search mission with exploratory gameplay and 

when you unleash the flood all hell breaks loose, and it is intense combat on the way 

back.  

 

There is also the use of non-linear by adding implicit objectives that require intuition 

and exploration, an example would be the skulls in Halo which are hidden in the 

campaign, another example are the contacts in gears of war and the feathers in 

assassin’s creed. These were designed to encourage nonlinear exploration and 

extend the gameplay with no extra hit to production but what is equally important is 

you d not create gameplay for gameplay sake by keeping it relevant by incentivising 
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the player by calling out the reward in advance. It is also a good idea to tie these 

objectives to the main narrative thread. 

 

9. Good Level Design Creates Emotion – Taylor explains how art is an expressive way 

to create human emotion, from painting, photography sculptures etc. This is 

particularly true when it comes to an interactive medium like video games, the most 

analogous form of art to level design is architecture, an architecture has been playing 

around with emotion for hundreds of years. Level designers use prime examples of 

real life buildings designed by architectures to capture emotion in their design, an 

example of this would be windows, if a widow is placed below knee height that is 

because the architect wanted to convey the feeling of power and voyeurism. 

Conversely if a window is placed above shoulder height, the architect wanted to 

invoke a feeling of persecution and imprisonment. Architects also make curved 

rooms with no corners to induce a feeling of womb-like calm I their buildings.  

 

Taylor explains that level designers use certain tricks to create spatial empathy an 

example of this is using tight corners to limit the players field of view to keep the 

player tense, suspicious and claustrophobic. You could also make the level twisty and 

labyrinthian to create confusion and panic, alternatively you can increase the space 

wide open to create the feeling of isolation . switching for large open space to a tight 

enclosed space is a technique used by level designers to create a specific vista to 

create a sense of wonder. You can also bring verticality into the mix and create a 

feeling of persecution by attacking players from above, a feeling of vertigo by 

making the players scale using a high mountain or building or a feeling of hope by 

placing a reward at the top of the building or mountain.  

 

10. Good Level Design is Driven by Mechanics – One of if not the most important 

theory according to Taylor is designing a level around the game mechanic. Having a 

level that supports the game mechanics to showcase the interactions is key for any 

level designer.   

 

 

Research analysis  
I feel like some of these rules can be broken and I refer to that in the genre of horror, A 

horror game for example would be rule 6 where the player feels empowered. In horror 

games they take that power away from you and depower you as a player purposely. A 

research analysis found in a book called – Level Design Processes and Experiences by 

Christopher W. Totten states -  Horror games have always been an interesting 

counterexample to the  notion that interactivity is essential to good play. Most nonhorror 

games try to make the player’s core actions feel as frictionless and satisfying as possible. So, 

a good first-person shooter will have a crisp, consistent aiming mechanic. A good platformer 

will have a tight, predictable jump. A good cart racing game will have a vehicle physics 

system that makes the carts feel responsive and lively. The feedback loops in all these games 

are quick and predictable, giving the player a powerful feeling of agency in the immediate 

moment. However, horror game mechanics are different. They’re often designed to 

deliberately thwart the player’s sense of agency. Movement is slow and mushy, aiming (if it 

exists at all) is inaccurate and often ineffective, hand to-hand attacks are awkward and 

dangerous. Anticipatory play in a non-horror game is usually directed toward figuring out a 
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route to success. But anticipatory play in a horror game is directed toward dread of failure. 

It’s claustrophobic, and not merely in the sense of feeling trapped in a too small physical 

space. It’s metaphysically claustrophobic—you feel trapped in a too-small possibility space.  

 

 

 

 

 

 

 

 

 

 

Game Design Document  
 

Overview 
Game design documents are an essential piece to any designer’s arsenal, it is a guide not 

only for yourself to keep you on track but also communicates your direction to the team. I 

have done some research looking into how to create successful design documents  if a one 

pager is all you need? Or a full on 100 page design document outlining every nook and 

cranny. Having the research found in this document will help theory craft my design not only 

for this project but for future projects and help me grow as a designer and communicator. 

I will use the time on the project to look into different tools also for design documents and 

what the future brings in terms of these design bibles, whether sticking to the old roots of the 

classic word docs or some fancy visual document that is eye catching to lead developers to 

increasing the likely hood of reading.  

One page GDD 
Being a strong believer of the concept of using a one-page GDD to get the vision of the 

project across to the team but also keep everything concise and to the point through 

development. The one-pager is also great for me to write down the concept of the game to 

keep the project on track and get a clear vision through development.  

Research from the Interactive Media & Games Seminar Series; Stone Librande, Lead 

Designer at Riot Games shows numerous examples of one-page designs from Diablo 3, The 

Simpsons Game, Spore, and SimCity. He discusses what works and what doesn't and explains 

how you can use similar techniques to communicate key design ideas to your team. The 

advice of using one-page for group development rather than a large document was very 

useful as described by “Librande” that many games developers will not look through large 

GDD concepts in its integrity. This is where a one-page GDD shines having everything small 

and condensed down, having a visual reference with some text all fitting on one page gives a 

clear understanding of what the designer is trying to communicate across to the team giving 

visual cues to people who are more visual focused. As the role of team lead, it is my job to 
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make sure that the team works efficiently communicate ideas. The design and project must 

be in sync so the project can get built on time.  

Link of the talk can be found here – 

https://www.youtube.com/watch?v=GXmsxYm0Mk0&t=2670s 

my version of a visual one-page GDD of the design process by thinking of key areas of 

design principles and communication – 

• Game Identity/Mantra: A single sentence description of the game that will guide 

design decisions.  

• Design Pillars: A List up to 3-4 words/phrases that convey the feeling or emotion that 

the player to experiences.  

• Genre/Story/Mechanics Summary: A description of what the game is about from a 

gameplay and/or story perspective.  

• Features: : A description of features or unique elements in the game. 

• Interface: The player input method, the controls, and how the player interacts with 

the game. 

• Art Style: A description of the art style and references images and games that have a 

similar aesthetic to what the game is trying to achieve. 

• Music/Sound: 

By fitting everything on one page it has a lot of benefits for effective communication – 

• It’s easy to read 

• Having it all on one page gives a clear imagination of design all in one image. 

 

Keeping the document lightweight has benefits as you might have to scrap the game, or pivot 

in a different direction. Either way, keep the initial documentation to a minimum so you don't 

have to rewrite a multi-page document by fitting it on a single page and let it evolve from 

there is more practical approach through the early stages of development. 

Having a simplified outline of the project keeps everyone on the same page by having a 

quick read through rather than a large GDD which breaks down the full project and key 

details each has its own benefits and I find the one pager is a good start in the early 

development stages to keep on track on the initial project idea and something to refer to, to 

stay on track. 

 

 

 

 

 

 

https://www.youtube.com/watch?v=GXmsxYm0Mk0&t=2670s
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Wiki Game Design Document 
 

Game design documents are not something particularly new to me and I have written a few 

during my time of study, even though I have written a few documents I was very interested in 

researching different methods to get the best out of my documents not only for my self-

evaluation but also what will be the most effective method for the team. 

Exploring further I found a lot of companies use wiki as a tool for GDD’s not the old fashioned 

word documents like you had seen back in the 90’s. The main reasons they use a wiki is the 

fact that it can be changed in real-time which allows the document to be constantly live and 

updated through development, you can do this in a word doc too, but wiki has features such 

as interesting and visual layouts which make it more attractive to read upon the viewer 

meaning the team are more likely to read the document.  

Talk by Vera Frisch & Ralf C. Adam explains the importance of keep a live document link 

found here- https://www.youtube.com/watch?v=vU302sLgMyM 

They explain how keeping the documents interesting to read is important to get the team to 

read these documents how ii is laid out and update is key for development.  

The goal of the document – 

• Having a shared vision (both internally and with a publisher) 

• Helps keeping focus (Internally and externally) 

• Foundation for: estimation, priorities, and dependencies) 

• Foundation for: QA, test plans, definition of done. 

• Usually: amendment to contract 

• Therefore, a foundation for change requests by publishers.  

It is also explained in the talk that development in theory should look like this – 

 

I put a chart together in PowerPoint to give an estimate of four months of how the plan should 

look like going by this graph- 

https://www.youtube.com/watch?v=vU302sLgMyM
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The dates on the left are the timescale of developing a demo, at the bottom the legends show 

production (grey) pre-production (orange) pitching (blue) this gives an estimated of how 

development should look in theory. (note there is no release as that will be a longer 

timescale for when we plan to release a finished polished demo for developers, I would say 

an estimate of December when the demo will be polished enough to pitch for investment).  

Anatomy of a vision Statement 

• 1-2 Pages Max 

• Starting with the Experience 

• Summary of Core Gameplay 

• Primary and Secondary Gameplay Elements 

According to Vera Frisch & Ralf C. Adam It is important during the pitching stages to create a 

short overall vision statement to give to the team and the core principles of the vision of the 

production and project, getting the communication across to the team is key to maximise the 

cost and time of development.  

(Before I came across this research, I found other research to back up this statement in my 

previous research to concept a one page GDD early on)  
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Vera Frisch & Ralf C. Adam explains that in the high concept stage, this is the main purpose of 

getting solid concepts down creating a high concept draft the draft will contain – 

• 10 -20 pages max 

• Product Vision, Key Features and USP’s 

• Core Gameplay 

• Mock-up Visuals, Prototype, Competitors 

• Target Audience, Genre, Market Intelligence, Monetization 

• Dev-Team Description 

The purpose is to include a solid core at this point before the project goes into production. 

The goal of the high Concept – 

• Create a Design Draft, Pitch Bible, Concept Paper 

• Pitching your idea to interested publishers 

• Setting goals for feature set, scope & USP’s 

• Defining target audience, genre, tech etc. 

• Ideally in combination with 1st Prototype 

At this stage the project should have the foundations as the saying goes - 

“You can't build a great building on a weak foundation”.  – Gordon B. hinckley 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 pg. 24 

Confinement  One-page design document. 
 

Confinement 
One-page design document. 

Game Identity / Mantra:  

Confinement is a first-person sci-fi psychological horror based on a spacecraft.  

Design Pillars: 

• Horrifying  

• Psychological 

• Sci-Fi 

• Disturbing   

•  

Genre/Story/Mechanics Summary: 

 

Genre 

First-person psychological horror. 

 

Story/Plot  

You have been radio signaled in for help, as the unknown unidentified spacecraft has run out 

of power and needs repairing. As you are aboard the unknown spacecraft you notice things 

are not what they seem.  

 

 

Mechanics  

The game is centered around psychological horror, there are no weapons or combat system 

because, when players have weapons in their possession it lessens the sense of fear and 

helplessness. 

 

The mechanics are focused on the main environment by searching for puzzles and clues to 

progress. Once you solve clues the games psychological events start occurring such as 

rooms changing and the environment.  

Features:  

• Environmental Puzzles  

• Interactive environment  
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• Random sound design implemented throughout gameplay  

 

Interface:  

The player’s perspective is through first person which is view through a space helmet. The 

player will be able to interact through the environment by left clicking on an object and 

using wasd to move. Right click to Zoom  

 

Music/Sound:  

 

Sound Design  

The sound design will focus heavily on sound design which will feature random sound design 

which can be played at different intervals keeping the experience unique in different 

playthroughs. The sound design will also have scripted sound design through the gameplay 

experience.  

Sound Design Examples  

• Bear echoes haunting chilling sounds of the death of the victim saying *Help Me*- 

https://www.youtube.com/watch?v=Mg0bvyIEHcs 

 

• Creepy child - https://www.youtube.com/watch?v=ozaZ_pma-PA 

 

• Scream from The Thing - https://www.youtube.com/watch?v=H3dfqTSQePQ 

 

• Helmet UI Breathing - https://www.youtube.com/watch?v=_hYDOqsGQxM 

 

Music 

The music will be drone ambient horror some examples – 

• https://www.youtube.com/watch?v=Qe_vKfCmTxQ&t=5537s 

 

• https://www.youtube.com/watch?v=hf0n3T_5nTc 

 

• https://www.youtube.com/watch?v=X3bO9CaxTso 

 

• https://www.youtube.com/watch?v=rLW_CLW5a5g&list=PLOEAs04auvietkxFG-

8hjc80IIVBItX2r&index=5 

 

Development Roadmap / Launch Criteria:  

Platform: Steam/Playstation/Xbox         

Audience: Demo age: PEGI 16 /Gender market audience: Male /Interests: Fans of Horror  

https://www.youtube.com/watch?v=Mg0bvyIEHcs
https://www.youtube.com/watch?v=ozaZ_pma-PA
https://www.youtube.com/watch?v=H3dfqTSQePQ
https://www.youtube.com/watch?v=_hYDOqsGQxM
https://www.youtube.com/watch?v=Qe_vKfCmTxQ&t=5537s
https://www.youtube.com/watch?v=hf0n3T_5nTc
https://www.youtube.com/watch?v=X3bO9CaxTso
https://www.youtube.com/watch?v=rLW_CLW5a5g&list=PLOEAs04auvietkxFG-8hjc80IIVBItX2r&index=5
https://www.youtube.com/watch?v=rLW_CLW5a5g&list=PLOEAs04auvietkxFG-8hjc80IIVBItX2r&index=5
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• Milestone 1: Demo playable 15-20 

mins for Major Project - 28/8/21 

 

• Milestone 2: Tranzfuser demo - 

1/9/21 

 

• Milestone 3: Polishing and Pitching - 

1/12/21 

 

 

One page Document Analysis  
I find the one pager to be very useful especially for early development, it requires little time 

and easy to change on the fly as the documentation is small and concise. The draw backs are 

that it requires in-depth information and I feel it can not be used as a stand alone document 

rather an assist until the bigger document is created or in the process. I still find the one-

pager a great method to refer back to and to stay on track my initial goals on what the game 

is and trying to achieve.   
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Devolvement   
 

Overview  
Throughout development I will refer to my research analysis to help my progression and 

implementation to have backed up relevant intellectual meaning behind my process using 

a theoretical, contextual, and technical approach to the development of the project. This section 

of the document will highlight the implementation of the project in engine primarily and key 

decision making in level design.  

 

Early Development  
The early process of Confinement was a third-person horror experience, where the player 

would use a telekinesis to solve puzzles while being hunted by an alien lifeform in an isolated 

spaceship. A few screenshots below shot the imagery of the process of the gameplay footage. 

This project was going to be the tranzfuser project but after feedback about the game having 

too much similarity to alien isolation and with much thought and consideration, I decided to 

take a different approach, I wanted something different to stand out from the crowd and not 

being compared to something.  

The early development idea was is a sci-fi horror game set on a space station. The game is 

played from a third-person perspective and centres on the protagonist, James Gray an 

engineer on the spacecraft in which his space crew have all gone missing. While isolated on 

the space station you realise you are not alone as a creature is hunting you down, is this what 

happened to the crew?  

The main game mechanics are centred around a gun, which is used as a tool rather than a 

weapon. The gun is telekinetic which the player uses to pick up objects that the player can 

not physically reach or pull objects towards you such as vent coverings. The player will use 

the gun to solve puzzles along the way and use the gun in certain ways to progress.  

The art style of the game is realistic with low lighting and an atmospheric setting, the world is 

set in the style of sci-fi technology with dark corridors and hallways to give the player a sense 

of limited space and adding phycological horror elements into the level design. Screenshots 

below show the production done in the PPE module.  
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Development Change  
Although the project did help us get to transfuzer, the game idea and direction was not sitting 

quite right with me. I wanted to focus on the realms of the psychological realm, after some 

more research looking into games like P.T, Resident Evil 7, Visage I felt being in first-person 

brings a lot more to the table in terms of field of view and playing in the eyes of the 

protagonist. Although third-person has its place telling more of the story about the 

protagonist as the player controls the avatar, I never felt quite as immersed into the 

environment or my own surrounds as I did in first person. That is not to say third person does 

not do this well as one of my all-time favourites being Silent Hill 2 and Resident Evil 2 does 

this extremely well, I believe certain camera angles have a preference and what the game is 

trying to capture.  

The main reason for the change of first person, I wanted the player to be immersed in the 

environment using environmental storytelling and narrative to drive the experience, with the 

player to feel more involved in what is going on around them. I also feel first person can 

masterfully capture pacing well using key audio cues to play a roll when exploring the 

environment. After watching Event Horizon recently due to being recommended by the 

sound designer Luke (I shamefully say I only watched recently being released back in 1997) 

it highly influenced the change as I could imagine the player being on an isolated spacecraft 

with psychological events occurring in a first person perspective. Overall I feel that it’s 

personal preference on the players perspective, I am glad to make the switch and focus in a 

new direction, the camera perspective also made changes removing the creature as it felt to 

close to Alien Isolation and purely focus on psychological horror such as P.T, Visage, Layers 

of Fear etc.. taking that approach and influences from Event Horizon and Paranormal activity 

and blending them into a stew pot of ingredients to create an interesting recipe is the plan 

going forward.  
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Level Design  
 

Overview  
It is important to understand that I will not only be looking at level design but also lighting 

how that affects the design and atmosphere but to make the level look immersive and 

interesting by placing lights and using technological methodologies to apply in a practical 

sense. While the design is a key component, having a keen eye for detail and applying my 

skills to that of an environmental artist and lighting artist is also a factor in the process as I 

must wear many hats to get the most out of the overall process.  

 

 

Level design layout from an early stage 
From the early stages back when I created the game in third-person, the level consisted of a 

spilt I created what was know as the fan room which was quite large to the other rooms in 

comparison. Although having that large space was created to add contrast to the level 

design, I felt the overall level was quite large to work with personally, especially if 

backtracking was going to be apart of the design. I decided to make a choice to cut the room 

and focus on a smaller and condense level for the project.  
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After the design choice was made to cut the room it left me with this shape, playing the level, 

I left it was fine in size and better to navigate but the level was very straight and linear and 

provided no corners. I played a few horror games to get an idea of the level designs and 

what the designer was trying to achieve, games like P.T and Visage used narrow space and 

corners to bring surprise and dread and I wanted to get this design also into the spacecraft.  

 

 

After some small changes I added a corer to the corridor but still the level felt linear, and 

backtracking felt like walking back and forth without other areas to explore. I know I wanted 

to use a small level and not go much bigger, so I was working with limitations.   
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I explored the level design of P.T which I noticed as the corner but also points of interest in 

the design but what makes the game scare? Level Design Processes and Experiences by 

Christopher W. Totten states -  The Level Layout The physical layout of the play space of P.T. 

is very simple. Most of the game takes place in a simple L-shaped corridor. There are one 

way doors at both ends; leaving through the one-way exit door at the end of the corridor 

transports you back to the one-way entrance door at the beginning. The result is an endless 

loop that you can only move through in one direction. Every time you step through the exit 

door, you’re moving deeper and deeper into P.T.’s labyrinth with no possibility of retracing 

your steps—it acts as a one-way ratchet on your progress. Halfway down the corridor, just 

after the bend in the L, there’s a door leading to a small bathroom. Sometimes this door is 

shut and locked and sometimes it’s open, but you can’t tell which until you turn the corner of 

the L. Further along the corridor, just before you reach the exit, the corridor widens to form 

an entry hall. There’s a permanently locked door to your left that apparently leads outside. 

Straight ahead, another door leads to the stairs down to the exit. This door can lock as well, 

allowing it to function as a valve, allowing or blocking forward movement as necessary. The 

ceiling is twice as high in this part of the corridor, and if you look up you can see an 

inaccessible dark balcony, part of a second floor you can never reach. The level is sparsely 

furnished. A few unremarkable pictures hang on the walls. The only furniture is three low 

cabinets and a coat tree. The tops of the cabinets are covered in debris—candy wrappers, 

used ashtrays, P.T. and the Play of Stillness empty bottles—as well as a few other significant 

props—family portraits, a dusty radio, a digital clock that seems to be perpetually stuck at 

one minute before midnight. But that’s it. It’s not a large palette to work with. Nevertheless, 

P.T. manages to be very scary indeed.  

If we refer to point 9. In the level design research “Good Level Design Creates Emotion” is it 

the emotional state? Before anything even happens, you sense dread by how narrow the 

corridor is and the environmental setting. I believe in horror a lot is to do with the 

environment making the player feel uneasy visually before even adding sound to the scene. 

Level Design Processes and Experiences by Christopher W. Totten explains how the corner 

plays a huge impact in the level design - The shape of the corridor is central to how P.T. 

functions as a horror game. Each time you reenter the level, you’re faced with a short walk 

from the entrance door to the corner of the L. You can clearly see everything ahead of you in 

the first half of the corridor. While it may be gloomy or dingy, you feel relatively safe. But you 

can’t see the second half of the L. It’s the rising dread you experience as you approach this 

single turn that forms the foundation of P.T.’s horror gameplay. It’s the turn in the corridor 

that creates the ambiguity required to transform the level into an anticipatory play space. If 

we could see all the way from the beginning of the corridor to the end, then we would know 

what lay ahead of us and there would be no space for our imaginations to explore. By hiding 

what waits in the second half of the corridor, the turn invites us to speculate. And the 

simplicity of the approach to the turn gives us the stillness we need for this speculation to 

grow into dread. Corners are always significant gameplay beats. Like doors, corners are 

liminal—they mark the transition from one set of circumstances to another. As a result, 

they’re always proceeded by a rising sense of anticipation as we approach them, followed by 

a rush of interpretation as the new vista reveals itself. But while doors tend to be binary—

they’re either open or closed, you’re either inside or outside—corners are analog. Turning a 

corner is a continuous process, a nuanced and interruptible unfolding. It can be done quickly 

or slowly. We can venture a quick peak and pull back or plunge blindly forward into the 

unknown.  
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P.T features looping in the level design which continuously using the l-shape corridor for 

maximum benefit. I wanted to find a way of potentially doing this without coping the design 

completely. I have been a big fan of resident evil one since first released and one of my 

favourite things about the game was its clever use of level design. If we refer to the research 

point 4. Good Level Design Constantly Teaches – it explains the use of pattern analogy, I 

believe the level design in resident evil uses this concept but the player continuously 

backtracking and learning the level layout, even years later when I went and played the 

remastered which must have been a span of over 10+ years I could still remember the layout, 

many other games I would completely forget. It is this pattern that makes the level design 

memorable, and I believe blending these two concepts could be an interesting process.  
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My final iteration during this project, I made changes based on P.T influences of the corridor 

and I added rooms for points of interest in the level design. One of the rooms is closed off 

until the player explores more where they are rewarded with access to that room. In the 

research this covers point 1 and point 3  - Good level design is fun to navigate and Good 

Level Design Tells what, But Not How. Using these concepts to reward the player on 

completion or a task to gain access to a new area, these concepts also apply in the P.T level 

design where the player gains access to the bathroom and resident evil where the mansion 

opens in parts.  I also added a room of interest where a door is open slightly, but the player 

cannot access but only look in, this adds mystery for the player and to question what is that 

room? Why is it there? The real answer is there for that exact purpose nothing more.  
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Level Design Beats  
 

Overview  
The beats will break down each part of the level very much like a walkthrough which will 

give an example of what the player must do to complete the demo.  (It is important to note 

that changes in development will change the beats throughout progression as it is not set in 

stone but rather a guide)  This will show how the level design works in theory and practice 

and how the player navigates in this space. The level design and beats involve backtracking 

and that is done for a reason which was explain previously.  

 

Level Beats  
 Start - The player wakes up dazed in a restroom on the spacecraft as you enter through the 

door you be in a hallway of the space station. 

 

Head towards the Locker Room once reached an audio signal will come through your space 

helmet. A crew member who called you previously to repair the vessel: Audio Narrative - "I 

am on the ship meet me in the Restroom. 
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Head towards the Restroom you will find no one is there. An audio signal will come through " 

I'm here can’t you see me?  Demonic Voice:  "I'm right in front of you"  The camera starts to 

glitch slightly with post-processing FX - the player freezes for a few seconds.  
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Head back through the long corridor where you will see a shadow of a young child singing a 

haunted version of "Ring around the roses" echoing in the halls the shadow then runs away 

and vanishes. The power will suddenly go out the light from your helmet will come on to 

guide you in the dark now head towards the Locker Room. 

 

Note - When the lights go out a handprint will appear on the glass on your helmet 

 

Once you are back in the locker room, the door will lock, and you are stuck in the room. You 

will hear the radio again with interference and static sound. You will hear demonic sounds 

coming through the radio.  

 

Puzzle - Use the zoom key to look at the locked door. You will hear a scrapping noise and 

letters forming as if it's being carved into the metal door the word by an invisible force. The 

words "Welcome to Hell" will be spelled out now the door will open.  
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Head back through the corridor and head towards the start where you now see the door is 

open which you can now access the spacesuit room. You will see 3 spacesuits stored in a 

container you also see some consoles and a power generator. Turn on the generator and the 

power will come on where you will be able to access the terminals. Looking through the 

terminals you fill find a set of "chilling" backstory narratives there is also some information 

with password-locked data.  The audio recordings will have film footage (Audio in place until 

we can get filmed footage) of the crew in a spine-chilling video/footage going crazy and 

possessed. You will also find information about rooms changing around.  

 

Note: The spacesuits will also be turning their heads when you're not watching.  
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You can now leave the Spacesuit Room as you leave all the doors will be locked use the zoom 

to look through the door opening into the Demon Room. You will see a demonic silhouette 

walking past the door. You will hear a door opening (The Spacesuit Room door). The 

generator will turn off again where you will use your headlamp, head back into the Spacesuit 

Room and you will notice one of the suits is missing, turn on the generator once more.  
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Once the generator is turned on you will hear another radio signal letting you know to head 

towards the Locker Room. Head towards the locker room the door will be locked.  

 

Turn back around and walk back down the corridor before you reach the corner the 

character will be motionless and unable to move. An animated cutscene will begin you will 

see the spacesuit walk around the corner with heavy breathing from the space helmet. It will 

move towards you and just as the spaceman is about to grab you, he will dissolve into thin air.  
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Carry on going through the corridor as you head through the door, and you will find it leads 

to the start of the hall again in an infinite loop. The loop will have different phases to 

complete.  
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Phase 1  
Head through the corridor again till it loops back around Note - The door you come from is 

always locked unless stated. 
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Phase 2 
Heading around the loop you will hear footsteps and breathing and whispers going on 

around you. The lights will go off and the headlights on the helmet will come on.  Continue 

through the loop. 

 

Phase 3  
As you just about reach the corner you will hear a radio signal breaking up and giving you 

instructions, you need to do the opposite. Audio - "keep going forward" do not go forward, 

depending on which way the player is facing this will dependant on which door to take. Note 

- Both doors will be unlocked after this phase.  
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Phase 4 
once you reach the end of the hallway you will be back in the locker room you will notice 

monitors with hands and people shouting - "help me" and demonic sounds head back 

through the hallway, and you will see the hallway has changed to the restroom go into the 

restroom and you will see a door ahead towards the door which leads into a dark room. The 

door will shut behind you and your headlights will come on they will start going on and off 

and you will start to see the room changing with bodies in the wall and crew members 

screaming and bone-crushing sounds as they are being pushed against metal. It will 

suddenly stop, and a new door will appear head towards the door, and you will be back in 

the hallway. Head towards the lockers room and the final door will be unlocked  

Finish - Now the door is unlocked in the locker room once you go through the door you will 

enter the sunroom a  cinematic scene will begin - where you see the sun reflecting in an 

eyeball and fade out.   

 

Level Design Analysis 
My analysis on the level design is I need playtesting at feedback once the beats are 

programmed throughout the level, having this feedback will be crucial going forward. I 

would of liked to do more iterations and experiment more as I made one design and iterated 

minor changes but with juggling tasks and making the level look good for story telling 

purposes and setting the emotion for the player was my goal. Which can be referred to on 

point 9. Of level design research - Good Level Design Creates Emotion. Having that story 

telling element and visuals is what is going to help fund the game I believe for Tranzfuser, I 
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went with my initial feelings and rolled with it focusing on lighting and post-processing vfx to 

sell the scene. An example which was brought up by the description of P.T -   

The only furniture is three low cabinets and a coat tree. The tops of the cabinets are 
covered in debris—candy wrappers, used ashtrays, P.T. and the Play of Stillness empty 
bottles—as well as a few other significant props—family portraits, a dusty radio, a 

digital clock that seems to be perpetually stuck at one minute before midnight. But that’s 
it. It’s not a large palette to work with. Nevertheless, P.T. manages to be very scary 

indeed. 

Even with something very bare and basic, if you set the right mood, you can create horror 

from visuals alone. I plan on the future after trazfuser to look more deeply into level design 

and came across some amazing books and research -  

• An Architectural Approach to Level Design by Christopher W. Totten.  

• Level design: processes and experiences by Christopher W. Totten. 

• The Hows and Whys of Level Design by Sjoerd “Hourences” De Jong 

research and development practice – 

A Beginner's Guide to Designing Video Game Levels -

https://gamedevelopment.tutsplus.com/tutorials/a-beginners-guide-to-designing-video-

gamelevels--cms-25662 

Ultimate Level Design Guide & How to Create a Map in 11 Days -

https://www.worldofleveldesign.com/categories/books_dvds/ultimate-level-design-guide-

11daylevel-design-guide-ebooks.php 

Level Design Compendium - https://trello.com/b/AM3ZOmAd/level-design-compend 

I plan on focusing more in-depth and exploring level design as I have so much to learn in this 

discipline, this will only help me as a designer for future projects.  

 

 

Sub-Levels and Level Streaming  
The team was having issues with source control and checking out the same level as we are all 

currently on the same branch on the server. I setup the sub-levels where each level is 

steaming each discipline for example -  

Demo_Main  

Medbay_Geo  

Medbay_Lighting  

Medbay_Gameplay 

Medbay_Audio 

This give us a separate streamed level where everyone can work on their own discipline and 

can check out the sub-levels which the master will be the persistent level where the sub-

levels will link to the parented level. 

https://gamedevelopment.tutsplus.com/tutorials/a-beginners-guide-to-designing-video-gamelevels--cms-25662
https://gamedevelopment.tutsplus.com/tutorials/a-beginners-guide-to-designing-video-gamelevels--cms-25662
https://www.worldofleveldesign.com/categories/books_dvds/ultimate-level-design-guide-11daylevel-design-guide-ebooks.php
https://www.worldofleveldesign.com/categories/books_dvds/ultimate-level-design-guide-11daylevel-design-guide-ebooks.php
https://trello.com/b/AM3ZOmAd/level-design-compend
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The documentation to set this up is found here - https://docs.unrealengine.com/4.26/en-

US/Basics/Levels/CollaborateWithSublevels/ 

Another source explaining in more detail - 

https://www.youtube.com/watch?v=PyMMgWKd5QM 

I set up level streaming in the project, the goal was to have everyone work on separate 

layers, this works very similar to layers in photoshop where audio will be pasted in the audio 

layer, lighting in the lighting layer and so forth. This helps the teamwork on separate layers 

in the level using source control there is no overlap causing issues when working at the same 

time and pushing the project changes through source control.  

 

I wanted to create a room with overlapping geometry but having everything on separate 

layers, this means that having the room overlap requires each room cut into sections. Each 

section of the room would need cutting up into sections for overlapping geometry to work, 

this, in theory, this would work but could cause issues with the team working on separate 

layers. I feel this technique requires trial and error.  

 

https://docs.unrealengine.com/4.26/en-US/Basics/Levels/CollaborateWithSublevels/
https://docs.unrealengine.com/4.26/en-US/Basics/Levels/CollaborateWithSublevels/
https://www.youtube.com/watch?v=PyMMgWKd5QM
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Example –  

Red – Would be a room one player 

Green – would also be a separate room and so on..  

 

The reason you might ask yourself is why am I worrying about level streaming and 

optimisation at this stage of development when in theory the level design might change? I 

think it is good practice to work on this early in development and any changes can be easily 

copied into the layers even setting up a whole new level the level streaming method will be 

the same. I highly recommend any developer to work on this early as it –  

• Makes the level run smoothly for optimisation  

• It lets you get creative with level design and plan out accordantly how the level will 

work for example will the streaming work or do I need a corridor here or a lift to think 

about optimising. Leaving this too late and not thinking about it could potentially 

cause issues in the level later.  

Being as this is the first time, I have set up level streaming, I at first felt overwhelmed due to 

never using it before in a project. I knew it was something that would be needed at some 

point, and I am glad I tackled this early. It made me think differently about level design and 

now when I play games, I understand the reason why they added a tunnel, lift or corridor in 

certain parts of the level. That is mostly due to level streaming. Once the player reaches that 

point the rest of the geometry unloads and the new part of the level loads saving Fps. This 
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also helps towards my level design theory thinking what parts should load and unload and 

how I can create that in modular design. 

 

 

Space Helmet  
 

Overview  
I wanted the player to be in a spacesuit throughout gameplay, I researched other space 

games and movies where the main protagonist uses a spacesuit. In most games however they 

only use it a brief time period and I liked the idea of having the player living in the suit as it 

brings another depth into the immersion and experience of what it would feel like in space.  

One of the main influences was Alien Isolation where a brief moment the player wears a 

space helmet Video link to helmet  - https://www.youtube.com/watch?v=_hYDOqsGQxM 

I feel the helmet adds a lot making the player feel more claustrophobic with their field of 

view limited, which gives a good usage of jump scares.  

The helmet not only visually plays a part but also a good usage of audio, adding in breathing 

which we can use for dramatic effect such as increasing and decreasing of moments of 

intensity.  The idea of using the helmet for incoming radio signal frequencies is a great way to 

add many different factors in gameplay such as directing the player where to go, audio 

scares, psychological effects with audio cues etc..  

 

Creating the Helmet 
To create the helmet I believed using a 3d model and attaching it to the camera would give 

the most realistic effect, it was recommended a widget but I felt it would feel very flat and 

give a UI type vibe which is not what I was looking for in terms of visuals, Referencing the 

space helmet used in Alien Isolation, I could clearly see this was a 3D model attached to the 

player camera as it moves with the camera shake and also you can see the 3D dimensions of 

the model in gameplay.  

 

https://www.youtube.com/watch?v=_hYDOqsGQxM
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I gave the task to Liam to produce a model helmet and stated to focus on the inside as the 

player will not see the outside. After receiving the model the details where on the outside 

and limited on the inside, which I am unsure why this was the case but I decided to give the 

task to Sam after I felt I could trust Sam to produce a correct and finalised version of the 

helmet.  
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Liam’s model Iteration of the space helmet -  

 

Giving the task to Sam, he made a few drawing concepts which gave me a good idea on the 

type of helmet design to go for before going into the 3D modelling process. This was the 

correct way of doing this I feel as it gave us a starting point and a visual reference without 

being time consuming.  
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I really like the second down on the left, although I felt most could work but having the 

narrow field of view from all sides would make the player feel more claustrophobic than the 

others. I still open to the idea of using other variations further in the design process if 

needed.  

Early stages of blackout that Sam created, I felt the viewport was too small and needed 

iterations, I circled a guide to Sam to communicate a clear point of what I was intending to 

say.  
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After attaching the helmet to the camera, I did some quite testing on the viewport after the 

iteration, It worked really well after the first try.  
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Attaching the Helmet  
To attach the helmet to the playable character I went into the first-person pawn and attached 

the helmet directly to the camera. This allows the helmet to fit anywhere the camera is 

moving, if not attached it will just float there and the camera will move but not the helmet, 

giving weird results in the process. As the helmet is directly attached to the camera anything 

such as camera shake will work hand in hand directly with the camera and helmet which is 

directly attached.  

 

The view port you can see I added the glass to the camera, but this was separate and just 

needed to be aligned correctly. The process requires adjusting in and out of the viewport to 

get the helmet glass and camera all in sync.   
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Early Screenshots of In-Game Helmet  
These are some early shots of Liam’s helmet which require a lot of work and I needed to 

really stretch out the helmet to get the viewport to fit. It also remined me of looking out of a 

trashcan rather than a helmet but was also a good test to see how the helmet worked and felt 

in the game early on.  
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I exaggerated and stretched the helmet in this shot to get an idea of a larger viewport out of 

curiosity and wanted to see how it initially felt.  
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Later Designs  
The finalised designs where almost there but needed fixing in areas, as you can see from the 

image below, I had issues where the glass would reflect light but would surround the whole 

area, I needed to fix the textures in photoshop.  

 

I took the original texture Sam did and loaded it into photoshop, I needed to mask the texture 

with the base material and opacity so the textures would only affect the outer glass areas of 

the material when light shinned on it. I looked at references again from Alien Isolation on how 

they achieved this, I took the base material and added black paint in the centre view and 

slightly used an opacity on the outside to add depth to the textures. I then added white to the 

opacity texture by inverting the paint layer from base to the opacity texture.  
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Early testing it seemed to work but again looking at the alien isolation testing I felt it needed 

more depth like rain drops to add humidity like it has been breathed on from the player and 

added outside water texture. I found a raindrop texture on google and added that to the base 

material and the normal map to add depth.  

 

To setup the material in Unreal, I needed to change a few different settings for glass, I set the 

material to Translucent and made the lighting mode to “Surface Translucency Volume” for 

the correct affect of opacity I inputted a multiply node and set it at 0.9 just so it was clear 

enough to see from but not affecting the outer material to much. To get the effect of the 

normal and raindrops I used a parameter with multiply and append nodes in the alpha 

channels and play around with the settings in engine to get the desire effect.  
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In-Game Screenshots  
These are the updated In-game screenshots of the helmet, as you can see the light reflection 

on the glass as really great results.  
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Space Helmet Analysis  
I still need to work out some issues with how the light reflects upon glass as it only seems to 

affect the outside in from camera view rather than directly looking at light. I tried different 

methods using two sided materials and reflection based nodes but have had no luck 

currently. I plan on working this out further along in development, but I am happy where it 

currently stands to showcase from Tranzfuser.  

 

Camera Post Processing settings 
First person camera setup - I setup the first person camera using the default UE4 first 

person and deleted the gun has etc and kept the camera and Collison. To set the character 

speed I adjusted the parameters in character movement using the character movement 

component I played around with different settings and found 150.0 to be a good balance of 

pacing for a horror setting however these could be adjusted through level design and 

playtesting, I also removed the jump function as I want the player to be grounded and 

vulnerable in their movement.  

Post Processing camera – For the camera I applied post processing effects to give an 

interesting look and feel from the first person camera viewport. I used a vignette and added 

grain to the camera I find adding a bit of shadow in areas even very subtle limits the players 

view port just slightly which from my research is used for great effect in horror games 

especially. I also added grain to the camera I feel this gives of a nice stylistic horror effect 

which a lot of camera recorders used in the 1920’s which is an effect used in many horror 

films.  

Another effect used in horror films used in movies is the use of DOF (depth of field) used in a 

first person camera shot for a hazed vision which gives reduced vision especially effective 

when heading around corners or long corridors.  By balancing the use of focal distance and 
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aperture I can get a small subtle DOF with that and the mixture of grain and vignette gives a 

stylistic horror much like the player is looking through a camera.  

 

Camera Zoom 
I created a zoom function in Ue4 using a true and false statement on a timeline function. I 

created a float track and added keyframes from 0 time and 90 which is the value which is the 

default of FOV (Field of View). I then set another keyframe and played around with the 

parameters to get the zoom adjustment I felt was just about right. I set the time to 1 and value 

to 41 which felt the amount needed for the zoom (The time needed to be more that 0 and 

value less than 90 for the zoom function to work correctly) 
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Here is a GIF showing the zoom function in action. 

https://media.giphy.com/media/FQ8EUTCBCmJC6eFDC2/giphy.gif?cid=790b76114d47bdb

4b0c5bcc066593fd84f3c0a1390099b37&rid=giphy.gif&ct=g 

 

Camera Zoom Analysis  
Now the helmet is added to the camera this function could do with looking into by either 

reducing zoom or possibly looking into the helmet using the zoom function like a built inside 

https://media.giphy.com/media/FQ8EUTCBCmJC6eFDC2/giphy.gif?cid=790b76114d47bdb4b0c5bcc066593fd84f3c0a1390099b37&rid=giphy.gif&ct=g
https://media.giphy.com/media/FQ8EUTCBCmJC6eFDC2/giphy.gif?cid=790b76114d47bdb4b0c5bcc066593fd84f3c0a1390099b37&rid=giphy.gif&ct=g
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camera to the helmet using a camera HUD could also work. It will be something to think about 

in the future of development.  

Link to GIF of helmet with Zoom - 

https://media.giphy.com/media/71QV0s1JWYMv6isVn2/giphy.gif?cid=790b761103a0fffa1bc

a1cf08229000bd03a53c1f92799fb&rid=giphy.gif&ct=g 

 

Spaceman Animation  
During the project we had an animator Christian Fletcher who was going to animate the 

spaceman, unfortunately I have not been able to get hold of him and he is now officially out of 

the project. Christian rigged and skinned the model, but we had no animation, I decided to 

do this myself using tools such as Mixamo to get this working in engine.   

What is Mixamo? Mixamo is a 3D computer graphics technology company. Mixamo's 

technologies use machine learning methods to automate the steps of the character animation 

process, including 3D modeling to rigging and 3D animation. I uploaded the character to 

MIxamo which auto rigged the model and downloaded the character with the rigged skeleton 

and searched Mixamo to find suitable animations I can use in the engine. It is important to 

note to keep animation in Place when exporting animations from Mixamo to Unreal. I 

download a walk cycle and an idle animation from Mixamo which I then important into Unreal 

including the model with the rigged skeleton. Once all the rig and animation are imported, I 

needed to attach the skeleton rig to the model in Unreal.  

To get the animation to move requires a few steps in order for this to work, I created a 

blueprint class and created an AI Controller and also an Enumerator, I created a walk 

function inside the Enumerator, future function will also be created inside the Enumerator. I 

then created a Character Class which is used a master character, I imported the mesh of the 

spaceman into the Character Class and aligned the mesh to the capsule. This master will be 

what is currently the character in the engine for the animations to function, I attached the AI 

controller to the Master in the details panel. 

https://media.giphy.com/media/71QV0s1JWYMv6isVn2/giphy.gif?cid=790b761103a0fffa1bca1cf08229000bd03a53c1f92799fb&rid=giphy.gif&ct=g
https://media.giphy.com/media/71QV0s1JWYMv6isVn2/giphy.gif?cid=790b761103a0fffa1bca1cf08229000bd03a53c1f92799fb&rid=giphy.gif&ct=g
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I then created an animation blueprint and attached the skeleton, in the AnimGraph I created a 

State Machine node so the animations can swap between different states. I needed to go back 

and select the mesh in the master and select the new Anim class function in the details panel.  
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Inside the state machine, I added two new states one called “Idle” and the other “Walk” 

Inside the states I connected the animations to the correct states and connected each state 

back and forth to each other. 

 

To setup the transition of Idle to Walk this needs to be programmed using Transition Rules, in 

the UE4 documentation it explains an in-depth analysis on what Transition Rules are - 

https://docs.unrealengine.com/4.26/en-

US/AnimatingObjects/SkeletalMeshAnimation/StateMachines/TransitionRules/ 

Programming needs to occur in order for the transition between both states to work. In the 

animation event graph, I needed to cast character AI and set the speed and velocity for the 

system to work. 

https://docs.unrealengine.com/4.26/en-US/AnimatingObjects/SkeletalMeshAnimation/StateMachines/TransitionRules/
https://docs.unrealengine.com/4.26/en-US/AnimatingObjects/SkeletalMeshAnimation/StateMachines/TransitionRules/
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Now this is setup I can enter the state rules and get speed to get the function working so it 

transitions correctly between both states by using equal and not equal.  

 

 

 

Using a function setup in the master AI using the Enum created for the walk function, I created 

a custom event in which I created an AI Move To using a target point. This function will allow 

the animation setpoint and able to move to a location in the level where you place a target 

setpoint for navigation.    
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I added a nav mesh bounds volume to the corridor and added a target point to the end of the 

corridor, I then selected the target point and added the master AI to the level. Note – I also 

needed to set the speed of the character in the details panel to set the walk cycle correctly 

and I needed to uncheck Use Controller Rotation Yaw and check Orient Rotation to 

Movement in the character movement master AI. 
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Analysis 
Due to the animator leaving the team in the last few weeks it left me no choice but to animate 

myself using tools as effectively as I could in a short space of time. I am very pleased with the 

outcome although it has left me with over work, I needed to focus on in the back burner, but I 

felt this was an essential part of showcasing our game for transfuser for a trailer and 

streaming it was a trade-off that needed to happen. Although this is mainly for a trailer 

purpose having the animations working and setup will save time for production as we can use 

this animation and add in summoning AI when needed into the level beats. 

We were initially looking to contract an animator but having tested and got this working I feel 

an animator might in fact not be needed especially for simple walk cycles. If we require 

complex animation, I will certainly then investigate contracting but for now Mixamo has done 

a great job in covering these areas.  

I uploaded a video link to YouTube showcasing the animation I created  - 

https://youtu.be/adY5SNvUx4k 

 

Project Management  

Team Management Overview  
As team lead it is highly important that I direct the group through the same direction 

throughout development and keep everyone aligned on the same path. My goal as team lead 

is not to tell others what to do but help direct everyone on the team reach the vision and 

execution on the project by guiding and managing the team using tools and solid 

communication throughout development.  

I will be setting up team milestones using a project management tool and assigning tasks to 

the group with completion dates to keep the project and motivation going each week. I have 

created a one page GDD which gives a brief overview of the project explaining the what the 

game is, how the game is played and the milestones. I plan on developing further into a full 

GDD where it breaks down the project and development into full detail giving the team a 

solid direction and vision of the overall project and what we are trying to build.   

I plan on setting up regular meetings throughout development so we can talk as a group and 

discuss issues, development ideas, progress and more. I will be writing a morning message 

daily to see what everyone is doing each day and I will also explain what my plan is and treat 

it as a morning scrum meeting. (Although I don’t always get full responses due to others 

having commitments with work etc. saying what I am working on keeps me focused on the 

task in hand)  

The scope of the project and the main goal is to develop a vertical slice of a 5-20min demo for 

showcasing. We aim to get a high-quality demo built by the end of Tranzfuser ready for 

pitching to publishers and investors. Although this will not be a finished game it will be small 

example of the initial idea of the demo that will give an overall view of the game. The goal of 

creating a high quality 5-20min demo is to show publishers wanting more! This will in turn 

allow us to be investable and shows – 

https://youtu.be/adY5SNvUx4k


 pg. 77 

1. We are able to make it, not just show ideas but showing a working example for 

publishers to build trust in funding the project. 

 

2. The goal, what the project is, the mechanics.  

Using project management tools will be essential in the development of the project, we will 

be using Hacknplan which was designed especially for game development. Using this tool 

and managing the team I will be setting up time frames for each person to hit each week and 

set up weekly scrums which will be very beneficial if we are working remote.  

As the project goal is to aim for around 5 - 20mins gameplay that gives the team a realistic 

and time-bound goal to aim for, this also allows the ability to add in key features needed in a 

space small of gameplay, as the scope is a small chunk of the overall game this allows time to 

get a high-quality demo ready for showcase and ready for pitching beyond tranzfuser.  

The team goal is to treat this as full-time employment and supporting ourselves through any 

part-time work mainly for contract for clients. The team and I aim to take this seriously and 

put in the time that is needed to reach the required goal.  

The S.M.A.R.T criteria will be an essential part in time managemt and something I will be 

referring too time and time again throughout the project with the team To make sure your 

goals are clear and reachable. 

• Specific (simple, sensible, significant). 

• Measurable (meaningful, motivating). 

• Achievable (agreed, attainable). 

• Relevant (reasonable, realistic, and resourced, results-based). 

• Time bound (time-based, time limited, time/cost limited, timely, time-sensitive). 

Using the time of tranzfuser and university studies gives us a long period for development 

and focusing on a small scope of 30 mins polished gameplay will be the focus. We will be 

using the £5,000 funding towards the project that involves additional costs from external 

clients I.E – voice actors, soundtracks. 

Due to the situation, it is unlikely we will be using the money towards travel costs, this gives 

us a focused approach to use the resources strictly to invest in the project and aim for the 

high quality we require for paid work to produce the 30 min demo to a very high standard. 

Once we have a finished demo, we can use the £20,000 (if we win) to put that into travel costs 

and marketing and seek out funding to potential investors and publishers to gain bigger 

finical gain to support the team into full-time development.  

Currently the time scope of full-time development to a fully complete game of this magnitude 

we will be looking around 3-4 years of development and would be looking to gain publishing 

and investment deals to help support the funding of living costs to support me and the team. 

The total cost to support us in that period is roughly £200,000 for 3 years so getting sources 

for crowdfunding and other avenues will help towards the total costs for long term 

development.  
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Tools Overview  
Throughout the project I will be producing and managing the team using project 

management tools to get the best outcome of the project. The tools I will be using are 

Hacknplan, Discord and Github. In this section I will be breaking down the process of how 

I produced the team and methods used throughout the project.  

 

Project Management Tool 
The team will be using Hacknplan which I have setup and assigned to every individual 

working on the project. Why Hacknplan to other project management tools? After 

researching on what project management tool would be best suited for the team’s needs. 

HacknPlan is a project management tool for game development, that brings game design and 

project management together to provide a better workflow and more intuitive organization 

for game development teams. Although it does not follow a specific one, the tool heavily 

inspired by agile methodologies. However, unlike other project management tools, 

Hacknplan was created with game development in mind Hacknplan uses a system called 

“Boards” which already has a template custom to game development break each class into 

sub-divisions such as Art design and sound.  

 

The board is broken up into four sections Planned, In Progress, Testing and Complete. 

HacknPlan is designed for iterative development, so when a task is ready to be started it 

should be assigned to a specific Kanban board, where the work is tracked. This puts the task 

in the Planned stage, meaning that it will be accomplished during a specific milestone, but it 

has not been started yet. 

In progress: This means someone already started working on the task. Testing: Most of the 

times, a task is somehow evaluated after is theoretically finished, to verify that it fulfilled its 

purpose. I will be assigning the teams tasks into this category and refer to scrum meetings 

which I will break down later into the journal.  

Testing:  A task is somehow evaluated after is theoretically finished, to verify that it fulfilled 

its purpose. This stage is for that matter, and the testing will vary a lot depending on the type 

of task: for example, testing some feature in the game, evaluating a concept art, sound design 

and checking a model works properly in the engine. Throughout the project the tasks will 

move among in progress and Testing stages  part of a process of correction and re-

evaluation. The testing segment throughout the project will be evaluated by me before 

anything goes not the completed section, so the work can be evaluated and tested by myself 

to check if this is completed or not to a high standard.   

Completed: When the task has been done and verified by myself, it goes to the completed 

stage. The task keeps assigned to the milestone after is completed, this way you can go back 

to finished milestones if you want to check something from the past. A task can be reopened 

at any moment. If a task is moved to another board the status of the task will be “reset”, 

meaning it will go back to the Planned stage. 

Note: The categories can be customised by adding more but I believe keeping things as 

simple as possible for the team to understand is essential to use this software Effectively. 
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Hacknplan also features a Backlog: The backlog is a container for future work. Many times, 

you create a task, but you don’t know when you’ll work on it, so it’s added to the backlog. 

The backlog will be used as possible ideas and iterations but not of high importance and 

used for idea generation rather then put on the main board to separate workflow and ideas.  

 

 

Analytical Review   
After using the project management for a over the course of a month, I have found some 

issues which I have addressed early dating 17/06/21. I made everyone have admin access 

which gave everyone full control of the software which now I have currently changed to 

myself using the software so I can review the process of completed items and also create 

tasks as it was getting overflowed with tasks that was hard to be understood and 

communicated effectively.  

I plan on using the tool and setup meetings so the process of development can be reviewed 

to meet a high level before it can be in a completed state. This also keeps production tidy 

and clear to communicate to myself and others.  

 

 

Communication Tool 
We use Discord as our main source of communication tool which is setup for text chat 

channels and voice communication within the group.  I broke the channels into separate 

disciplines such as Art, Design, Code etc to keep subjects to refer to when needed and does 

not get lost in a single channel. I have also added channels for documentation and Tranzfuser 

information to separate things in order.   

I will break down the channels and the way it is setup currently  17/06/21-  

Text Chat 

➢ General 
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Voice Chat 

➢ General  

Story 

➢ Overview 

➢ Beats 

Art 

➢ Concept Art 

➢ Character Design 

➢ 3D Environmental Art 

➢ Logo Design 

➢ Storyboarding 

Design 

➢ Game Design Documentation 

➢ Level Design 

➢ Ideas 

➢ Mechanics 

UI 

➢ Menus 

➢ User Interface 

➢ User Experience 

Cinematics  

➢ Cut Scene 

➢ Scripted Events 

Animation  

➢ Character Animation 

Programming  

➢ Blueprints 

➢ Unreal Engine 

Sound 

➢ Sound Design 

➢ Wwise 
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Tranzfuser 

➢ Information 

➢ Pitch Video 

➢ Application Form 

➢ News 

➢ Calendar Dates 

➢ Documentation 

➢ Monthly Updates 

➢ Trello Board 

Project Management 

➢ Project Management  

➢ Source Control 

 

We use the discord as our platform for online meetings which is great for sharing screens and 

to talk about issues in development.  
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Marketing 

Target Audience  
 

Dark Arts Productions - Target Audience  

Our goal as a team is to create a correct target audience, this helps identify the audience we 

need to sell a mass production and targeting the correct crowd of interest. A studying from 

Statista 2019 to 2020 shows a huge number of releases throughout the year. 

From 2019 - 8,290 games were released on steam then in 2020 – it risen by a huge margin of 

34,000 with a whopping 265,000 on the app stores. This equivalent of 22 games released per 

day!  

 

 

With so many games release it is vitally important to find the target audience to get the 

maximised potential in releasing the game. Releasing a game involves risks and finding that 

target audience helps reduce the risks by swaying the dice roll in your favour, an example of 

that would be if I rolled a dice I could get any number between 1 and 6 but if we weigh the 

dice to our favour we could roll between a 4 and 6 increasing potential marketing 

opportunities to release a successful game.   It is also important to avoid wasting money, 

having a researched audience beforehand will direct you the correct sources.  

One of the key factors from research is that having similar games is a good thing because it 

sets you up with a benchmark of similarity, having something very niche or new will leave 

you with little target audience to benchmark from. Having a balance of something similar and 

having an interesting or different concept to standout is what will make the game interesting 

to the target audience.  

As a group we looked at marketing competitors in the same genre and looked at the 

benchmarks of sales. These figures where estimated figures according to Steam Spy – 
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• Maid of Sker (2020) – 20,000-50,000 Copies Sold on Steam  

• Layers of Fear 2 (2019) – 50,000-100,000 Copies Sold on Steam 

• Amnsesia: Rebirth (2020) – 200,000- 500,000 Copies Sold on Steam 

• The Blair Witch (2019) – 500,000-1,000,000 Copies Sold on Steam  

We looked at games that where horror and targeting in the last 3 years as the markets are 

constantly changing as a team, we felt it was relevant to look at newer targets than referring 

to old, dated figures. We looked a realistic figure 20,000 stream releases as a target but in 

essence having anything more would be amazing and with games the target range could 

differ greatly. We looked at titles such Maid of Sker which was a title released by Wales 

Interactive which is the only large studio in Wales currently. Other horror titles made by 

indie studios such as layers of fear and Amnesia (Keeping in mind these are the second titles) 

and AAA Blair Witch which is also developed by Bloober Team which did layers of fear. 

Although Bloober Team call themselves indie which at the time of layers of fear they would 

have been, but by the time Blair Witch came around they would be in the realms of AAA and 

having the title from the success of the movie and the name behind it and the IP with help 

from publishers which push it to the million sales on steam.  

Looking through a more in-depth analysis of progress we can use tools such as Google 

Trends which shows the spikes and investigate why the spikes raised at these time periods 

and why they have tailed off. Most of the time through research it tends to be trailer releases 

or sales and marketing techniques which increase spike count, but we can use other tools to 

also get a deeper analysis. There are platforms that deliver services which do the analytical 

data approach such as Quantic Foundry but come with a high price tag It will be something 

we consider with funding but for the time being we can use free software to get some clues 

and data from our own research to comply a target analysis.  
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Maid of Sker which was a title released by Wales Interactive which is the only large studio in 

Wales currently. 

A map outlining studio locations found at https://gamesmap.uk/#/map shows the number of 

studios here in Wales. Researching I found that the studios that are in Wales are majority solo 

developers or a very small team working on mobile games with Wales Interactive being the 

main studio that focus on the realms of AAA standard. This gives us a huge potential market 

and gap in the industry by geographical location and our team goals is to put Wales on the 

map as a place where it becomes a gaming hub.  

https://gamesmap.uk/#/map
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Tranzfuser 
 

Introduction 
Me and my team applied to Tranzfuser where we were selected from the university of south 

Wales to take part. This was fantastic news, as my goal was to start up a business and this is a 

great steppingstone to help achieve this dream going forward. Tranzfuser requires monthly 

updates and much more work and I believed this has taken up half of the module time due to 

demands and was relevant to put towards my work as a module output. The major project 

and tranzfuser project will be the same and running in conjunction to one another. 

 

Boot Camp 
In tranzfuser we were require attending a weeklong bootcamp this gave a overview of the 

programme and what is coming up for future work requirements. I have listed the timetables 

below of what subject was given or certain days.  
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Dark Arts Productions – Logo Design  
 

We needed to create a logo for our team’s company name: Dark Arts Productions. I took this 

into photoshop (Ideally, I should have used illustrator because of vector but was not familiar 

with the program) which I created a template of basic ideas.  

The design was a simplistic design although I do not think it will be a final design by any 

stretch but fine for a basic logo. I plan on paying a graphic designer to create a professional 

logo in-time that is vector base. 
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Team Skills Assessment  
 

Tranzfuser gave the team a task to put together a team skill assessment chart indicating key 

skills of the areas our team excel at. I created a graph in excel and put down a score of an 

estimate where I think our skills lay.  

 

Index  

0 = we have no one in the team able to take on this area of responsibility  

10 = we have one or more team members who have taken a game from concept to public 

launch able to take on this area of responsibility 

Description of Skill Areas 

The Skill Areas are defined as follows: 

• Direction: includes responsibility for holding the overall project vision and making 

the tough decisions when creative or technical limitations require compromises to be 

made or key features to be sacrificed. 

• Production: includes responsibility for identifying the critical path of project 

development, defining asset requirements, tracking progress of work towards feature 

completion, and resolving resource disputes in situations where limitations require it. 

• Business: includes responsibility for all commercial matters such as deal making, 

contract negotiation, legal review, accounting, cashflow management, payroll, etc. 

• Code: includes responsibility for all technical aspects of the project’s requirements. 

• Art: includes responsibility for all visual aspects of the project’s requirements. 

• Audio: includes responsibility for all audio aspects of the project’s requirements. 

• Test: includes responsibility for defining expected performance criteria and 

assessing all product features against those to ensure the game performs as 

advertised for players. 

• Promotion: includes responsibility for finding, engaging, growing, and retaining a 

paying audience for the product. 
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• Design: includes responsibility for defining and communicating the functional and 

aesthetic requirements of all game features to a level that is detailed enough to be 

passed to the relevant discipline (code, art, audio, etc.) for implementation. 

 

 

Team Tasks 
 

During an early meeting introduction into Tranzfuser we were given a task about Alignment 

and the importance of being all on the same page in terms of why we are doing this. The 

question asked was “What your group is trying to achieve?” we where given a minute to 

write down our answers. Once the minute was over, we then broke out into our session rooms 

where we then gave our answers to see if they aligned with one another.  

My answer I wrote down - To create a 20 min prototype which we will pitch to publishers for 

funding to work full time and creating a finished product. 

The others in the group came up with all the same answer which means we was on a great 

start and all on the same page.  

 

This task was to show how not being on the same page could cause issues and conflict in the 

group.  

 

 



 pg. 92 

 

The images show an example of different parts of the team going in either the same direction 

or different. If the team is going in the same direction and working hard the project will 

essentially be getting a lot more done that if the team are all working hard but are all in 

different directions which can slow the progress of the project entirely.  

 

Progress Updates & Development Plan 
 

Progress Update Video 
During the development of your project ahead of our reporting events we will require a short 

update video to be produced at the end of each calendar month so that we can track your 

progress. 

 

Development Plan 
This word document should be used to outline your development plan and can be referred to 

during your video progress updates to provide a sense of where you are at and what is 

changing. 

 

Because the video progress updates are based around calendar months, we request that you 

provide the plan in that format, regardless of the frequency of your internal development 

milestones or sprints. 

 

This is only intended to give a general indication of the work to be carried out and what you 

intend to pitch and eventually showcase at our showcase event.  You may update the plan as 

you carry out the work, and we ask that you send us the updated plan along with your video 

progress updates. 
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The plan for future months can be less detailed early on, especially where you are using an 

agile development methodology (although we would still expect to see a general outline of 

your plan as it currently stands). 

 

We will not provide any feedback on these documents they are purely for our viewing and to 

enable us to track your progress remotely. 

 

Additional Guidance 
 

Progress Updates & Updating Your Plan 
Your participation at the showcase is dependent on you providing these updates and 

producing a playable demo (along with attending the pitching event). 

 

You may provide us with an updated plan during development to reflect any changes to the 

project, although we wouldn’t expect these changes to significantly reduce the time spent on 

development, or to affect the overall goal of producing a playable demo for display. 

 

We understand the nature of prototype and demo development, so any reasonable changes 

will be accepted, but we do require that an up-to-date plan is maintained. 

 

Additional context for any changes will be expected in your progress update video.   

 

High Level Feature List 
For each calendar month, please list user-facing features that are currently expected to be 

developed within that period. 

 

You do not need to include detailed feature information, and this is not intended to be an 

exhaustive task list.  This table should simply resemble a bullet point list of descriptive 

feature headings that you can show progress on in your update video. 

 

Broader development goals can also be listed to provide context, or where specific features 

have yet to be identified (generally for later in the project or where an agile development 

process is being used). 

 

The development status of features can be expressed as a percentage, or in simple terms 

based on your development process (such as ‘1st Pass’, ‘2nd Iteration’, ‘Feature Complete’, 

‘Alpha’, ‘Beta’, etc.) 
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You may also want to outline planning for Tranzfuser events or activities such as pitching 

event,  showcase or Tal Registry. 

 

Employee and Contractor Information 
 

Please list the employees and contractors involved in the work being carried out, this will 

help us understand the scale of your ongoing development. 

 

Role information should indicate the general skillset of the individual (programming, design, 

art, audio, production, etc.). 

July (Plan for July and overall plan for July-September completed submitted 2nd July 2021) 

Development Plan – July to September  
 
 

 
July 

High Level Feature List (user-facing or goals, not individual tasks) Expected Status 

Changing Environments – The environment and rooms will change in 
a scripted event in the story narrative.  

Level streaming 
working on 
persistent level in 
test build.  
 
Implementation is 
master build (End of 
July) 
 

Source control setup – We tried Git but found it limited for the use 
of Unreal Engine and now implemented Perforce into the project.  

Currently setup and 
running.  
 
Currently Running.  

Item Interaction and inspection – Player picks up and object and 
able to rotate and inspect the item.  

Setup in test build 
area and in the 
process of further 
testing.  
 
Implementation is 
master build (End of 
July) 
 

Fragments – The player collects fragments and stares at the object 
for a few seconds before it vanishes and appears as a piece on the 
wall.  

Build and testing 
needed in the 
master build.  

Company Name: Dark Arts Production 
Project Name: Confinement 
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Implementation is 
master build (End of 
July) 
 

Space Helmet – The player will be wearing a helmet which will be 
attached to the camera. 

Test model done 
need to apply and 
attach to a child of 
the parented 
camera.  
 
Implementation is 
master build (End of 
July) 
 

Spaceman AI -  The spaceman is the scripted AI event in the level.  Model done slight 
iterations but 
nothing major. 
Scripted AI in testing 
period but needs 
setting up in a later 
period.  
 
Implementation is 
master build (End of 
July) 
 

Spaceman Animations – The animations from a walk cycle but also 
looking to experiment with unnatural movements such as creatures 
for the movie “The Thing”  

Animation testing 
currently needs to 
be done including 
rigging and skinning 
ideally tests in July 
and further 
progression through 
august and polish by 
September.  
 
Animation tests  
(End of July) 
 
Test and polishing 
(August)  
 

Niagara VFX – Exploring the use of Niagara in engine which will be 
applied I the level such as Spaceman and holograms and other 
methods in the level.  
Humanoid model – Human model in that will be stuck in wall with 
animation effects.  

We will be exploring 
this in august 
preferable.  
Model WIP 
currently from July, 
planning on 
finishing model by 
the first couple of 
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weeks and in august 
look into FBX Morph 
Target Pipeline. 
 
Implementation is 
master build  
(August) 
  

Sound iteration with WWise  Currently having 
issues integrating 
wwise through 
perforce but plan on 
getting that sorted 
ASAP (Beginning of 
July) 
 
 

Terminal UI and interaction. Terminal UI will be 
setup using a widget 
and will be powered 
on using a 
generator. The 
power will be 
switched on using a 
class system to 
reveal visibility.  
 
Test build  (July) 
 
Polished (August) 

Narrative sound design – Voice Over Response from external source 
through radio signal in space helmet the player is wearing. 

Robotic voice over 
for testing (July)  
 
Actress voice over 
(August) 
 
Polished or changes 
needed (September)  

Ongoing live WIKI GDD using Nuclino On going live GDD 
by Team Leader 
(July – September)  

HackNplan – Project Management tool  On going through 
development (July – 
September)  

Level Design  Layout of persistent 
level complete 
including light and 
post-processing. 
More done for 
iteration through 
development 
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changes and 
streaming new level 
layouts. 
 
More testing 
throughout 
development (July – 
August) 
 
Finished layout 
(September)  

Sound Design Sound design 
currently in progress  
 
July – Test sounds  
August – Polished  
 
September – Final 
Builds  

 

Employee Name Role on Project 

Cole Underwood  Project Lead 

Christian Evans  Programmer 

Sam Alexander-Ford Artist 

Christian Fletcher  Animator  

Luke Evans Sound Designer (Lead) 

Liam Fletcher  Artist/VFX  

 

Contractor Name Role on Project 

Edward Clapton Sound Designer  

Erin Pinnell  Voice Actress.  

 

 

Development Plan – August  
 

 

 

July 

Company Name: Dark Arts Production 
Project Name: Confinement 
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High Level Feature List (user-facing or goals, not individual 

tasks) 

Expected Status 

Changing Environments – The environment and rooms will change in 

a scripted event in the story narrative.  

Level streaming 

working on 

persistent level in 

test build.  

 

Implementation 

into master build.  

Space Helmet – The player will be wearing a helmet which will be 

attached to the camera. 

Test model done 

need to apply and 

attach to a child of 

the parented 

camera.  

 

Implementation is 

master build  

 

Spaceman Animation implemented into scripted event!  Model done!  

It’s been rigged 

and skinned 

needs to be 

animated and 

scripted into 

engine.  

Polish gameplay integration done in July  Some of the 

gameplay needs 

polishing in areas 

and slight tweaks  

Niagara VFX – Exploring the use of Niagara in engine which will be 

applied I the level such as Spaceman and holograms and other 

methods in the level.  

Humanoid model – Human model in that will be stuck in wall with 

animation effects.  

Currently in WIP 

needs to be 

implemented to 

animated model.  

  

Sound iteration with WWise  Wwise is 

currently setup in 

source control, 

and we need to 

add sounds 
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through the audio 

level.  

 

A sound list has 

been completed 

in July 

Terminal UI and interaction. Terminal UI 

currently setup 

and working  

needs to activate 

power generation 

which is in a WIP 

and also 

narrative, audio 

and video files 

need to be added 

 

Scripts and voice overs  Voice actors 

ready to setup 

audio and script 

writing needs to 

be done in 

august.  

Ongoing live WIKI GDD using Nuclino Ongoing live 

GDD by Team 

Leader (July – 

September)  

HackNplan – Project Management tool  Ongoing through 

development 

(July – 

September)  

Overlapping geometry   Fixing issues with 

overlapping 

geometry using a 

second lighting 

using multiple 

lighting scenario 

levels in the level 

layers.  

Completing the rest of the level beats  Finishing off a 

rough draft of the 
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final level beats 

before polish in 

September  

 

Employee Name Role on Project 

Cole Underwood  Project Lead 

Christian Evans  Programmer 

Sam Alexander-Ford Artist 

Christian Fletcher  Animator  

Luke Evans Sound Designer (Lead) 

Liam Fletcher  Artist/VFX  

 

Contractor Name Role on Project 

Edward Clapton Sound Designer  

Erin Pinnell  Voice Actress.  

 

 

 

 

 

 

Development Plan – Final  
 

 

 

 

High Level Feature List (user-facing or goals, not individual 

tasks) 

Expected Status 

Changing Environments – The environment and rooms will change in 

a scripted event in the story narrative.  

Level streaming 

working on 

Company Name: Dark Arts Production 
Project Name: Confinement 
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persistent level in 

test build.  

 

Implementation 

into master build.  

Space Helmet – The player will be wearing a helmet which will be 

attached to the camera. 

Helmet currently 

in game just need 

to correctly apply 

glass material 

with correct 

lighting and 

reflections to get 

realistic results.  

 

Spaceman Animation implemented into scripted event!  Model done!  

It’s been rigged 

and skinned 

needs to be 

animated and 

scripted into 

engine. 

 

Due to animator 

leaving we are 

currently looking 

for new animator 

and going to try 

Mixamo and UE4 

skeleton.   

Polish gameplay integration. Some of the 

gameplay needs 

polishing in areas 

and slight tweaks  

Niagara VFX – Exploring the use of Niagara in engine which will be 

applied I the level such as Spaceman and holograms and other 

methods in the level.  

Humanoid model – Human model in that will be stuck in wall with 

animation effects.  

Currently in WIP 

needs to be 

implemented to 

animated model. 

 

The VFX artist has 

also left so I will 
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be using Niagara 

to apply the VFX 

myself.   

  

Sound iteration with WWise  Wwise had 

problems so we 

are currently 

dropping audio 

into engine for 

now and looking 

to fix Wwise in 

future.  

Terminal UI and interaction. Terminal UI 

currently setup 

and working  

needs to activate 

power generation 

which is in a WIP 

and also 

narrative, audio 

and video files 

need to be added 

 

Scripts and voice overs  Voice actors 

ready to setup 

audio and script 

writing needs to 

be done in 

august.  

 

Some already 

implemented and 

WIP  

Ongoing live WIKI GDD using Nuclino Ongoing live 

GDD by Team 

Leader (July – 

September)  

HackNplan – Project Management tool  Ongoing through 

development 

(July – 

September)  



 pg. 103 

Overlapping geometry   I have currently 

figured out how to 

do this using level 

streaming and 

cutting the level 

into bite sized 

chunks to create 

overlapping 

geometry.  

 

Will complete the 

test into final 

version.  

Level Designs   I will be looking 

to explore further 

on level designs 

and future 

iterations and 

changes.  

Implementing the husk into engine  We have the husk 

created modelled 

and finished and 

now going to 

implement the 

create coming 

through the walls 

for trailer footage 

using vertexing 

techniques to 

apply the creating 

coming through 

the wall.  

 

Employee Name Role on Project 

Cole Underwood  Project Lead 

Christian Evans  Programmer 

Sam Alexander-Ford Artist 

Luke Evans Sound Designer (Lead) 
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Contractor Name Role on Project 

Edward Clapton Sound Designer  

Erin Pinnell  Voice Actress.   

Katarina Have Håkansson Voice Actress.  

 

 

 

 

 

Pitching  
 

Overview  
During the programme we where required to do practice pitches to 5 different people and 

gain feedback before we apply for the £20,000 funding. This was great and gave us not only 

practice but to see where we were in terms of matching up to other teams based on the 

feedback.  

 

Guidelines for Virtual Pitch Practice Sessions  
 

What are we trying to achieve when you pitch? 

Our style of face-to-face engagement with teams replicates short semi-informal meetings with  

enablers (such as publishers), rather than showcase-type presentations. Essentially, the type 

of  

meeting that might happen either serendipitously at a conference or scheduled via a 

matchmaking  

session. 

 

Why are we doing this? 

We believe that this approach will be complimentary with existing showcase-type 

presentations and  

useful for the early stage companies as they engage in publisher meetings, enabling them to 

hone  

their messaging skills to make deals to keep their fledgling business funded.  

Whilst these meetings may feel more informal, the information gathering, and preparation 

done  
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before is vital to ensure that the appropriate message is communicated in the context of the 

needs  

of the publisher. Practicing this skill should encourage a more intuitive and dynamic 

response during  

the natural ebb and flow of the meeting. It will allow teams to bypass natural anxieties and 

draw on  

the information they have gathered in the past to re-enforce their message. 

Having prior knowledge of what the publisher has spent money on has been indicated by  

publishers as a useful asset when pitching. Therefore, in the case of pitching to the UK Games  

Fund take a look at companies we’ve funded (over several years) and see if you can draw  

parallels with your offering and some of the funded companies / projects. Arm yourself with  

nuggets of information you can drop into the conversation. 

 

How are we doing it? 

By enabling numerous practice pitch session teams can hone their pitch skills and the 

opportunity for  

the participants to secure our funding at our final selection. Thus, those representing UKGTF 

will be  

seeking a fit with our criteria and those providing externality will be complementing that with 

direct  

feedback. 

Format of the Enterprise Pathway pitches at the Pitch Practice Sessions  

(Virtual) 

 

• The pitches will take place virtually on Monday 16th August 2021 (a number of teams will  

have a pitch session with Sophia Aubrey Drake on Tuesday 17th August 2021) 

• We will provide details of platform and access to these sessions before the event 

• Teams will have approximately 30 minutes with the Facilitator, UKGTF team member or  

Local Hub Coordinator. We advise that you split the time as follows: 

o 10-15 minute pitch from the team 

o 5-10 minutes questions and feedback  

o 5-minute buffer at each end of the session to allow for any technical difficulties 

• You will be provided with a timetable and full instructions before the event. 
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Tools  

Teams can use all or none of these suggested tools, depending on how you choose to pitch. 

• Pitch deck and / or demo a vertical slice of game play (should you wish to do so). You may 

not get to use these, but it is always good to have a visual aid of your prototype.  

 

Team Roles 

Whilst all team members are welcome to attend the sessions, please nominate a maximum of 

two  

members of your team to actively participate and present at the pitch. The people who pitch 

at this  

meeting should be the people who will be present at a final pitch.  

It is compulsory that ALL team members who attend the pitch sessions have a video camera 

and  

microphone enabled (regardless if they are pitching or not). If they can not do this they 

should not 

attend the pitch practice sessions.  

 

Key Criteria 

PLEASE ENSURE THAT YOU INCLUDE AND COVER ALL OF THESE CRITERIA IN THE PREPARATION 

OF  

YOUR PITCH MATERIAL. THIS WILL ENSURE YOUR TEAM STANDS THE BEST CHANCE TO BE  

SELECTED FOR FUNDING. 

 

The aim of the pitch is to persuade the UK Games Fund that grant support would make a 

valuable  

impact on the trajectory of the project and business.  

Whilst not wanting to be prescriptive we want to ensure that you are armed with the key 

criteria  

that we’d be looking for the team representative to freely talk about during their pitch.  

BUT we do not expect you to follow this order precisely; you will need to be able to respond 

to the  

ebb and flow of the conversation, dropping in important aspects of the criteria here and 

there.  

During the pitch you may not cover them all. Ultimately, we want you to demonstrate that you 

have  
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done your own thinking around these areas. 

 

1) Pitch the game 

Tell the Facilitator, UKGTF team member or Local Hub Coordinator all about the game. They 

should  

leave with a clear sense of what the game is and is going to become within the first few 

minutes of  

meeting them. In previous pitching sessions, some publishers have said “start with art” – but 

if you  

do, make sure you cover all the other points below within the time. 

• What is great about it? 

• Why does it makes sense? 

• Why is it fun? 

• Why would someone want to play it? 

 

2) Innovation 

We are not looking for a personal perspective, with teams simply stating: “Our game is 

unique or  

creative...” Teams should be able to demonstrate why it is innovative and creative by having 

a solid  

grasp of the market / genre of their prototype, backing up their claims with tangible 

evidence from  

playtesting, engaging with a wider audience and feedback.  

Consider: 

• What is already out in the market? 

• What is missing from the market? 

• How will your games’ innovation fill the gap and meet the need? 

 

3) Company development team 

You should provide high level information about your team (it should be concise and 

relevant).  

Draw on key skill sets and experience that complement and enhance your prototype offering.  

Information shared should instil confidence that your team can deliver the prototype 

development  
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plan on time, to budget and to a high standard. 

 

4) Shipping 

Clear understanding of: 

• Platforms for shipping the finished game 

• Go-to-market plan 

o Route to market: self-publish / publisher / other route with robust plan and  

understanding of how they will successfully deliver their game and realise projected  

revenue 

o Revenue model for example F2P, Premium, Subscription, and/or DLC plans 

• Timescale for release 

 

5) Commercial Sustainability 

Be able to demonstrate that you plan to create and grow a sustainable studio post-

competition. 

• Expert knowledge of the business and the project and be able to talk at ease about all  

aspects. 

• Financial / Commercial  

o Clear understanding of sources of finance, where you will generate income both  

whilst in this development phase and afterwards - i.e. other funders, publishers,  

selling assets etc. Think about life beyond the possible UK Games Fund grant fund.  

o Demonstrate that your budget and projected costs are realistic and in-line with  

publisher’s project budgets. 

• Impact 

o What would the impact of securing the UK Games Fund support have on your team /  

company? 

o Are their other impacts that are not purely commercial? 

 

Additional notes on Commercial Sustainability 

Of the five key criteria outlined above, sustainability was the one most consistently 

underrepresented in previous exercises. Publishers will expect you to lead with your project 

in a pitch  
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meeting, and that should still be the case for your pitch meeting. However, the UK Games 

Fund is  

also looking for evidence that you’re planning to create a sustainable studio. We would 

therefore  

recommend giving further thought to this area ahead of pitching and ensure that it features 

more  

fully in your pitch. 

 

To help with this we have summarised a few common themes that came out in previous 

pitching  

sessions: 

 

Not separating the studio and the project 

 

• Ideally you need to think about the studio and the project as separate entities. A sustainable  

studio is a vehicle for delivering multiple projects and it’s hard to know in advance which  

ones will be successful. At the UK Games Fund we think of your current project in terms of  

how it contributes to getting to your next project. 

• Several teams presented budgets that ended on release day. Your studio will require  

funding for the days, weeks and months following release. How will you deal with that?  

Even if the project is a commercial success there is typically a delay in cash arriving. Some  

app stores pay after 60 days, and publishing deals will often have re-coup elements which  

mean it may be several months before your revenue share kicks in, so you need to work out  

how you will keep your team together after release. 

• Waiting to see what will happen with project 1 before thinking about projects 2,3,4 etc. 

o It’s statistically unlikely that project 1 will be sufficiently commercially successful to  

support the studio. We all hope that every project will be a commercial success but,  

given that the odds are against it, why not start planning now for how you’re going  

to get to project 2,3,4... 

• Not valuing your time 

o The challenge of finding enough income to keep the team together is less if you  

don’t plan to pay yourselves much, but that’s not sustainable. You need to build a  

plan around paying yourself realistic salaries that appropriately value your  
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contributions to the studio and the project. 

• Trying to do too much with the grant of up to £20k 

o Don’t feel like you have to deliver a completed game for max £20k, this grant is  

intended to help you develop a prototype that you can use to get a publishing deal  

or investment. BTW, this means you’ll still need to think about how you keep the  

team together form the point at which you demo the prototype until you secure a  

deal, which can be many months. 

o If you’re going to try and complete the project with the max £20k, perhaps think  

about using it to leverage other sources of cash? 

▪ If you do the above you tend to make your own luck 

 

In summary, with respect to sustainability,  

• The UK Games Fund is looking for evidence that you plan to create a commercially  

sustainable studio and your plans for this will be taken into account alongside the other four  

criteria when making the grant award decision. 

• Therefore, in addition to pitching your project (under criteria 1-4) you should also aim to hit  

criteria 5 by giving us a feel for your plans to create a sustainable studio that is capable of  

delivering multiple projects over the coming years. 

 

Key messages for teams – Presentation Style 

 

There’s no fixed style – just a fixed time window – every meeting of this type progresses 

differently.  

 

Field the best individuals to cover the broadest range of questions about suitability for a 

grant from  

UKGF – the whole team isn’t necessary. 

 

Don’t try and control the meeting – look for opportunities to make key points. 

 

The team representative/s should be prepared to communicate the key points about their 

game as if  
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the person they are engaging with knows nothing about it. They should be armed with 

research on  

the target market, what they’ve learned so far about scope etc., what they’ve learned from 

seeing  

people play the early version (good and bad) and what the ambitions of the team are as a 

business.  

 

This should include knowing about the strengths and weaknesses of the team, who is staying 

on and  

what’s needed to ensure delivery of a funded prototype. 

 

Think about how you communicate key messages and how you articulate them. Also consider 

what  

should you be leaving out and avoiding stating in the flow of the conversation. 

 

 

 

 

Sample Questions or comments that publishers might ask 

• What is the budget / timescale? 

• Have you done anything like this before? 

• What if this doesn’t work out? 

• Is it scalable? 
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• Have you proven the technology? 

• How would you approach development? 

• Have you thought about xxxxx? 

• This is quite like xxxx game? What makes your game different? 

• Who is your target audience? 

The Practice Pitch  
 

Slide 1 – Introduction to the team  

 

 

Slide 2 – a brief overview of the project 1 liner sentence  
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Slide 3 –about the gameplay and mechanics  
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Side 4 – The USP abut the game 

 

Slide 5 – Imagery and art style  
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Slide 6 – Studio Competitors  

 

Slide 7 – The target market  
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Slide 8 – Contact details  

 

Slide 9 – What we plan to go forward after tranzfuser  

 
Pitch Feedback 
These where the feedback notes from the four people we pitched too 

• Games Wales funds 

• Make a timeline for the vertical slice of the £20,000 from tranzfuser  

• Make a focus on plan B, C, D & E  

• Look at sources for other funding that isn’t from a publisher  

• Steel media - pocket game conference events - big indie pitch  
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• Showcase video before concept art only around a minute video 

• Logo in each slide  

• Making sure the pitch is clear with what you're showing of the game 

• Tell the mechanics of the game to the pitch people otherwise it's unclear of what 

you're showcasing 

• Showcasing the Wales as more of an attraction rather than use in the pitch 

• Sell yourself to push the game to more than 20,000 copies to close to more of 200,000 

copies as they can sell that many possibly with their backing 

 

Sophia’s Feedback 
Sophia runs the big indie pitch, and she had a meeting with the teams afterwards for an in-

depth analysis on the pitches. Sophia was very impressed with our pitch and rated the pitch 5 

out of 5, she said our pitch was in the top 3 and the game looks incredibly promising! She has 

kindly offered me and the team a place in the big indie pitch in London and believe we will win it 

hands down. This is a very exiting opportunity for us and going forward. Here are the pitch 

notes from Sophia -  

• Look into budget over time to make the game over period of time and see what the 

minimum could be we could accept and see what the publisher can offer to help 

(marketing, QA, events) 

• Push the Wales narrative when in Tranzfuser competition  

• Look into further Global top round, South Korean incubator 

• Say the game is done in UE4 

• Push the idea of pushing onto console and also pc (steam and epic) 

• Look into making an alternative 5 minute pitch  

• Look into the Big Indie Pitch will be 5 minute pitches.  Get a short 20-30 second video 

to put into the pitch (Can return every month)  

• Pocket gamer connects 

• Publisher speed match  

• Investors connect  

• Look into single player narrative publishers, also investigate the publishers of the 

games similar in the games market (single player narrative, horror, first person)    

• Social media presence (Twitter and Instagram) 

New Pitch Layout for Tranzfuser Fund 
Based on the feedback me and the team put together some notes on how we are going to 

present for the new slides.  

• Logo  

• Overview  

• Video  

• Gameplay 

• Unique selling points  

• Concept art (Husk, helmet, screenshots) 

• Market  

• Timeline plan  

• Plan B  
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• Team and studio (+location) 

• Contact details (Insta, twitter, Email Facebook?) 

 

Protoplay  
The journey beyond this point is protoplay which is coming up at the end of September, we 

have put forward a trailer and gameplay footage. Protoplay will be live streamed, and I am 

looking forward to seeing where this project takes me and the team going forward. I feel this 

project has really taken off and based off feedback is looking very promising for us and our 

future.   

  


