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? Unmet needs
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[« Objectives

®" User personas
Demography

Age: 15-30 years

Gender: Men and women

Income: Low, Medium.

Marital Status: Single

Occupation/Industry: Students/Part-time work/Junior
Educational Level: High School/Bachelor's Degree

Interest/Activities

They like independent games.

They like puzzle games.

They like to consume video games with different proposals.

They enjoy talking to friends about their experiences with video games.
They enjoy participating in online communities to discuss video games.

Attitudes/Opinions

® They consume unpopular things.

® They feel smart.

® Engage in communities to discuss puzzles.

® They feel good when they feel they are consuming something special/unique.

Personas
Persona 01
Name: Profession:
Alex College student
Interests: Behaviours:
® Videogames ® Play different games often
® Science ® Spend a good part of the day on
® Scifi computer
® Reddit
Needs:
Values:
® Unigue games to talk about
® Intelligence ® Things that make him feel smart
® Pioneer

® |nnovation

Age:

18

Powers:

® Has an online social circle
® |ntroduce new things on forums
® Re-forward trending indie games

Aspirations:

® Find the next indie game that will
become popular before everyone else

® Share amazing and unique solutions to
puzzles

"My name is Al3x_BackJog, | live in Lansing, and I'm just starting college. | like to spend my day on
my computer playing totally underground indie games and talk to my internet friends about the
games | found the coolest or the shitly. I'm always in the indie game forums and communities looking

for something new that no one has heard of yet."





Persona 02

Name: Profession: Age:
Mike Twitch Streamer 27
Interests: Behaviours: Powers:
* Videogames ® Always on the lookout for new and ® Has an influence over a large audience
* Food interesting games ® |ntroduce new trends
® Boxing ® Their daily routine involves playing ® Spreading “memes”
® Sports some games after their morning workout
Aspirations:
Values: Needs:
* Make the audience excited about the
® Energy ® |Interesting games to play and entertain games they are playing
®* Engagement their audience ® Entertain the audience with wacky
® Interpersonal relationships ®* Moments that will get their audience approaches to game challenges
excited

"My name is Mike_1, | live in LA, and I've been streaming on Twitch for the last 8 years. When I'm
streaming, | try to create moments of excitement for the audience by trying out crazy strategies or
solutions that somehow work out in the end. | like to play games that give me lots of agency to do
what | want to do and allow me to find my own solutions to challenges.”

Jobs we want to cover

®* When |
® | wantto
® Solcan

.= Some history

¢ ¢« Constraints

%% Explorations + Decisions

(3230
Releases

Release Name Value it adds Scope Status Completed date
Proof of concept Demonstrate the functionality IN PROGRESS 20 Oct 2022

of the proposed mechanics

and system in a practical way





MVP Demonstrate the final TO DO 01 Dec 2022
functionality of the project
with a minimal product that
contains all final features.

(' Next steps

SET A STATUS

A~ Impact

69 Other documents

® SharePoint: Quiropraxis Team

Tutorials

Collection of guidelines and tutorials useful for the project

Search

Expand all Collapse all

Using Sharepoint to Host Deliverables - Steps

#) New Tab

& office.com

Life Drawi Sign in to your account - office.com




https://sheridanc.sharepoint.com/sites/GAME49333StudioPractice1-Team10/Shared%20Documents/Forms/AllItems.aspx?RootFolder=%2Fsites%2FGAME49333StudioPractice1%2DTeam10%2FShared%20Documents%2FTeam%2010&FolderCTID=0x01200015AEEF8EA2962546924D82558E65144F
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Updating Excel Spreadsheet - Milestone Task & Deliverable List - Team 10 - Quiropraxis
On the Quiropraxis Jira board go to

Issues

Export issues

Export Excel CSV (all fields)
Save the file to your computer

rONE



https://wilsonchan.atlassian.net/jira/software/projects/QUIR/boards/12

https://wilsonchan.atlassian.net/jira/software/projects/QUIR/issues/
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Open the Excel Milestone Task & Deliverable List - Team 10 - Quiropraxis spreadsheet using the Excel Desktop App then fallow those steps to
open the Power Query

Click on the Jira Data sheet tab
Click anywhere inside the table
Click on the Query tool tab at the top
Click on the Edit button

pPLNPR
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e List Jira Data

After that, the Power Query tool will open on a new window.

Then fallow those steps to update the data on the table with the file that you downloaded from Jira on the first part:

1. Click on Jira Data if the query is not already selected
2. Double click on Font step inside the Applied Steps
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A new window will open in

1. Click on Browse
2. Select the CSV file downloaded from Jira on the first steps
3. Click on OK





Comma-Separated Values

% Basic Advanced

File path

Chlsersizizom\DownloadsiJira (13).csv
Cpen file as _
Cev Document * |
File origin

_ 635001 Unicode (UTF-8) |
Line breaks

Ignore quoted line breaks =
Delrmiter

Comma ki

Browse..,

Cancel

This will update the data in the Jira Data query. Now just filter the correct data to match the team's current Sprint following the next steps:

1. Click on the step Filtered Rows inside the Applied Steps
2. Replace the Sprint name under the “_“ with the desirable Sprint name
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& APPLIED STEPS

After these steps, the Jira Data query should present all the issue cards present in the current Sprint.
If the data is correct:

1. Click on Close & Load

This will take you back to Excel, now you just need to update the data in the Task List and Deliverable List tables following these steps:

1. Click on the Data tab at the top
2. Click on Refresh All
3. Check the Task List and Deliverable List tabs to verify the results
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Jira Guidelines
Jira Guideline

Jira should be used as a way for the team to organize project-related features, tasks, deliverables, and milestones.

All team tasks must be distributed in issue cards with their respective hierarchy.

Team members should always work on tasks that are previously listed in Jira, avoiding working autonomously or without the knowledge of other
team members.

Hierarchy

®* Milestone
® Story
® Task

[ ]
® Bug
® Task

~ Hierarchy details

Milestone





A marker on a project that signifies a change or stage in development.
Milestones are assigned to us by Capstone course advisors.

Milestones are the issues that contain all other issue types.

Story

Short requirements or requests are written from the perspective of an end user. They can define features, states, components, etc.
Stories are contained within Milestones and ALWAY'S contain Tasks as child issues.

The member designated as responsible for a Story is not responsible for its development, only for its management.

Issues related to the content to be delivered to the Capstone advisor.

Contains a link that directs to a file that compiles the result of one or several Tasks.

Deliverables DO NOT have child issues and are individual for each team member.

The member designated as responsible for a Deliverable is responsible for including a link in the issue card that shows its development and

results.

Bug

Bugs are issues resulting from unforeseen issues during project development.
Bugs should ALWAYS be linked to the problems that caused them.
Bugs can contain Tasks as child issues if they need multiple steps or more than one team member to resolve them.

The member designated as responsible for a Bug is responsible for its development. If the Bug HAS child issues, the person responsible for
the Bug is responsible for its management.

Small issues that have no direct relationship to Stories, Bugs, Tasks or Deliverables and are too small to be considered any of the above.
Can be completed in less than 1 day.
The member designated as responsible for a Sidequest is responsible for its development and conclusion.

Sidequest DO NOT have child issues and are individual for each team member.

Task

An activity that needs to be carried out within a defined time period or within a deadline to work towards goals related to its parent issue. It is
an essential little piece of work that serves as a means of differentiating various components of a parent issue.

Tasks are child issues of Stories and Bugs.
The member designated as responsible for a Task is responsible for its development and conclusion.
Tasks DO NOT have child issues and are individual for each team member.

Tasks are included in the task list worksheet that is delivered every two weeks to the Capstone advisor.

Story Points Estimation

Below you will find an agile story point estimation table example that has 6 outcomes:

1SP
2SP
3 SP
5SP
8 SP
13 SP





In the proposed example 8 story points are a lot and have the potential to being broken down into smaller work items. While 13 is already too
high risk and must be broken into smaller items. Just beware — breaking down large items as 13 points, should not mean that two items of 8 SPs
and 5 SPs will remain... Story points math is a bad practice. Each broken down item should be estimated again individually, such can result in
three items of 5 SPs each after breaking down one item of 13 SPs.

Story point estimation table

Disclaimer: by using this table we do not propose to convert story points into time or vice versa. The main goal is to have a faster calibration of
estimations for Teams who got recently assembled or just started doing Scrum. To dive deeper into what is story points, how they are measured,
and why time as work effort can still make sense, we suggest watching the legendary presentation on Story Points by Mike Cohn from Google.

How much is known  Everything Almost Something Almost nothing Nothing Nothing

about the task everything

Dependencies None Almost none Some Few More than few Unknown

How much work Lessthan2  Half a day Up to two days Few days Around a week More than one week

effort hours

Story Points 1 2 3 5 8 13
Should be split £) Must be split
into smaller into smaller
items items

If you are interested to learn more about why it is important to break down large user stories or epics, read this post. What is more, if you are not
sure what are the reasons behind different aspects which involve story points size as we used Dependencies, Unknowns, Work effort, dive
deeper by reading about what impacts work item size.

Story point estimation problems?
While there are many various significant issues, we recognize based on our and our customer experience the top 3:

1. Mapping story points directly to time/hours. Time effort is only a part of complexity formula, hence it should not be directly mapped.
Though naturally it seems that longer duration means more complexity

2. Miss-alignment between team members. This usually can be solved by planning poker and calibration sessions

3. Allowing high/complex effort estimations. This can be solved by forcing a breakdown from certain size. Doing it, will make sure you are
better at refining work items as well as reducing of not delivering large pieces of work during sprint

Team Charter
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® 1 Charter Introduction

® 1.1 Document Change Control
® 1.2 Executive Summary

® 1.2.1 Goals and Objectives

® 1.2.2 Major milestones

® 1.2.3 Key deliverables

® 1.2.4 Key risks & Constraints

® 1.2.5 Key Resources

1.3 Authoring Tools

1.4 Assembly Tools

1.5 Playable Requirements

1.6 Some of our key resources include:

® 1.6.1 Team
® 1.6.2 Team Personality
® 2 Project Overview

® 2.1 Project Summary

® 2.1.1 Project Design Outcomes
® 2.1.2 Project Scope
® 2.1.3 Boundaries
® 2.2 Milestones
® 2.3 Deliverables
® 2.4 Dependencies
® 2.5 Project Risks and Constraints
® 3 Risks
® 4 Constraints
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® 5 Project Organization

® 5.1 Project Governance
® 5.2 3.2 Roles and Responsibilities

Charter Introduction
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Executive Summary

Goals and Objectives

Firstly, we aim to deliver an engaging and innovative project within the constraints of capstone that excites our peers in the games industry.
Secondly, each member of the team will have an opportunity to develop the core skillset that aligns with their desired career goals and have a
tangible artifact that provides evidence to their competence and value. Thirdly, the project is an avenue to completing our degree requirements
and develop lasting relationships.

Major milestones

1. Market and project research — Expected September 29, 2022
2. Prototyping — Expected October 13, 2022
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3. Production Planning — Expected October 27, 2022
4. MVP — Expected December 15, 2022

Key deliverables

. Team Charter

Research Report

Proof of Concept

Project Plan

Game Design Document
MVP

ok wNE

Key risks & Constraints

Key risks

1. A core member of the team unable to continue participating

a. e.g., the main programmer cannot continue
b. To address this, we will reassess their tasks, how they affect the project and reassign updated tasks to members with that as a
secondary skillset.
2. We get stuck on features that result in missing deadlines

a. To address this, we will have constant progress updates to discover and solve challenges and seek aid from outside sources like team
advisors and our peers. We will also assess how core the feature is to our desired game experience and how closely it relates to our
pillars. If it doesn’t meet those criteria, it is likely we will cut it. With this methodology, we can quickly redistribute resources without
having wasted time on a non-core feature.

Key constraints

1. Resource

a. Team members aren’t working full time on this project and have external responsibilities
2. Transit

a. Difficulty getting on campus which limits opportunities of working together on-campus
3. Financial

a. How much money the team is willing to invest into the project

Key Resources

Authoring Tools

Adobe lllustrator
Adobe Photoshop
Adobe Animate
Zbrush

Maya

Blender
Substance Painter
Ableton Live 11

Assembly Tools

® Unity 2020.3.8f1
®* Fmod

Playable Requirements

® Windows PC
® Steam Account
® Controller/Keyboard

Some of our key resources include:

® Capstone workspace
® Cintigs and shared workspace





Professors

Capstone advisors
Our peers
Educational Licenses
® Unity

Adobe Animate
Photoshop
Zbrush

Maya

Blender
Substance Painter

Team

This project charter formally introduces the game project, Electric Potential, and provides the project team with direction to apply resources to
project activities described herein. If there is a change in the project scope, the project charter will be updated and submitted for re-approval.

Tobea. Wt~

Name: Joshua Pritchett

Role: Project Manager, Narrative Designer, Level Designer, Playtest Coordinator

Name: Wilson Chan

Role: Concept Designer and Game Artist (2D/3D)

T C

Name: Farryl Chang

Role: 3D Artist, Programmer, Level Designer





Name: Tiago Massochin

Role: Project Manager, Game Designer, UX/UI Designer, Sound Designer

ey L

Name Hubery Chu

Role: Programmer, Publication / Marketing

0

Name: Kevin Jacob Stanly

Role: Gameplay Programmer, Ul Programmer

Eduardo Hulshof

Team Mentor

Team Personality
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Protagonists (ENFJs) are warm, idealistic, charismatic, creative, and social. With this wind at their backs, these types can thrive in many diverse
roles, at any level of seniority. Moreover, they are generally likable and good-natured — qualities that can propel them to success wherever they
have a chance to work with others.

Protagonist Subordinates

As employees, Protagonists often push themselves to prove their merit and make a good impression on their managers. Perceptive and
dedicated, people with this personality type can take on multiple responsibilities with competence and good cheer.

Protagonists are hardworking, reliable, and eager to help — but these strengths can become a double-edged sword.
Protagonist (ENFJ) workplace habits

Unfortunately, some managers may take advantage of Protagonists’ work ethic by making too many requests or overburdening them with extra
work. Although these personalities are more than capable of standing up for themselves, they may still accept all of these additional tasks in
order to keep the peace and avoid letting others down.

Protagonist Colleagues

As colleagues, Protagonists stand out for their desire to collaborate. They are always on the lookout for opportunities to create win-win situations
and help their coworkers reach their full potential. These personalities foster equitable team environments where everyone — whatever their job
title — can feel comfortable expressing their opinions and ideas.

Protagonists’ tolerance and easy sociability makes it easy for them to relate to their colleagues.

That said, Protagonists’ tendency to take charge may sometimes ruffle their coworkers’ feathers. With their strong drive to lead, Protagonists may
sometimes be tempted to make decisions or suggest changes that go beyond the scope of their authority — leading their colleagues to ask, “Hang
on, who put you in charge?”

Protagonist Managers

Many Protagonists feel called to roles as managers and leaders. With their charisma, their insight, and their inspiring way of expressing
themselves, people with this personality type often shine when given the opportunity to lead a team — and they make sure that their team shines
as well.

As managers, Protagonists make the people who work for them feel not just motivated but also inspired.

These types tend to see each member of their team as a person with important gifts and unique potential. As a result, working for a Protagonist
can feel meaningful and exhilarating — it's a chance to develop as a person as well as an employee.

That said, Protagonists’ idealism may prevent them from recognizing the real limitations of their employees. At times, managers with this
personality type may give team members assignments that they simply aren’t ready for — an approach that all too often backfires. Fortunately,

Protagonists can use their emotional intelligence and personal judgment to find a balance between encouraging their employees to grow and
pushing them too far.
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Wherever they may be on the career ladder, Defenders share the goal of putting good service and dedication above all else. People with this
personality type can always be relied on for their kindness and ability to listen carefully to concerns — and to find ways to resolve them. Win-win
situations are Defenders’ bread and butter, and no other personality type can quite match the satisfaction that they take in finding practical, clear
resolutions to day-to-day challenges.

Defender Subordinates

As employees, Defenders exemplify the strength of humble dedication. Relied on and respected for their patience and commitment, people with
this personality type really only need one reward for their work: the satisfaction of knowing that they've helped someone. And if that person
expresses a bit of gratitude, so much the better.

Defender (ISFJ) workplace habits

At times, Defenders’ radical humility can hold them back. They tend to be unwilling to play up their achievements, often for fear of creating
unnecessary friction. Unfortunately, this can make it all too easy for their bosses to overlook them when opportunities for promotion come along.

Defenders’ humility is a strength — but people with this personality type may struggle to get new opportunities unless they learn to take at least
some credit for all the work that they do.

Defenders’ loyalty and dependability often makes them invaluable to their bosses. In general, people with this personality type can be trusted to
carry out their tasks precisely and without complaint. But Defenders’ aversion to rocking the boat may make it difficult for them to correct or
disagree with their bosses or coworkers, even when it's necessary to do so in order to avoid wasted time and energy. Fortunately, with time,
many Defenders learn to express their opinions (and corrections) in a gentle, nonjudgmental way.

Defender Colleagues

For Defenders, an ideal work environment is founded on working together with colleagues rather than competing against them, with everyone
collaborating toward the shared goal of getting the job done. Close-knit and supportive teams are what Defender personalities enjoy most,
allowing them to express their altruistic spirit among people who rely on their dedication and warmth.

Defenders build relationships with their colleagues naturally — a skill that they use to keep things running smoothly, not to ingratiate themselves
with others.

These strengths can become drawbacks, however, as Defenders’ aversion to conflict and their desire to help can be abused by less scrupulous
colleagues. Instead of only asking for help when they need it, some colleagues may heap extra work on Defenders’ desks, knowing that
Defender colleagues have a hard time saying no. Unless they learn to set boundaries, Defenders can feel overburdened and stressed — and not
a little taken advantage of.

Defender Managers

Defenders don't always raise their hands for leadership opportunities, but their interpersonal skills and work ethic can lend themselves quite well
to managing others. As managers, Defenders tend to be warm and approachable, always willing to answer questions and always ready to step
up and help. Having no real desire to exercise power over others, Defender personalities prefer to work alongside their subordinates, keeping
things running smoothly and minimizing conflict.

Defenders bring a team spirit to their work, and they aim to impart this spirit to the people they manage.

Defender managers care about efficiency and effectiveness, but never at the expense of maintaining a positive relationship with their
subordinates. Change can be a challenge for bosses with this personality type — including the none-too-pleasant change of firing someone who
isn't working out. At times, Defender managers may sink a bit too much of their energy into an underperforming employee — but they’d much
rather make this mistake than the mistake of giving up on someone who just needed another chance.
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Wherever they may be on the career ladder, Architects (INTJs) want to pursue their professional goals according to their own standards. And if
any personality type has high standards for themselves, it's almost certainly Architects.

In theory, this attitude makes for a model employee and coworker. And in many ways, Architects are exactly that. But people with this personality
type may be harsh or dismissive toward coworkers they don’t respect — and unfortunately, losing Architects’ respect can be all too easy. In
particular, Architects may struggle to work with colleagues who prioritize convenience over innovation or socializing over success.

Architect Subordinates

Architects are known for their independence. Their worst nightmare would be a micromanaging boss who monopolizes their time with pointless
meetings, insists on useless rules, or appraises employees’ performance based on how likable they seem rather than their actual merits.

Architect (INTJ) workplace habits

Even in entry-level jobs, Architect personalities may chafe at anyone who tries to limit their freedom.





Titles mean little to Architects, and they often struggle to defer to a manager they consider less intelligent than themselves. They might also find it
difficult to restrain themselves from offering their bosses feedback and criticism — an approach that, depending on the boss, can backfire. In the
real world, not all bosses will be as logical or open-minded as Architects might prefer. But that doesn’t mean that people with this personality type
should allow a less-than-ideal manager to hold them back.

Architects can use their creativity and ingenuity to expand their responsibilities and develop their expertise — even if they don't have the
independence that they crave. To do this, they may need to prioritize building a productive and respectful relationship with their manager, no
matter how far from perfect that person may be.

Architect Colleagues

Few Architects choose jobs that require constant teamwork or social interaction. To these personalities, most team-building techniques and
group meetings are a waste of time. And chitchat, gossip, and office politics — well, those can be nothing short of workplace plagues. Even a
brainstorming session, normally a delight for Architects, can become tedious if it just goes in circles without leading to clear action.

Most Architects would rather work alone than be slowed down by a pleasant but unfocused coworker.

Fortunately, their determination and focus often enable Architects to produce effective results, even without the help of others. That's not to say
that Architects can’t work with others — in fact, they may achieve some of their greatest successes this way. Relentlessly curious and capable,
they can make for excellent collaborators. People with this personality type may never enjoy pairing up with just anyone, but if they look more
closely, they often find that at least some of their coworkers deserve their respect. And in the company of trusted colleagues, Architects’
brainstorming sessions may become even more electric.

Architect Managers

Though they may be surprised to hear it, Architect personalities can make great leaders. In the workplace, they rarely throw around their authority
just to prove that they're in charge. Instead, they look for ways to promote innovation and effectiveness — even if that means breaking with
established hierarchies.

Some managers might enjoy being pandered to, but Architects would rather be successful than constantly validated.

Generally speaking, Architects prefer to treat those who work for them as equals. Rather than micromanaging, these personalities aim to direct
broader strategies while letting other people handle day-to-day activities. That's not to say that they’re completely hands-off, however. Architect
bosses want to know exactly what's going on and when, and they're always ready to drill into any level of detail necessary to find out.

These managers respect and reward proactive behavior, delegating responsibilities to employees with the strongest critical-thinking skills. But
this independence isn't just granted — it's required. Employees who struggle to direct themselves — who just want to be told what to do — may
have a hard time meeting Architects’ standards. And anyone who tries to cover up bad results with flattery or excuses is likely to be disappointed,
as those strategies almost never fool Architects.
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For Logicians, the ingredients for workplace satisfaction are fairly simple. People with this personality type crave intellectual stimulation, freedom
to pursue their ideas, and opportunities to solve challenging puzzles. And if they can fulfill these needs with minimal social obligations and
humdrum administrative tasks, so much the better.

Though some Logicians may scoff at the notion, they often do their best work in collaboration with other people. These personalities tend to live
in their heads, coming up with thoughts and insights faster than they know what to do with them. Logicians may sometimes feel irritated when
managers or coworkers force them to slow down and figure out how to implement their ideas — but in the long term, such colleagues can be the
secret to Logicians’ success.

Logician (INTP) workplace habits
Logician Subordinates

Under the right conditions, Logician employees are innovative and resourceful, easily wrapping their minds around whatever complex problems
are placed in front of them. But in work environments that limit their independence or force them to do “grunt work,” these personalities may lose
motivation quickly.

This can create an unfortunate catch-22. Logicians are often tempted to put off tasks that seem boring or beneath them, but until they “pay their
dues” by doing these tasks, their bosses probably won’t grant them the freedom and latitude that they crave. Although Logicians might wish that
they could just skip ahead to the interesting stuff, they need to prove themselves to their managers first.

There’s good news, though: Logicians’ time at the bottom of the job ladder can actually help them build new skills and habits that will help them
succeed later on. People with this personality type have many strengths, but completing projects doesn’t tend to be one of them. Logicians can
chafe at the oversight and limitations that they encounter early in their careers — or they can use the additional accountability and structure to
their advantage, learning to become more effective at turning their ideas into reality.

Logician Colleagues

At times, Logicians may see their colleagues not as a group of people to socialize and work with but rather as a series of potential distractions
who sometimes provide useful knowledge. This isn’t to say that people with this personality type never enjoy their coworkers’ company, but the
prospect of watercooler chitchat isn’t going to get Logicians out of bed in the morning.

That said, most Logicians can benefit from their colleagues more than they might realize. By surrounding themselves with people who challenge
them, these personalities can make sure that they’re actually doing their best work. And although Logicians aren’t exactly social butterflies, they
often find that the workday goes by a little faster when they have a chance to bounce their ideas off of coworkers they respect.

Although people with this personality type might say they love to focus, they secretly crave variety too. Logicians who build positive relationships
are more likely to get asked to contribute their ideas and expertise to new projects. If they want to stay on the cutting edge of the most interesting
new things happening at their workplace, Logicians would do well to establish themselves as helpful collaborators, not lone wolves.

Logician Managers





Logicians generally don't care about having power over others, but they often enjoy management positions. When they're in charge, people with
this personality type can delegate the administrative tasks that make their eyes glaze over and focus on the good stuff: coming up with new ideas.

As managers, Logicians tend to be tolerant and flexible. They're open to suggestions (as long as those suggestions are logical, of course), and
they allow their employees a fair amount of freedom. But this freedom comes at a cost — Logician managers have high standards, and they
expect others to grasp their insights instantly and provide their own in equal measure.

Bosses with this personality type can have a reputation for being exacting. They quickly pick up on discrepancies in their employees’ work, and
they may not hold back when it comes to doling out negative feedback. As they gain experience, Logician managers often discover that
balancing criticism with praise and encouragement allows their team to enjoy higher morale — and, just as importantly, better results.
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When it comes to the workplace, Consuls have clear tendencies that show through regardless of their position. People with the Consul
personality type thrive on social order and harmony, and use their warmth and social intelligence to make sure that each person knows their
responsibilities and is able to get done what needs to get done. Consuls are comfortable, even dependent on clear hierarchies and roles, and
whether subordinates, colleagues or managers, Consul personalities expect authority to be respected and backed up by rules and standards.

Consul Subordinates

With clearly defined responsibilities and a sense of purpose, Consuls are patient, efficient, hard-working people who respect the authority of their
managers. While Consuls may struggle with too much freedom and improvisation, they thrive in workplaces with structure, safety and guidelines.
Routine tasks are not a problem for Consuls, and their dedication and loyalty earn them the respect of their managers.

Consul Colleagues





Teamwork is a concept that Consuls have no trouble putting into practice. Often seeking friends at work, people with this personality type are
almost always willing to lend a hand when and where it's needed. Excellent networkers, Consuls always seem to “know just the guy” to bring a
project together on time. On the other hand, Consuls often need to work on a team — being stuck alone chipping away at paperwork for days on
end just leaves them tired and unfulfilled.

Consuls take pride in these qualities, which has the side effect of making them particularly sensitive when they come under criticism. When their
suggestions and help are turned down, Consul personalities can take it personally. Already somewhat vulnerable to stress, rejections like these
can be pretty demoralizing, and Consuls may need their coworkers to make an effort to express their appreciation from time to time.

Consul Managers

Consuls enjoy the responsibility that comes with organizing social situations, and the enjoyment they feel in managing other people translates
well into management positions. As team leaders, Consuls find ways to make everyone feel involved, uniting people and smoothing relations in
order to get things done.

At the same time, Consuls have a strong respect for traditional power structures, and if after all their efforts convincing their subordinates to work
together someone ends up challenging their authority, they can stress out, lose their temper, and just generally react badly. People with the
Consul personality type are sensitive about their status and dislike conflict, and prefer situations where everyone knows their role. So long as
expectations are clearly outlined, Consuls are effective and enjoyable managers.
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Advocates (INFJs) have some specific needs when it comes to a satisfying work environment. For people with this personality type, the most
rewarding work allows them to help others while also growing as a person. And it's a given that an ideal career for Advocates must be in line with
their individual values.

Anything that gets in the way of these values — from red tape and meaningless rules to office politics and unscrupulous coworkers — can seriously
sap Advocates’ motivation. This is a personality type that thrives in environments that promote fairness and equality. Most Advocates prefer not
to think of themselves as above or below anyone else — no matter where they are on the job ladder.

Advocate (INFJ) workplace habits

Advocate Subordinates

Advocates value cooperation, sensitivity, and independence. As employees, they gravitate toward managers who are open-minded and willing to
consider their input. Advocate personalities may become frustrated when they feel unheard, so having a manager who listens to them can make
all the difference.

Ideally, Advocates will find a manager whose values align with their own and who offers them encouragement and praise.





Because Advocates tend to act on their convictions and aim to do their best, their morale can be vulnerable to criticism, particularly if it's
unwarranted. Other morale killers for these personalities may include strict rules, formal structures, and routine tasks. They may find it especially
dispiriting when they’re asked to redo their work, particularly if it's for a reason that just doesn’'t seem valid to them.

Of course, a perfect work environment isn’t always possible. Advocate employees with less-than-ideal managers may need to draw on their inner
resilience and seek out other mentors. The good news is that people with this personality type are more than capable of handling workplace
challenges, including the challenge of having a difficult manager.

Advocate Colleagues

As colleagues, Advocates can be quite popular and well respected. People with this personality type are often seen as helpful, eloquent, and
capable coworkers. Among their greatest strengths is their ability to identify others’ motives and understand the root causes of conflict before
anyone else even senses a disturbance.

At times, efficiency may be less of a priority for Advocates than collaborating with and helping colleagues who need a boost. While this is usually
a strength, there is a risk that others will take advantage of Advocates’ desire to help. They may find themselves picking up the slack for their less
dedicated coworkers at the expense of their own energy and well-being.

Advocates’ determination to be helpful can leave them feeling taken advantage of.

Although they tend to be well liked among their colleagues, Advocates are still Introverts. From time to time, they may need to step back and
work alone, pursuing their own goals in their own ways. This isn’t a sign of resentment or ill will — but rather a signal of Advocates’ need to
balance serving others with their own self-care.

Advocate Managers

As managers, Advocates may dislike wielding their power. They prefer to think of everyone as equals, no matter what a person’s business card
might say. Rather than micromanage their subordinates, Advocates often prefer to empower them to think and act independently. They work hard
to encourage others and promote an atmosphere of mutual respect.

Compassionate and fair, Advocate managers often take pride in identifying their subordinates’ unique strengths.

That's not to say that Advocates have low standards — far from it. Their sense of equality means that they expect their subordinates to live up to
the standards that they set for themselves. Bosses with this personality type want their employees to be rigorous, motivated, reliable, and
unfailingly honest, and they will notice if anyone misses the mark.

Advocate managers can be particularly stern if they catch someone behaving in a way that they consider unethical. These personalities have little
tolerance for lapses in reliability or morality. When their employees’ good intentions match their own, however, Advocate bosses work tirelessly to
ensure that their entire team feels valued, fulfilled, and successful.

Project Overview

Project Summary

We are a team of 6 experienced developers that have worked together for multiple years. Each member is specialized within the major aspects of
game design and have professional experience using those skills for clients (art, programming, sound, etc.). As a result of our experience
together, we have also developed workflows and processes that have been refined through multiple long-term projects. These processes will
allow us to overcome challenges and reduce risk. Therefore, Team Quiropraxis can deliver a high-quality product that is pleasing in all regards.

“You play as a pair of characters with experimental powers. One character manipulates and mix electricity to solve puzzles. The other carries the
other character in their battery while evading and distracting security long enough to solve the puzzles and escape.”

Our project aims to create an engaging experience that interests peers in the industry and allows members to develop their core skills for future
careers within the 2023 academic year. This is done by exploiting opportunities for puzzle design, character mechanics, narrative wrapper,
artistic designs and industry advice on our designs and processes.

When it comes to what our team can complete within scope of the allocated time for the project, the major limiting factor is the content we look to
create for the game. All of what can be found in this document is what we believe we can create within the year we have to develop the project.

Project Desigh Outcomes

No. Objectives Design Outcomes Measurement Criteria
1 ® Properly scope the project ® All the planned project features are ® The Gantt Chart and schedules remain on
achieved upon completion track, and deliverables are consistently
® Reserved time for polishing towards the met within expectations
end
2 * Release the game on platforms such as ® The game is published on Steam under ® We pass all the Steam publisher
Steam the ownership of the entire team guidelines and become greenlit for
® Time reserved for marketing / Begin publishing

gaining publicity upon complete a vertical
slice





3 ® Full team commitment and involvement
throughout the project

4 ® Deliver a high-quality product with effective

design

Project Scope

Product Description

Every one of the team has constructively
added to the project with their efforts and
can proudly state their accomplishments
afterwards

Unique narrative
Well-balanced puzzle design
Pleasing visuals

Bug free

® All team members are required to report
their progress during team meetings and
to present their completed tasks to the
team as confirmation

® Final playtests reveal little flaws

Playtest surveys reveal (via quantitative &
qualitative measurements) the game to
have a memorable narrative, engaging
beat-to-beat gameplay, and clearly
understood puzzles

Electric Potential is a third person single player puzzle-based game with electricity as the main thematic where you play as a pair of characters
with experimental powers that must rely on each other to succeed. One character manipulates and mix electricity to create unique powers to
solve puzzles whereas the other carries them in their battery where the former cannot go. The goal is to escape the derelict facility.

Product Breakdown Structure

Game Project

Documentation [10%) Design [ 20%)

Team & Project
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Marketing Content
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World Building . Environmental
(25%) Seript (25%) Storytelling (25%)

Historical or

Establish Location i significant
scenery/landmarks,

Where does the Level design
game take place? plarning

What is the Significant
leeation's character o [arrative asset list

significance? interactions

Why is the player
here?

Ralationship with Relationship with
character 2 character 1

Boundaries
Activities in Scope Activities Out of Scope

1 Core mechanic: player swaps between two characters Two player co-operative play (networked/local)

2  Creating asingle large level where the player has multiple Creating enough paths and options to fill a multiple hour-long play
branching paths session

3 A few options for players abilities/playstyle A grand tree of different unlockable abilities for the players

character
4 Al enemies that the player can hide from A wide variation of enemy types

1. The player can swap between two different characters with different mechanics to solve puzzles throughout the game. Both characters
move together with one being the main transporter until the second character is dropped off inside a power grid, where they can move
through the wiring. The player can swap between the two different perspectives of the characters at will. The idea of two player
cooperative play came up during brainstorming discussions, but we believe this is out of scope because of the time that would be required
to do the networking. Local multiplayer could be another option, but we believe that we should concentrate our efforts on the original single
player experience to remain with the scope of the project and deadlines.





2. The entirety of the game takes place within a single grand level that opens more and more as the player solves different puzzles. The
player can see the end goal from the beginning and can experience a feeling of satisfaction and pride when they look back at what they
accomplished from the end of the game. However, the number of paths and options will need to be limited for us to be able to create a
complete experience within the given deadlines. Because of this the gameplay sessions will not reach more than 2 hours.

3. The player will progressively unlock a few new abilities as they complete certain sections of the map — These abilities could be combined
to create different outputs, which will enable the player to access new areas & solve previously unsolvable puzzles. This system of ability
unlock will be kept simplistic and easily understandable, however - A complex, branching skill tree will not be included.

4. A stealth element will be included within the gameplay and blend itself into our puzzle design. Al enemies will have basic, easily
understandable behaviours (including patrolling, stationary guarding, investigating on distractions). Varying enemy types and abilities will
not be our focus, as the inclusion of enemies is meant to enhance our puzzles, not combat.

Milestones

Project Milestone Description Expected Date

1 Team Charter This document will establish our team roles, responsibilities, governance, 15 Sep 2022
risks, goals and, project

2 Research Report Involves conducting research on the target market and project unknowns. 29 Sep 2022
At the end of this milestone, the team will have a thorough analysis of the
target market and all known unknowns will be addressed or resolved.

Involves exploring a variety of possible designs based on the core game
idea. This is done through building rapid prototypes focusing on core
features and mechanics. At the end of this milestone, the team will have a
clear common vision of the final product.

3 Proof of Concept Involves developing a schedule for the completion of tasks and features 20 Oct 2022
throughout production. At the end of this milestone, the team will have a
clear image of how much work needs to be done and when each feature
will be complete.

4 Team Defined Begin development on the game’s character, camera, and controller. At TBD
the end of this milestone, the player controller will be functional and
integrated into the game.

5 Project Plan Begin development on the core puzzle mechanics, with a first draft of the 10 Nov 2022
puzzles that will be in the game. At the end of this milestone, the game’s
starting puzzles will be functional and integrated into the game.

6 GDD Involves tweaking camera works, implementing basic shaders, polishing 24 Nov 2022
character models & animations, and implementing important sound
effects. At the end of this milestone, the core gameplay experience will be
polished.

7 Minimum viable product An executable build of the game including all core features and 01 Dec 2022
mechanics. The state of the build should be as close to the final product
as possible.

Deliverables

Project Deliverable 1: Team Charter
Stakeholder: Zain Dinath

Description: A document detailing the team’s work process, conflict resolution, and contingency plans. Used as a
reference by advisors and stakeholders.

Acceptance Criteria: First pass of team charter complete.

Includes roles and responsibilities of team members.
Includes the team’s decision-making process in detail.
Includes the team’s conflict resolution plan in detail.
Includes actionable risk contingency plans.

Due Date: 15 Sep 2022

Project Deliverable 2: Research Report
Stakeholder: Zain Dinath
Description: A document detailing initial research conducted about the game’s design.

Acceptance Criteria: ® Answers any unknowns about the project or the design.





Due Date:

® Includes a detailed breakdown of the methodology used to conduct the research.

® Includes a detailed breakdown of the results obtained and their relevance to the project.

® Includes a detailed discussion of recommended changes to the project based on the results
obtained.

29 Sep 2022

Project Deliverable 3: Proof of Concept

Stakeholder:
Description:

Acceptance Criteria:

Due Date:

Project Deliverable 4: Alfa Version
Stakeholder:

Description:

Acceptance Criteria:

Due Date:

Project Deliverable 5: Project Plan
Stakeholder:
Description:

Acceptance Criteria:

Due Date:

Zain Dinath

A functional and playable build used to determine whether the game idea and be made into a reality.

® Demonstrates the game’s core mechanic and hook.
® Answers whether the game idea is feasible with the team and time frame.
® Includes an executable build.

20 Oct 2022

Zain Dinath

Begin development on the game’s mechanics, character, camera, and controller. At the end of this
milestone, the player controller will be functional and integrated into the game

Solidified game mechanics

Camera working properly

Switching between characters working properly

Controls working properly

Essential elements added to the development playground

TBD

Zain Dinath

A document that details the goals, tasks, and resources needed to complete the project.

Identifies the purpose and scope of the project.

Identifies project constraints.

Includes a minimum of two personas representing different user types that might play our game.
Includes a WBS detailing a breakdown of the work required to complete the project.

Includes a PBS detailing a breakdown of the features and components of the project.

Includes a schedule that details when work is expected to be complete.

10 Nov 2022

Project Deliverable 6: Game Design Document

Stakeholder:
Description:

Acceptance Criteria:

Due Date:

Project Deliverable 7: MVP
Stakeholder:

Description:

Zain Dinath

A first-pass document detailing all features of the final product.

Includes a detailed breakdown of the game’s systems and mechanics.

Includes a detailed breakdown of the game’s scope and proposed assets.

Includes a detailed breakdown of the game’s player experience and intended audience.
Includes a detailed breakdown of each puzzle and level that will be in the game.
Includes a detailed breakdown of the game’s art, narrative, and sound direction.
Includes a detailed breakdown of the game’s technical tools and constraints.

24 Nov 2022

Zain Dinath

Present a minimal version of the game that demonstrates the potential of the project





Acceptance Criteria:

® Hands-on demonstration of the idealized
® Version of the final game
® Functional gameplay
® Minimum progression
® Clear demonstration of all functions and elements
® Presentation of aesthetics
Due Date: 01 Dec 2022
Dependencies
Dependency Description Critical Date Contact
No dependencies for this project
Project Risks and Constraints
Risks
Risk Description Probabilit Impact Risk Management Plan

y (H/M/L) (H/MIL)

1 A core member of the
team is unable to continue
participating.

2 Our target audience is not
interested in our game.

3 We are stuck on a feature’
s implementation
resulting in missing
deadlines.

4 Puzzles are not beatable
because of poor design
like forgetting key game
mechanics needed for
progression.

5 Optimization issues arise,
causing our game’s
performance to fall.

If our core programmer is unable to continue, we will reassess
the technical scope of our game and redesign content to fit the
capabilities of the remaining programmers which will include,
Kevin, Tiago, Farryl and Wilson.

If our core sound designer is unable to continue, we will seek
open-source sound libraries for us to implement and focus on
visual signifiers instead.

If our core artist is unable to continue, we will reassess our art
asset list and focus on core assets required for the player to
have the intended user experience. We will also re-assign
artistic tasks to Farryl and Joshua.

We will use data, research, and competitor analysis of our target
audience to discover their preferences which we can exploit
earlier in the project. Every week we will refer to our design
pillars and target audience and ask, will they be interested?

Rework the gameplay loop & rebalance the progression and
difficulty

When tasks are assigned, we will give story point estimates to
assess difficulty of tasks.

We will have at least 2 meetings per week where we will assess
progress of tasks and address challenges.

Hard blocks in tasks will result in the team reconsidering its
necessity by referencing our hook, anchors, core user and
emotional experience and design pillars.

We will have a spreadsheet that lists out each level and includes
puzzles and what is required to progress. Before each build, we
will check if each level that exists has everything in the
spreadsheet. If players get stuck, we will also include timed hints
to ensure players can proceed.

Analyze & identify causes of performance issues via profiler.

Implement coding algorithms to drastically improve performance
(e.g., object pooling, binary trees).

Experiment with other asset importation algorithms & adjust
assets where applicable

Member Responsible
for Resolution

® Joshua
* Tiago

* Wilson
* Tiago

* Tiago
® Joshua

® Joshua
® Farryl
* Tiago

® Hubery
® Kevin
® Farryl





Constraints

Categ  Constraints

ory
1 Time Milestones, weekly tasks to complete for advisor review, final deadline for release
2 Resou  Group members need to attend to personal projects, part-time jobs, slightly

rce different college schedules, etc.
3 Finan  Money the group is willing to invest in purchasing assets and programs

cial
4 Transit Difficulty getting on campus — limits opportunities of physical meetings

Project Organization
Project Governance

This project will comply with Sheridan College policies including:

Acceptable Use Policy

Code of Conduct

Copyright / Intellectual Property

Harassment and Discrimination Policy

Student Code of Conduct

All other applicable Sheridan policies and procedures https://policy.sheridanc.on.ca>
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3.2 Roles and Responsibilities

Project Role

Project Manager

Project Coordinator

Game Designer

Level Designer

Playtest Coordinator

-
End Meeting to re-evaluate
Progress next meeting
J
Assigned to

Responsibilities

Responsible for managing/updating documentation related to the project’s
development.

Will observe the current flow of progress to determine if content will need
to be cut, or if a team members effort can be placed elsewhere to optimize
efficiency.

Responsible for managing the team'’s efforts towards the project. Manages
schedules, meeting times, deadlines/milestones, and dedication of tasks
for team members.

If a team member or task has fallen behind, this person is responsible for
delegating resources to assure the task or team member is supported

properly.

If a task or deadline is clearly not going to be met, a meeting with the
project manager must take place to decide further course of action.

Responsible to conceptualize and maintaining gameplay systems. Create
and develop the game core, systems, mechanics, rules, puzzles.

Monitoring work and ensure that the tasks are still applicable to the project.

When the team comes to a split decision on design choices, this person
makes the final call to keep the team moving forward.

Responsible for the development and management of the project’s layouts
llevels. Must work in tandem with the Game Designer to assure that all
core mechanics are effectively used in each level.

Must communicate with the 2D and 3D artists to assure that the levels are
populated with assets cohesively, and without losing the functionality of
the level.

Responsible for finding willing play testers for the project and making sure
the tests are compliant with the Sheridan College policies.

Creates surveys, questionnaires, and data sheets for play tests.

Creates the testing space to make sure that all potential variables are
accounted for in the tests and reflected in the data.

Tiago Massochin

Joshua Pritchett

Tiago Massochin

Joshua Pritchett

Farryl Chang

Joshua Pritchett





Narrative Designer

Concept Designer

2D Atrtist

3D Atrtist

Gameplay Programmer

Ul Programmer

Sound Designer

UI/UX Designer

Ul Artist
Marketing

Publication

License Coordinator

Project Plan

® Project Overview

Responsible for designing the projects narratives and updating relevant
team members on this content to assure that all assets remain in line with
the narrative context.

Responsible for converting high level design ideas into visual concepts
that fit within the project and team constraints.

Responsible for ensuring there is visual parity amongst all designs and
communicating them to production artists.

Responsible for producing 2D visual assets based off concept art is
created and ensuring it is testable in the engine.

Responsible for creating illustrations/marketing assets that capture the
value proposition of our game.

Responsible for the quality and optimization of 3D assets in the final build.
Responsible for the implementation of 3D assets into the game engine.
Responsible for the impact of 3D assets on the game’s performance.

Responsible for programming core game mechanics that meets project’s
design goals and are reasonably bug-free.

Responsible for implementing assets & Ul menu functionalities.

Create soundscape, Sound effects, Sound Atmosphere, Mixing,
Mastering, Monitoring levels and adjusting volume settings.

Editing audio files by cutting and splicing sounds.

Implement the Sounds and Music on the game engine, Creating and
Develop soundtracks.

Investigating user experience and requirements; Produce wireframes,
visual and graphic Designs, diagrams, Ul elements.

Testing Ul elements, user experience and guidance on the implementation
of UX research methodologies and testing activities to analyze and predict
user behavior.

Responsible for creating visuals for the User Interface that match’s the Ul
/UX designer’s vision.

Responsible for marketing the project (gathering public awareness,
reaching out to potential audiences) via social media & real-life events.

Responsible for coordinating the publication processes of showcase
demos as well as the final product on platforms (e.g., http://itch.io , Steam,
Epic).

Responsible for organizing external asset licensing & ensuring the project
complies to terms & conditions of specific publication platforms.

® 1.1 Purpose, Scope, and Objectives

® 1.2 Project Goals
® 1.3 Marketing Analysis

® Target Audience
Demography
Interest/Activities
Attitudes/Opinions
Personas

® Persona 01

® Name:
® |Interests:

Joshua Pritchett

Wilson Chan

Wilson Chan

Farryl Chang

Wilson Chan

Hubery Chu
Kevin Jacob
Farryl Chang
Kevin Jacob

Tiago Massochin

Tiago Massochin

Wilson Chan

Hubery Chu

Hubery Chu

Kevin Jacob
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Values:
Profession:
Behaviours:
Needs:
Age:
Powers:
Aspirations:
® Persona 02

Name:
Interests:
Values:
Profession:
Behaviours:
Needs:
Age:
Powers:
Aspirations:

1.5 References

1.4 Evolution of the Plan

® 1.6 Definitions and Acronyms (omit if not applicable)

® 2. Project Organization

® 2.1 Internal Structure
® 2.2 Roles and Responsibilities
® 3. Managerial Process Plans

¢ 3.1 Start-up Plan

® 3.1.1 Project Staff Training

® 3.2 Work Plan

® 3.2.1 Product Breakdown Structure
® 3.2.2 Work Breakdown Structure
® 3.2.3 Schedule Allocation

® 3.3 Project Tracking Plan

3.3.1 Requirements Management
3.3.2 Schedule Control

3.3.3 Quiality Control

3.3.4 Reporting

® 3.4 Risk Management Plan

® Constraints

® 4. Supporting Process Plans

4.1 Documentation

Document Change Control

Version
Current Version (v. 52)
v. 51

v. 50

v. 49

v. 48

v. 47

v. 46

v. 45

v. 44

v. 43

v. 42

4.2 Quality Assurance
4.3 Subcontractor Management (omit if not applicable)
4.4 Process Improvement

Date

Nov 23, 2022 23:24
Nov 09, 2022 22:24
Nov 09, 2022 22:20
Nov 09, 2022 22:19
Nov 09, 2022 22:07
Nov 09, 2022 21:44
Nov 08, 2022 17:34
Nov 08, 2022 17:22
Nov 08, 2022 16:52
Nov 08, 2022 16:17

Nov 08, 2022 16:01

Comment
Tiago Massochin
Farryl Chang
Farryl Chang
Farryl Chang
Farryl Chang
Farryl Chang
Tiago Massochin
Farryl Chang
Farryl Chang
Joshua Pritchett

Tiago Massochin
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v. 10

Nov 08, 2022 14:48
Nov 08, 2022 14:41
Nov 08, 2022 14:29
Nov 08, 2022 13:59
Nov 08, 2022 13:18
Nov 08, 2022 13:09
Nov 07, 2022 19:14
Nov 07, 2022 18:41
Nov 07, 2022 18:35
Nov 07, 2022 18:33
Nov 07, 2022 00:13
Nov 06, 2022 23:57
Nov 06, 2022 23:32
Nov 06, 2022 20:36
Nov 06, 2022 20:33
Nov 06, 2022 20:33
Nov 06, 2022 20:32
Nov 06, 2022 20:30
Nov 06, 2022 20:30
Nov 06, 2022 20:29
Nov 06, 2022 20:29
Nov 06, 2022 20:27
Nov 06, 2022 20:27
Nov 06, 2022 20:26
Nov 06, 2022 20:26
Nov 06, 2022 20:25
Nov 06, 2022 20:25
Nov 06, 2022 19:48
Nov 06, 2022 18:57
Nov 06, 2022 18:25
Nov 06, 2022 18:25
Nov 06, 2022 17:57
Nov 03, 2022 17:18
Nov 03, 2022 17:11

Nov 03, 2022 17:10

Farryl Chang
Farryl Chang
Farryl Chang
Farryl Chang
Farryl Chang
Farryl Chang
Wilson Chan
Farryl Chang
Farryl Chang
Farryl Chang
Farryl Chang
Farryl Chang
Farryl Chang
Farryl Chang
Farryl Chang
Farryl Chang
Farryl Chang
Farryl Chang
Farryl Chang
Farryl Chang
Farryl Chang
Farryl Chang
Farryl Chang
Farryl Chang
Farryl Chang
Farryl Chang
Farryl Chang
Farryl Chang
Farryl Chang
Farryl Chang
Farryl Chang
Farryl Chang
Tiago Massochin
Wilson Chan

Joshua Pritchett
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Project Overview

1.1 Purpose, Scope, and Objectives

® The purpose and scope of the project include:

Tiago Massochin
Joshua Pritchett
Joshua Pritchett
Tiago Massochin
Tiago Massochin

Tiago Massochin

® Develop a 1-hour long play experience that capitalizes on the unique mechanic of being able to control two characters simultaneously
® Develop a project that demonstrates the technical and design skills of the team in a professional manner
® Considerations of scope or objectives to be excluded from the project or the deliverables include:

® More than 3 abilities per character will be excluded

® High-poly assets with detailed textures will be excluded

® Dialogue systems and complex narrative systems will be excluded
® Our statement of scope is consistent with the scope defined in the team charter as listed:

Activities in Scope

1 Core mechanic: player swaps between two characters

2 Creating a single large level where the player has multiple

branching paths

3 A few options for players abilities/playstyle

4 Al enemies that the player can hide from

® Business needs to be satisfied by the project include:

Activities Out of Scope

Two player co-operative play (networked/local)

Creating enough paths and options to fill a multiple hour-long play
session

A grand tree of different unlockable abilities for the players
character

A wide variation of enemy types

® The final game will be published on Steam and itch.io and will be available to play for free

® Summary:
® Project objectives include:

® The final design successfully reflects the team’s vision, hook, and core pillars
® The development process demonstrates the technical skills of the team

® The final build is successfully published

® The deliverables required to satisfy the project objectives include:

Team Charter

Research Report

Proof of Concept

Project Plan

Game Design Document
MVP

Final Build

® The criteria by which satisfaction of the objectives will be determined include:
® Does the play experience reflect our hook and core pillars? Could a player who's unfamiliar with the game’s development identify the

hook and core pillar easily and accurately?

® Would potential employers be interested in the technical skills required to develop each aspect of this project?
® |s the final build accessible to users on Steam and itch.io?

1.2 Project Goals

® In lieu of strategic or business goals of the project, the goals of this project include:

® Delivering an engaging and innovative project within the constraints of capstone that excites our peers in the games industry



https://wilsonchan.atlassian.net/wiki/display/QUIR/viewpage.action?pageId=1145929750

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5

https://wilsonchan.atlassian.net/wiki/display/QUIR/viewpage.action?pageId=1145831458

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670

https://wilsonchan.atlassian.net/wiki/display/QUIR/viewpage.action?pageId=1145634838

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670

https://wilsonchan.atlassian.net/wiki/display/QUIR/viewpage.action?pageId=1146093580

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5

https://wilsonchan.atlassian.net/wiki/display/QUIR/viewpage.action?pageId=1145569305

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5

https://wilsonchan.atlassian.net/wiki/display/QUIR/viewpage.action?pageId=1119125567

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5



® Allowing each member of the team to have an opportunity to develop the core skillset that aligns with their desired career goals and have

a tangible artifact that provides evidence of their competence and value

® Developing the project as an avenue to completing our degree requirements and forming lasting relationships

1.3 Marketing Analysis

® The current industry trends and market outlook for your project include:

® The trend toward 3D games in the games industry
® The popularity of narrative-driven puzzle platforming games like Inside in the current market

Target Audience

Demography

Age: 15-30 years

Gender: Men and women

Income: Low, Medium.

Marital Status: Single

Occupation/Industry: Students/Part-time work/Junior
Educational Level: High School/Bachelor's Degree

Interest/Activities

They like independent games.

They like puzzle games.

They like to consume video games with different proposals.

They enjoy talking to friends about their experiences with video games.
They enjoy participating in online communities to discuss video games.

Attitudes/Opinions

® They consume unpopular things.

® They feel smart.

® Engage in communities to discuss puzzles.

® They feel good when they feel they are consuming something special/unique.

Personas
Persona 01
Name: Profession:
Alex College student
Interests: Behaviours:
® Videogames ® Play different games often
® Science ® Spend a good part of the day on
® Scifi computer
* Reddit
Needs:
Values:
® Unique games to talk about
® Intelligence ® Things that make him feel smart
® Pioneer

® |nnovation

for something new that no one has heard of yet."

Age:

18

Powers:

® Has an online social circle
® |ntroduce new things on forums
® Re-forward trending indie games

Aspirations:

® Find the next indie game that will
become popular before everyone else

® Share amazing and unique solutions to
puzzles

"My name is Al3x_BackJog, | live in Lansing, and I'm just starting college. | like to spend my day on
my computer playing totally underground indie games and talk to my internet friends about the
games | found the coolest or the shitly. I'm always in the indie game forums and communities looking





Persona 02
Name: Profession: Age:
Mike Twitch Streamer 27
Interests: Behaviours: Powers:
® Videogames ® Always on the lookout for new and ® Has an influence over a large audience
®* Food interesting games ® |ntroduce new trends
® Boxing ® Their daily routine involves playing ® Spreading “memes”
® Sports some games after their morning workout
Aspirations:
Values: Needs:
® Make the audience excited about the
® Energy ® |Interesting games to play and entertain games they are playing
®* Engagement their audience ® Entertain the audience with wacky
® Interpersonal relationships ® Moments that will get their audience approaches to game challenges

excited

"My name is Mike_1, | live in LA, and I've been streaming on Twitch for the last 8 years. When I'm
streaming, | try to create moments of excitement for the audience by trying out crazy strategies or
solutions that somehow work out in the end. | like to play games that give me lots of agency to do
what | want to do and allow me to find my own solutions to challenges.”

How our project and its unigue features will meet the needs of the market:

® Qur hook of simultaneous ability usage allows players to solve puzzles in lots of different ways
® Describe any competitive projects already in the market

® Static Cling

® Makes use of the electricity theme in a similar way
® Fireboy and Watergirl

® Allows the player to control two characters simultaneously in a similar way
®* The competitor's strengths and weaknesses include:

® Static Cling
® Strength: its nouns and verbs are very well defined and fit the electricity theme perfectly

® We can build upon this strength by analyzing the elements that made their nouns and verbs so effective
® \Weakness: most of its puzzles require the player to solve them in a specific way

® We can resolve this weakness by designing our puzzles in such a way that the player can experiment and find multiple solutions
® Fireboy and Watergirl

® Strength: the game makes effective use of the core mechanic of controlling two characters in their levels

® We can build upon this strength by analyzing the elements that made their levels work so well for their core mechanic
® Weakness: although it is possible to play the game alone, it is intended to be a two-player game and thus, the singleplayer experience
can feel lackluster at times

® We can resolve this weakness by focusing our puzzle designs for a singleplayer experience
® Barriers to Entry for the project include:

® Access to a computer that can run the build
® Basic pre-existing knowledge of electricity and its capabilities

1.4 Evolution of the Plan

®* The team member who is responsible for updates to this Plan is the project manager
® Plans for producing both scheduled and unscheduled updates to this Plan include:

® Scheduled updates will be made alongside each deliverable as defined in the Team Charter
® Scheduled updates will detail any changes or deviations made to the Project Plan





® Unscheduled updates will be made whenever an unplanned major change or delay is made to the project
® Major changes include but are not limited to:

® The removal of a feature
® Absence of a team member
® Expected technical issues
® Updates to this Plan shall be disseminated according to each team member’s roles and responsibility

® For example, the level designers will be tasked with making updates that relate to level design

1.5 References

® Watt, Adrienne. Project Management — 2nd Edition. BCcampus, 14 Aug. 2014, http://opentextbc.ca/projectmanagement/chapter/chapter-14-
quality-planning-project-management/. Accessed 8 Nov. 2022.

1.6 Definitions and Acronyms (omit if not applicable)

® Define, or provide references to any documents or annexes containing the definition of all terms and acronyms required to properly
understand this Plan.

2. Project Organization
2.1 Internal Structure

® Describe the internal structure of the project organization (how the project will be managed).
® Use organizational charts or diagrams to depict the lines of authority, responsibility and communication within the project.

Decisions (Below) | Actors (Right) Proje Proje Game Level Narra Conc 2D 3D Gamepl ul Soun UI/ux ul Marke Publi
ct ct Desig Desig tive ept Artist Artist ay Progra d Design Artist ting cation
Mana Coor ner ner Desig Desig Progra mmer Desig er
ger dinat ner ner mmer ner
or

Allocate Resources
Change in Design Specification

Change in Schedule

- o -

Change in Visual Direction

(e}
-6 -z -

Change in Technical Specification

Change in Narrative Design

- - - - 0o ~

Change in Level Design

Development of 2D Assets

O
o

Development of 3D Assets
Change in Sound Design
Change in UI/UX Design

> >» » - - » » » >» 3 O >

Change in Marketing Specification
Legend

R - Responsible

A - Approve
C - Consult
| - Inform

2.2 Roles and Responsibilities

® |dentify and state the nature of each major work activity and identify the individual that are responsible for those processes and activities using
a table.

Project Role Responsibilities Assigned to

Project Manager Responsible for managing/updating Tiago Massochin
documentation related to the project’s
development.

Will observe the current flow of progress to
determine if content will need to be cut, or if
a team members effort can be placed
elsewhere to optimize efficiency.

Project Coordinator Joshua Pritchett
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Game Designer

Level Designer

Playtest Coordinator

Narrative Designer

Concept Designer

2D Atrtist

3D Atrtist

Responsible for managing the team’s efforts
towards the project. Manages schedules,
meeting times, deadlines/milestones, and
dedication of tasks for team members.

If a team member or task has fallen behind,
this person is responsible for delegating
resources to assure the task or team
member is supported properly.

If a task or deadline is clearly not going to
be met, a meeting with the project manager
must take place to decide further course of
action.

Responsible to conceptualize and
maintaining gameplay systems. Create and
develop the game core, systems,
mechanics, rules, puzzles.

Monitoring work and ensure that the tasks
are still applicable to the project.

When the team comes to a split decision on
design choices, this person makes the final
call to keep the team moving forward.

Responsible for the development and
management of the project’s layouts/levels.
Must work in tandem with the Game
Designer to assure that all core mechanics
are effectively used in each level.

Must communicate with the 2D and 3D
artists to assure that the levels are
populated with assets cohesively, and
without losing the functionality of the level.

Responsible for finding willing play testers
for the project and making sure the tests are

compliant with the Sheridan College policies.

Creates surveys, questionnaires, and data
sheets for play tests.

Creates the testing space to make sure that
all potential variables are accounted for in
the tests and reflected in the data.

Responsible for designing the projects
narratives and updating relevant team
members on this content to assure that all
assets remain in line with the narrative
context.

Responsible for converting high level design
ideas into visual concepts that fit within the
project and team constraints.

Responsible for ensuring there is visual
parity amongst all designs and
communicating them to production artists.

Responsible for producing 2D visual assets
based off concept art is created and
ensuring it is testable in the engine.

Responsible for creating illustrations
/marketing assets that capture the value
proposition of our game.

Responsible for the quality and optimization
of 3D assets in the final build.

Tiago Massochin

Joshua Pritchett

Farryl Chang

Joshua Pritchett

Joshua Pritchett

Wilson Chan

Wilson Chan

Farryl Chang

Wilson Chan





Gameplay Programmer

Ul Programmer

Sound Designer

UI/UX Designer

Ul Artist

Marketing

Publication

License Coordinator

3. Managerial Process Plans

3.1 Start-up Plan

3.1.1 Project Staff Training

Responsible for the implementation of 3D
assets into the game engine.

Responsible for the impact of 3D assets on
the game’s performance.

Responsible for programming core game
mechanics that meets project’s design
goals and are reasonably bug-free.

Responsible for implementing assets & Ul
menu functionalities.

Create soundscape, Sound effects, Sound
Atmosphere, Mixing, Mastering, Monitoring
levels and adjusting volume settings.

Editing audio files by cutting and splicing
sounds.

Implement the Sounds and Music on the
game engine, Creating and Develop
soundtracks.

Investigating user experience and
requirements; Produce wireframes, visual
and graphic Designs, diagrams, Ul
elements.

Testing Ul elements, user experience and
guidance on the implementation of UX
research methodologies and testing
activities to analyze and predict user
behavior.

Responsible for creating visuals for the
User Interface that match’s the UI/UX
designer’s vision.

Responsible for marketing the project
(gathering public awareness, reaching out
to potential audiences) via social media &
real-life events.

Responsible for coordinating the publication
processes of showcase demos as well as
the final product on platforms (e.g., http://itch
.io, Steam, Epic).

Responsible for organizing external asset
licensing & ensuring the project complies to
terms & conditions of specific publication
platforms.

® Skills required by individual team members to successfully conduct the project include:

® Wilson

® Rigging 3D characters and in-game objects

® Proficiency with shaders and VFX

® Joshua

® Proficiency with team management and scheduling
® Creating narrative through world-building and environmental storytelling
® Creating 3D animations for both gameplay and cutscenes

Hubery Chu
Kevin Jacob
Farryl Chang

Kevin Jacob

Tiago Massochin

Tiago Massochin

Wilson Chan

Hubery Chu

Hubery Chu

Kevin Jacob
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® Tiago
® Proficiency with scheduling and documentation
* Proficiency with 3D audio implementation

® Hubery

® Proficiency with camera programming
® Procedural mesh rendering

® Kevin
® Character ability programming
® Ul ability wheel programming

* Farryl
® Proficiency with level design tools MAST and YuME
® Proficiency with texturing tool Substance Painter

® Staff plans to acquire these necessary skills to complete the project via the following methods:

® Wilson

® Reading documentation and watching Youtube tutorials on rigging and VFX implementation
® Joshua

® Delving into a masterclass on writing meaningful and emotional characters for all kinds of media
® Researching online tutorials for animation and rigging methods
® Tiago
® Consulting prior knowledge of audio design and implementation
® Researching online tutorials on 3D audio implementation
® Hubery

® Researching video tutorials and online forums on procedural mesh rendering
® Kevin
® Researching video tutorials and online forums on Ul ability wheel implementation
® Farryl
® Researching tool documentation on MAST and YuME
® Researching video tutorials on Substance Painter
® Training as needed in technical, managerial, and supporting activity skills include:
® Wilson
® Training in3D rigging and animation
® Training in VFX implementation in Unity
® Joshua
® Training in balancing workloads according to team skills
® Training in environmental storytelling
® Training in 3D animation in Maya and Unity
® Tiago
® Training in milestone prioritization and scheduling
® Training in 3D audio implementation
® Hubery
® Training in camera programming
® Training in procedural mesh rendering
® Kevin
® Training in gameplay programming
® Training in Ul implementation
* Farryl
® Training in level design tools MAST and YuME
® Training in texturing tool Substance Painter

3.2 Work Plan

3.2.1 Product Breakdown Structure

® Product breakdown structure (link to Miro)

Game Project

(100%)

|
| | | | | ]
[ ey DS R P e
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® Work breakdown structure for documentation (Link to Miro)
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Gantt Chart

® Work breakdown structure for design (Link to Miro)
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L Experience Flow

® Work breakdown structure for programming (Link to Miro)
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® Work breakdown structure for audio (Link to Miro)
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® Work breakdown structure for narrative (Link to Miro)
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Why is the player
here?

Relationship with Relationship with
character 2 character 1

3.2.3 Schedule Allocation

® Link to project milestone schedule
® Link to project master schedule Gantt chart

3.2.4 Resource Allocation

® Required allocation of resources:
® Personnel

® Project Management
® Tiago M.
® Joshua P.

® Game Design
® Tiago M.

® Level Design
® Joshua P.

® Farryl C.
® Concept Design

® Wilson C.
® Asset Creation

® Wilson C.
® Farryl C.
® Programming

® Hubery C.
® KevinJ. S.
® Sound Design
® Tiago M.
® Computing resources

® 1 workstation per team member in G404 at Sheridan College Trafalgar Campus
® Software tools

Adobe lllustrator
Adobe Photoshop
Adobe Animate
Zbrush
Maya
Blender
Substance Painter
Ableton Live 11
Unity
Visual Studio

* FMOD
® Special testing and simulation facilities
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* None
® Administrative support

® Advisor
® Eduardo Hulshof

3.3 Project Tracking Plan

3.3.1 Requirements Management

® The process for measuring, reporting and controlling changes to the project requirements is as follows:

® Changes to the project are measured and reported via Jira, and each team member provides a summary of their changes at the end of
each sprint during the Thursday progress meetings (as specified in the communication chart below)
® Changes to the project are controlled via Git and must follow the best practices outlined in the Technical Design Document

3.3.2 Schedule Control

® Processes to be used for the following purposes:
® Measuring the progress of work completed at the major and minor project milestones:

® Progress of work completed at major and minor milestones are accompanied by a build and playtesting sessions to determine:
® How closely the build aligns with the intended vision and play experience
® Features or designs that need to be changed or fixed
® Priority of tasks to be done based on the previous two points
® Comparing actual progress to planned progress:

® Development progress is evaluated against the project Gantt chart to determine whether development is ahead or behind planned
progress

® Implementing corrective action when actual progress does not conform to planned progress:

® The project coordinator will speak to team members who are most affected by the delay in progress and try to identify causes and
solutions

® |f the problem persists, members of the team who are not affected by the delay will take on tasks assigned to the affected members in
an attempt to reduce their workload

® |f the problem persists, the team will hold a meeting to discuss areas of the game that need to be cut
® The methods and tools that will be used to measure and control schedule progress include:

® Jira and the Roadmap feature found in Jira will be used to measure and control schedule progress

® The process is linked to the reporting of tasks on the Jira task board and thus it is automatic, but the Project Manager will be
responsible for maintaining the tool

® The objective criteria that will be used to measure the scope and quality of work completed at each milestone, and hence to assess the
achievement of each schedule milestone, include:

® |s the intended play experience communicated to at least 80% of playtesters?

® Measured numerically via pre-test and post-test surveys
® Includes communication of the following:

® Puzzle solutions
® Functionality of game objects
® Narrative context

® Are 100% of playtesters able to play the game from beginning to end?

3.3.3 Quality Control

Make sure to specify a based on formal references

® The processes to be used to measure and control the quality of the work and the resulting work products are as follows (references Project
Management — 2nd Edition by Adrienne Watt as listed in section 1.5):

® Cost-benefit analysis

® “Looking at how much [our] quality activities will cost versus how much [we] will gain from doing them” (Watt)

® In our case, refers to making design changes based on playtest feedback and determining whether the benefit to the play
experience is worth the work needed to make the change

® “The main benefits are less reworking, higher productivity and efficiency, and more satisfaction from both the team and the customer”

(Watt)
® Benchmarking
® “Using the results of quality planning on other projects to set goals for your own” (Watt)

® In our case, “other projects” can refer to other projects we've worked on or games that we are referencing
® Design of experiments
e “ .all the kinds of test procedures you'll do, the approaches you'll take, and even the tests themselves” (Watt)

® Inour case, it refers to our playtesting procedures and approaches
® Used to measure the quality of the resulting product





3.3.4 Reporting

® The reporting mechanisms, report formats, and information flow to be used within the project and to entities external to the project are as

follows:

® Internal team reports for tasks and design decisions will be conducted through Jira and Confluence
® The report format for biweekly deliverables to stakeholders is defined by the Milestone Deliverable Template provided by the stakeholder
® The methods, tools, and techniques of communication include:

® Discord for internal team communications

® Zoom for external communications with stakeholders
® The frequency and detail of communications are as follows:

® Internal team meetings are conducted three times a week and are used to discuss project progress and design decisions

® External team meetings with stakeholders are conducted once every two weeks and are used to report project progress to stakeholders

® Communication chart below:

Type of Communication Method/Tool
Internal Communications

Project Update Meetings In-person
Progress Meetings Discord
External Communications

Production Meetings Zoom

3.4 Risk Management Plan

® Risk Analysis Plan:

Risk Description Proba Impact
bility (H/MIL)
(HM
L)

1 A core member of the
team is unable to continue
participating.

2 The campus closes due to
an outbreak of an illness
such as Covid-19.

3 We are stuck on a feature’
s implementation resulting
in missing deadlines.

4 The GO transit strike
currently happening
continues indefinitely,
preventing some team
members from being able

Frequency/Schedule Information

Participants /

Responsibilities

Weekly Project status, problems,

risks, design decisions
Every Tuesday @ 10:00 AM

to 1:00 PM in G404
Weekly Project status (progress)

Every Monday @ 12:00 PM
and Thursday @ 11:00 AM

Every two weeks Project update

Entire Team

Entire Team

Entire Team

Stakeholders

Risk Management Plan

If our core programmer is unable to continue, we will reassess the technical
scope of our game and redesign content to fit the capabilities of the
remaining programmers which will include, Kevin, Tiago, Farryl and Wilson.

If our core sound designer is unable to continue, we will seek open-source
sound libraries for us to implement and focus on visual signifiers instead.

If our core artist is unable to continue, we will reassess our art asset list and
focus on core assets required for the player to have the intended user
experience. We will also re-assign artistic tasks to Farryl and Joshua.

We will pivot to a completely remote workflow and use the time we normally
have on campus to hold a virtual meeting over Discord instead.

The project coordinator will organize and guide this shift in workflow.

When tasks are assigned, we will give story point estimates to assess
difficulty of tasks.

We will have at least 2 meetings per week where we will assess progress of
tasks and address challenges.

Hard blocks in tasks will result in the team reconsidering its necessity by
referencing our hook, anchors, core user and emotional experience and
design pillars.

We will continue our in-person meetings with the members who are able to
attend.

The project coordinator will follow up with members who were unable to
attend and provide a summary of the points discussed during the meeting.

Member
Responsible for
Resolution

® Joshua
® Tiago

® Joshua

® Tiago
® Joshua

® Joshua





to come to campus once a

week.

5 Optimization issues arise, Analyze & identify causes of performance issues via profiler. * Hubery
causing our game’s . i . . . ® Kevin
performance to fall. Implement coding algorithms to drastically improve performance (e.g., object o Farryl

pooling, binary trees).

Experiment with other asset importation algorithms & adjust assets where
applicable

Constraints

4. Supporting Process Plans

4.1 Documentation

® All project documentation that require regular updates are as follows:

® Game Design Document

Art Bible

Level Design Document

Narrative Design Document

Technical Design Document

Project Plan

® The plans for updating said documents are as follows:

® Game Design Document

® Update mechanics and noun-verb relationships as the project develops and new design decisions are made
® Update rules and interactions as playtests reveal new insights
® Update alongside every deliverable defined in the Team Charter

* ArtBible

® Update technical specifications of 2D and 3D assets as the project develops and technical limitations are revealed

® Update the visual direction of the project to resolve any clarity issues that might arise during playtests

® Update concept designs of centerpiece assets as the project develops to reflect narrative and level design needs
® Level Design Document

® Update map layouts and diagrams when major changes are made (e.qg. if a section of a level needs to be removed)
¢ Update LDD to include feedback and results from playtesting whenever a new set of playtesting is conducted
® Update alongside every deliverable defined in the Team Charter

® Narrative Design Document

® Update the narrative needs of the game as the project develops and new design decisions are made
® Update the narrative interactions in the game as levels are updated and changed
® Technical Design Document

® Update technical specifications whenever a new feature is implemented
® Update instructions for tools whenever a new tool is implemented for designers
® Project Plan

® Update the master schedule whenever there is a substantial advance or delay in development
® The entities responsible for updating and reviewing the project documentation are as follows:
* GDD
® The game designer is responsible for updating the GDD
® The level designers are responsible for reviewing the GDD whenever a major change is made
® ArtBible
® The concept designer is responsible for updating the Art Bible
®* The 2D and 3D artists are responsible for reviewing the Art Bible whenever a major change is made
¢ Level Design Document

® The level designers are responsible for updating the LDD
® Narrative Design Document

® The narrative designer is responsible for updating the NDD
® The level designers are responsible for reviewing the NDD whenever a major change is made
® Technical Design Document

®* The gameplay programmers are responsible for updating the TDD
® Project Plan

® The project manager is responsible for updating the Project Plan
® Additional information for the distribution of documents includes:

® List of documents to be prepared and updated:

* GDD
® Project Plan





® The one who will prepare both documents is the project manager

® The one who will update and review each document is the project manager

® The one who will distribute the document to various stakeholders is the project manager
® One copy of each document will be distributed to stakeholders

4.2 Quality Assurance

® How the team proposes to main a high standard of quality for the project:
® At the end of each sprint, the entire team will conduct a meeting to review each team member’s progress
® During these meetings, each team member’s work will be evaluated against the project pillars to determine whether any changes need

to be made
® Whenever a new build version of the game is complete, playtesting sessions will be conducted to evaluate the quality of the play

experience
® |f the play experience does not satisfy the project pillars or the project vision described in the project charter, the team will discuss

possibilities for improvement
® The quality assurance procedures to be used are as follows:

® Weekly team meeting structure:

® Each team member goes through the list of tasks they worked on during the past sprint and presents their work to the team
® |f there are any concerns over whether the presented work fits the project pillars, the team will discuss improvements to be made using
the decision-making process outlined in the Team Charter
® Playtest session structure and script:

® Note: add link to playtesting script and surveys
4.3 Subcontractor Management (omit if not applicable)
® Not applicable

4.4 Process Improvement

® The plans for periodically assessing the project are as follows:

* A new build will be made for each deliverable or milestone and will be evaluated by the team according to project objectives and pillars
® For each build, playtesting sessions will be conducted to determine the success of the build to convey the intended play experience as

outlined in the Project Charter
® The plans for determining areas for improvement are as follows:

® |f there are any concerns over whether the current build fits the project pillars, the team will discuss improvements to be made using the

decision-making process outlined in the Team Charter
® After playtesting is completed for a given build, the team will have a meeting to discuss feedback and results and then discuss

improvements to be made using the decision-making process outlined in the Team Charter
® The plans for implementing the improvement plans are as follows:

® Areas for improvement will be broken down into tangible tasks and added to Jira according to priority
® High-priority tasks will be added to the following sprint to implement

Project Overview

Switching Mechanic

1. Toggle between characters AND DO NOT ALLOW simultaneous character control
a. We won't need to show both characters at the same time

Core User Experience

As a player | want to feel like | escaped out of hell(my prison) and look down to see how far I've come. Each puzzle connects to a central pillar
that goes upward.

https:/lyoutu.be/WsZG_NbY50Y?t=18



https://youtu.be/WsZG_NbY5OY?t=18



Core Emotional Experience

Design Challenges

®* How to make each character is unique and separate

* Though keep in mind it is single player but we don't want players to be like “oh no, a non-electric section again @ 1R
® Keep the player from getting too disoriented during the switch
® Introduce one character before bringing in the other character so learning is more gradual

® Ensure the player is always aware of what each character is doing independently

® e.g. notifications of “hey the human guy is about to get kicked out” so the electric guy can do something
® Maybe the electrical guy can light a path through his abilities and when stopping time, they can identify enemies and keep their companion
safe - this way players don’t need to keep track of both of them at the same time
® How do we handle swapping characters?

® |s it dynamic and up to the player?
® |s it based on scripted events?
® |s it based on specific requirements to switch? Seems to be where we are going

® e.g. there are appliance elements that are required to be able to swap to the other charracter
Core Mechanics - What are some verbs the player can do for each?
Camera

® You can switch between characters at any time - dynamically
® Ensure player remains aware

Characters:

1. (Stealth elements) Human Character (He is goofy like)

- Design Goal: How to make them feel like they need

. e.g. they are a fake scientists and must stay under cover so electric guy can keep going
. When you are this character, the electric guy returns to the battery of this character
. How will they distract other enemies
. Transport
e. Distract the guards/scientists
2. (Higher paced combat specialist) Electric Character
a. How do they modify the environment?
b. Movement
c. Hack electronic systems

o 0T ®





d. Defend with puzzle tools
e. Pausing Time (May not be required as it is more of a narrative explanation of why the other character doesn’t do anything)
i. They will still be
f. Powering Objects Up
3. Have moments after building up reliance to take away one character and add time pressure for the other character remaining to succeed

Narrative Ideas

® Siblings

® Older character never got spend time to the younger one due to the facility being active but when the falls apart, they get to spend more
time together
* A New Phase
® e.g. destroying the base at the end as the facility trapped them
®* Power Difference
® Having the human character be inferior and goofy
® The electrical character is more arrogant because he has all the super powers
®* Making sure each character narratively feels required to help each other
®* When the player swaps from human to electric, the game world SLOWS DOWN - so that explains why the human character is
justidle
® Coexistence

® One character requires the other character to operate as he is the battery
® So the main character just gets shut down but they need each other to escape

Art Direction: Will it be 2.5D or 3D?

® Likely 3D
A central pillar, where like the citadel archives in ME3, where things move in and out and move around
Electricity lights up completed puzzles

¢ Landmarking

® Create color/some form of landmarking so players know how to backtrack and if they are in the right section
® Even using Art on the wall maybe its like a mural per section

® Since abilities are different tech are developed in a lab with its own color code, you'll also know where to use them e.g. the blue section






https://youtu.be/WsZG_NbY50Y?t=18

® Enemies/Designs

® There are enemies that are shown earlier in the game before being able to access it
® Tease players with things that look interesting and make player start to think about going back

Level Design:

Every puzzle is embedded in the walls

A central pillar that rotates and allows the player to progress
Maybe the pillar leads to different rooms

Require multiple tools like a metroidvania

Make sure it is obvious there is multiple paths to solve puzzles and you can go back to solve previous puzzles
We can also just design a certain part of the level with in scope and the entire cylinder is modeled and designed

® We can still allow players to succeed with like an elevator to still maintain the fantasy of getting to the top

Game Pillars
Pillars

Quality over quantity

Project Analysis
Genre

® Third Person
® Puzzle
® Traversal Obstacles

Play Time

1-2 Hours
Target Platform

Game Engine

Player agency

The game will be assembled in Unity 2020.3.8f1

System Hardware Requirements

Memory: 4 GB RAM

DirectX: Version 11

Game Format

OS: Windows 10 64-bit
Processor: Dual Core Processor at 2.3+ GHz or better

Storage: 6 GB available space

Graphics: 1024 MB Nvidia or ATI graphics card

Play With Two Characters

The game will be an application in .exe format for the Windows operating system, available for download at the Steam Store.



https://youtu.be/WsZG_NbY5OY?t=18



Key Resources
Authoring Tools

Adobe lllustrator
Adobe Photoshop
Adobe Animate
Zbrush

Maya

Blender
Substance Painter
Ableton Live 11

Assembly Tools

® Unity 2020.3.8f1
®* Fmod

Playable Requirements

® Windows PC
® Steam Account
® Controller/Keyboard

Some of our key resources include:

® Capstone workspace

® Cintigs and shared workspace
Professors

Capstone advisors
Our peers
Educational Licenses
® Unity

Adobe Animate
Photoshop
Zbrush

Maya

Blender
Substance Painter

Marketing Analysis

Qualitative Analysis Table

https://sheridanc.sharepoint.com/:x:/sIGAME49333StudioPracticel-Team10/EfGx-SIg1dNCi3loShoDiGwB9_3RTnzC4srYFrLVmHUf4A?

e=02ZxHd

Roadmap
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https://wilsonchan.atlassian.net/jira/software/projects/QUIR/boards/12/roadmap

Milestones
Project Milestone Description Expected Date
1 Team Charter This document will establish our team roles, responsibilities, governance, 15 Sep 2022
risks, goals and, project
2 Research Report Involves conducting research on the target market and project unknowns. 29 Sep 2022

At the end of this milestone, the team will have a thorough analysis of the
target market and all known unknowns will be addressed or resolved.



https://sheridanc.sharepoint.com/:x:/s/GAME49333StudioPractice1-Team10/EfGx-SIg1dNCi3loShoDiGwB9_3RTnzC4srYFrLVmHUf4A?e=O2ZxHd

https://sheridanc.sharepoint.com/:x:/s/GAME49333StudioPractice1-Team10/EfGx-SIg1dNCi3loShoDiGwB9_3RTnzC4srYFrLVmHUf4A?e=O2ZxHd

https://wilsonchan.atlassian.net/jira/software/projects/QUIR/boards/12/roadmap



Involves exploring a variety of possible designs based on the core game
idea. This is done through building rapid prototypes focusing on core
features and mechanics. At the end of this milestone, the team will have a
clear common vision of the final product.

3 Proof of Concept Involves developing a schedule for the completion of tasks and features 20 Oct 2022
throughout production. At the end of this milestone, the team will have a
clear image of how much work needs to be done and when each feature
will be complete.

4 Team Defined Begin development on the game’s character, camera, and controller. At TBD
the end of this milestone, the player controller will be functional and
integrated into the game.

5 Project Plan Begin development on the core puzzle mechanics, with a first draft of the 10 Nov 2022
puzzles that will be in the game. At the end of this milestone, the game’s
starting puzzles will be functional and integrated into the game.

6 GDD Involves tweaking camera works, implementing basic shaders, polishing 24 Nov 2022
character models & animations, and implementing important sound
effects. At the end of this milestone, the core gameplay experience will be
polished.

7 Minimum viable product An executable build of the game including all core features and 01 Dec 2022
mechanics. The state of the build should be as close to the final product
as possible.

Deliverables

Project Deliverable 1: Team Charter
Stakeholder: Zain Dinath

Description: A document detailing the team’s work process, conflict resolution, and contingency plans. Used as a
reference by advisors and stakeholders.

Acceptance Criteria: First pass of team charter complete.

Includes roles and responsibilities of team members.
Includes the team’s decision-making process in detail.
Includes the team'’s conflict resolution plan in detail.
Includes actionable risk contingency plans.

Due Date: 15 Sep 2022

Project Deliverable 2: Research Report

Stakeholder: Zain Dinath
Description: A document detailing initial research conducted about the game’s design.
Acceptance Criteria: * Answers any unknowns about the project or the design.
® Includes a detailed breakdown of the methodology used to conduct the research.
® Includes a detailed breakdown of the results obtained and their relevance to the project.
® Includes a detailed discussion of recommended changes to the project based on the results
obtained.
Due Date: 29 Sep 2022
Project Deliverable 3: Proof of Concept
Stakeholder: Zain Dinath
Description: A functional and playable build used to determine whether the game idea and be made into a reality.

Acceptance Criteria: * Demonstrates the game’s core mechanic and hook.

® Answers whether the game idea is feasible with the team and time frame.
® Includes an executable build.

Due Date: 20 Oct 2022

Project Deliverable 4: Alfa Version





Stakeholder:

Description:

Acceptance Criteria:

Due Date:

Zain Dinath

Begin development on the game’s mechanics, character, camera, and controller. At the end of this
milestone, the player controller will be functional and integrated into the game

Project Deliverable 5: Project Plan

Stakeholder:
Description:

Acceptance Criteria:

Due Date:

® Solidified game mechanics

® Camera working properly

® Switching between characters working properly

® Controls working properly

® Essential elements added to the development playground
TBD
Zain Dinath

A document that details the goals, tasks, and resources needed to complete the project.

Identifies the purpose and scope of the project.

Identifies project constraints.

Includes a minimum of two personas representing different user types that might play our game.
Includes a WBS detailing a breakdown of the work required to complete the project.

Includes a PBS detailing a breakdown of the features and components of the project.

Includes a schedule that details when work is expected to be complete.

10 Nov 2022

Project Deliverable 6: Game Design Document

Stakeholder:
Description:

Acceptance Criteria:

Due Date:

Zain Dinath

A first-pass document detailing all features of the final product.

Includes a detailed breakdown of the game’s systems and mechanics.

Includes a detailed breakdown of the game’s scope and proposed assets.

Includes a detailed breakdown of the game’s player experience and intended audience.
Includes a detailed breakdown of each puzzle and level that will be in the game.
Includes a detailed breakdown of the game’s art, narrative, and sound direction.
Includes a detailed breakdown of the game’s technical tools and constraints.

24 Nov 2022

Project Deliverable 7: MVP

Stakeholder:
Description:

Acceptance Criteria:

Due Date:

MVP - Necessary —

Abilities

Zain Dinath

Present a minimal version of the game that demonstrates the potential of the project

Hands-on demonstration of the idealized

Version of the final game

Functional gameplay

Minimum progression

Clear demonstration of all functions and elements
Presentation of aesthetics

01 Dec 2022

Nice to have — Save it for sequence

Necessary Nice to have (For Release) Save it for Circuit Breakout 02
Particle effects as signifiers e Combat and skill trees
® Stealth
® Gravity Shift without connections ® Break things with Data
between electric plates
® Silhouette highlights on objects
® Surge
® Energy Beam
® Quantum Entanglement

ﬂ Use both characters abilities
simultaneously

® Make it intuitive and natural
® Magnetic Field:





® To move object from one
place to another within a
field radius
® Change the VFX signifiers
Stretchy Arms

® Physical Interactions
® Wrap around obstacles
® Surge can travel through
Data's arms
® Data can use her arms to
connect powered elements
Playable Levels/Puzzles

® Easy level introductions for
each mechanic or ability

® Higher level puzzles where
a combination of
mechanics and/or abilities
are used

® At least one puzzle per floor

Playtesting

® Getresults on level design
and mechanic/ability
functionality

® lterating on playtest
feedback

RECONSIDER # OF MECHANICS:

Elements

w'

w'

Each New mechanic = 3x levels,
Relighting each level, bug
testing each interaction

Electric Pole (Data)

Art: Mix shader and implement
on and off through a red and
green light

Rail Inductor (Surge)
Shape needs to be remake
® Surge needs to move

directly after interaction

Electric Rail (Surge)
Arc Ladder (Surge)

Indicate when they have power
or not

Capacitor (Surge)

Indicate the charging
/discharging status

Metallic Cubes (Surge)
Need to be larger them what we

have right now

® Need to respawn when
needed

Electric Grid (Surge)

Turn on or off and limit Surge
movement

Electric Connections

Data
® Crane/Servo-Tractor

® Interconnected cranes
® Advance crane puzzles
Beam Mirror
Energy Repeaters
A Flashlight from her Chest to
progress through the darkest
regions
Playtesting
® Get results on level design
and mechanic/ability
functionality
® |terating on playtest feedback
One Open World scene with
seamless loading
World exploration abilities for
Data

® Grabling hook
® Jumping catapult
® Flashlight

Environment props

Column elevator
Surge holding cell
Blocking field update
Modular
wall segments to populate the
main room
® Trim sheet for wall segments
(Normal bake) since most of
them are going to be
inaccessible
® Blue cloudy skybox with Trees
surrounding the circumference
of the main room
® Animation blending for
movements & interactions
Electric Connections

® Wire builder w/ spline curves
Surge

® Surge's battery pack 3D asset
& Electric Pole
® Emissive texture
® Surge bouncing around inside
® Surge moves from the
antenna on Surge's battery to
the Electric Pole
Enemies
On/Off Light
Charging Field
Discharging Field
Energy Receptor
Mechanical Piston

® Environment

® Variations of common
props like walls and floor
tiles

* PBR texturing of all assets





® Visual feedbacks on charged
wire segments & flow direction of
electricity

" Mechanical Bridge (Data)

® Art: Mix shader and implement
on and off through a red and
green light

«| Blocking Field (Data)

® Change to block the path when
energised

" Switch: (Data)

® Data can move them from point
A to B to turn Electric
Connections On or Switch the
power between two Electric
Connections

® Data should use the L-Ctrl and
Space to interact with them

Breaker (Data)

® Work as the Switches, but need
Data constantly interaction to
keep the position

«" Crane/Servo-Tractor (Data)

® Passive:

® Move crane elements to
solve puzzles and position
remains unchanged after
interaction
® Active:

* Move crane elements to
solve puzzles and position
remains comes back to
original position after
interaction

Permanent Generator (Data)
® After interaction, keeps the
power going
® Turn on generator central
portion to glow

Main Electric Panel

® Needs to be a good landmark
signing the end of the puzzle

Catwalk (Data)

® Set the modular pieces and

scales
Ul Elements % Simple Main Menu * Diegetic Communication when
Surge is using abilities
+*| Start Button ® VFX for the antenna lighting
« Exit Game up when surge uses an ability
and sends an electric arc to
«" Placeholder Background art Surge's location
with Data & Surge + Circuitry ® UX Settings
« Our Logo for Circuit Breakout * Save game/load game





® Control Settings (Keybinds)
| Escape menu ® Graphic Settings
»* Return to main menu

~* Exit Game

Performance ® Unity Profiler

® Look at any memory leaks
® Performance draw backs
® our average frame rate/ms
response
® LODs - Unity
® Figure out how to use Unity to
load LODs, will be especially
important when player reaches
the main game level
® Lighting
® Set up layers for shadows and
baked lights
® Allow dynamic lights to render
on Data and Surge while
everything else is baked
® Other stuff

® Occlusion culling

Game Features

= 1 Version 1.0 - PoC

1.1 As a Player: | want to move around in a 3D environment

1.2 As a Player: | want to be able to look around

1.3 As a Player: | want to grab or put Surge at the level

1.4 As a Player: | want to know if Surge is with Data or not

1.5 As a Player: | want to switch between both characters

1.6 As a Player: | want to know where I'm aiming

1.7 As a Player: | want to move Surge freely

1.8 As a Player: | want to move objects to connect Electric Paths

1.9 As a Player: | want to slide through wires and move Surge around
1.10 As a Player: | want to be able to turn things on or off using Data
1.11 As a Player: | want to use my abilities to solve a puzzle

1.12 As a Player: | want to be able to unlock a new area within the puzzle
1.13 As a Player: | want to know what | turning on or off

1.14 As a Player: | want to charge things using Surge

= 2 Version 2.0 - MVP

2.1 As a Player: | want to charge things using Surge and keep them charged

2.2 As a Player: | want to use more than one Metallic Objects to connect Electric Paths

2.3 As a Player: | want to create new paths that Surge can walk in

2.4 As a Player: | want to know where if an Electric Path has energy or not

2.5 As a Player: | want to shoot energy at things

2.6 As a Player: | want Switches that offer a more interesting challenge than normal ones

2.7 As a Player: | want to force overloaded Circuit Breakers to stay on

2.8 As a Player: | want to use machines and make them move things for me

2.9 As a Player: | want to be able to create new paths for Data to move through the puzzles and unlock an area within the puzzle
2.10 As a Player: | want more challenging puzzles that separate or join Surge and Data in unusual ways
2.11 As a Player: | want to be able to create new paths for Data to move through the puzzles

2.12 As a Player: | want to know that | finished a puzzle

® 3 Version 3.0 - Alfa

3.1 As a Player: | want to explore a facility with multiple puzzles

3.2 As a Player: | want to know which puzzle | can do

3.3 As a player: | want to know which element Data is targeting or interacting

3.4 As a Player: | want to use Surge’s abilities in an unusual way

3.5 As a Player: | want to know what ability Surge is using and switch freely between them
3.6 As a Player: | want to use the Energy Beam in more interesting ways

3.7 As a Player: | want Switches that offer more than just an on/off state

3.8 As a Player: | want to move Servo Tractors that move other Servo Tractors

3.9 As a Player: | want to rotate some Servo Tractors

3.10 As a Player: | want to turn on machines in the facility and see them moving things
3.11 As a Player: | want to understand how many connections | need to turn something on
3.12 As a Player: | want to being able to move Surge around the map using dynamic gravity to solve puzzles
3.13 As a Player: | want some threats to avoid

3.14 As a Player: | want to feel observed and unwelcome in the facility

3.15 As a Player: | want to Switch between Surge abilities easily

3.16 As a Player: | want to see a main menu when the game starts



https://www.youtube.com/watch?v=ifNyVS2_6f8



® 3.17 As a Player: | want to pause the game, be able to quit it or change options

® 3.18 As a Player: | want to know when an object is properly making a connection between two Electric Paths
" 4 Version 4.0 - Beta

® 4.1 As a Player: | want to know more about the game’s story
® 4.2 As a Player: | want to feel that Surge is smaller than Data
" 4.3 As a Player: | want a final screen to know that | finished the game

Version 1.0 - PoC

As a Player: | want to move around in a 3D environment
Players need to be able to move both characters in a 3D environment and understand how they are moving around.

i:x CB-208 - Getting issue details...  STATUS
~ Story Required Tasks

Departm Assigned Description

Time Blocke
ent

estimation d by

1 DESIGN @ Tiago Massochin Define the movement mechanics 2h None

2 PROGR Set Data player character movement in Unity
AMMING
3 PROGR Set Surge player character movement in Unity
AMMING
4 ART Set Data player character base movement animations on Unity
5 ART @ Wilson Chan Set Surge player character base movement animations on Unity

-By (@ Wilson Chan  : Likely will be a small humanoid mesh with a shader to look

electric+particles to avoid animating it for now.

6 AUDIO @ Tiago Massochin Set Data’s Character Movement SFX in Unity 2h
7 AUDIO @ Tiago Massochin Set Surge’s Character Movement SFX in Unity 2h

As a Player: | want to be able to look around
Players need to be able to move the characters' cameras in a 3D rotation and be able to see the level where they are.

i:x CB-210 - Getting issue details... ~ STATUS
w Story Required Tasks

Departm Assigned Description Time

Blocke
ent estimation d by
1 PROGR Set Data’s camera movement in Unity
AMMING
2 PROGR Set Surge’s camera movement in Unity
AMMING

As a Player: | want to grab or put Surge at the level
Players need to be able separate Surge from Data putting (or getting) him at Electric Poles.

i:\ CB-213 - Getting issue details... =~ STATUS
~ Story Required Tasks

Departm Assigned Description

Time Blocke
ent

estimation d by

1 PROGR Move Surge from Data's battery and place it on the Electric Pole when Data gets
AMMING close to an Electric Pole
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PROGR
AMMING

3 PROGR
AMMING

4 ART

5 ART

6 ART

7 ART

8  AUDIO

9  AUDIO

10 AuDpIO

(@ Farryl Chang
?7?7?

(@ Wilson Chan

(@ Wilson Chan

(@ Wilson Chan

@ Tiago Massochin

@ Tiago Massochin

@ Tiago Massochin

Replace Surge on Data's Battery if she leaves an Electric Pole without Surge leaving
the Electric Pole

Move Surge to Data's battery when Data gets close to an Electric Pole with Surge

3D model of Data’s Batter(the core thing we need is the antenna, everything else isn’'t
important)

-Likely need to have it rigged so there is a joint for the antenna and then everything
else

-This way | (@ Wilson Chan | can use VFX graph to only target the antenna when this
occurs.
Basic animation of Surge moving from Data’s Battery to Electric Pole

-WC: Shader+VFX using a 3D asset to try and make it still feel like its surge rather
than a general VFX

Basic animation of Surge moving from the Electric Pole to Data’s Battery
-WC:Likely be mostly solved once above is done
Basic animation for when Surge is on Electric Pole

-Similar to row 4 above

Basic SFX of Surge moving from Data’s Battery to Electric Pole 1h30
Basic SFX of Surge moving from the Electric Pole to Data’s Battery 1h30
Basic SFX for when Surge is on Electric Pole 1h30

As a Player: | want to know if Surge is with Data or not

Players need a signifier that indicates when the two characters are together.

i:x CB-214 - Getting issue details...

STATUS
~ Story Required Tasks
Departm Assigned Description Time
ent estimation
1 ART | believe Basic signifier that demonstrates that Surge is on Data's battery
(@ Hubery Chu
already has enough
for the PoC on this
2 ART | believe Basic signifier that demonstrates that Surge is not on Data's battery
(@ Hubery Chu
already has enough
for the PoC on this
As a Player: | want to switch between both characters
Players need to be able to switch between both characters when they are not together.
i:x CB-215 - Getting issue details... =~ STATUS
w Story Required Tasks
Departm Assigned Description Time
ent estimation
1 PROGR Program camera switching between characters in Unity
AMMING
2 PROGR Program character controller switching between characters in Unity

AMMING

Blocke
d by

Blocke
d by
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3 Data's basic idle animation for when she is not being controlled

ART Farryl Chang 's
@
work has enough for
PoC | believe
4 ART We don’t need this Surge’s basic idle animation for when he is not being controlled
for now,

(@ Hubery Chu 's

VFX pack for current
Surge works for PoC

5 AUDIO @ Tiago Massochin Basic SFX for when players switch from Surge to Data 1h

6 AUDIO @ Tiago Massochin Basic SFX for when players switch from Data to Surge 1h

As a Player: | want to know where I'm aiming

Players must have an icon to indicate the characters' aim.

i:x CB-216 - Getting issue details...  STATUS
~ Story Required Tasks

Departm Assigned Description Time
ent estimation
1 ART Add a center crosshair that shows players where they are aiming
2 ART Add an outline to Metallic Objects when Surge is targeting them and they are in Electric
Arc's range
3 ART Add an outline to Switches when Data is targeting them, and they are in her interaction
range
As a Player: | want to move Surge freely
Players need to be able to move Surge around only on electrified Grid Plates.
i:\ CB-218 - Getting issue details... =~ STATUS
~ Story Required Tasks
Departm Assigned Description Time
ent estimation
1 PROGR Limit Surge's movement to Grid Plates only
AMMING

As a Player: | want to move objects to connect Electric Paths

Blocke
d by

Blocke
d by

Surge needs to be able to use the Electric Arc power to move Metallic Objects and be able to use the Metallic Objects to connect two Electric

Paths.

i:x CB-219 - Getting issue details... ~ STATUS
w Story Required Tasks

Departm Assigned Description Time

ent estimation
1 PROGR Allow Surge to grab and move Metallic Objects when they are in Electric Arc's range

AMMING
2 PROGR Create distinct connection points for Electric Paths

AMMING
3 PROGR Allow Metallic Objects to transmit energy from one Electric Path to the other when

AMMING touching two connection points from two different Electric Paths

4 ART @ Wilson Chan Set a simple Electric Paths connection points format

Blocke
d by
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10

11

12

ART (@ Wilson Chan
ART The general
electricity VFX

should work for this

ART The general
electricity VFX
should work for this

AUDIO @ Tiago Massochin
AUDIO @ Tiago Massochin
AUDIO @ Tiago Massochin

AUDIO @ Tiago Massochin

AUDIO @ Tiago Massochin

Set a simple effect between Surge and the Metallic Object to represent when he is
using Electric Arc on the object

Set a simple effect for the Metallic Objects connected two Electric Paths to
demonstrate that the connection is working.

Set a simple effect for the Metallic Objects when disconnected two Electric Paths to
demonstrate that the connection is not going anymore.

Basic SFX for when Surge starts to use the Electric Arc 30m
Basic SFX for when Surge is using the Electric Arc 30m
Basic SFX for when Surge stops to use the Electric Arc 30m
Basic SFX for when a Metallic Object connects two Electric Paths 30m
Basic SFX for when a Metallic Object disconnect two Electric Paths 30m

As a Player: | want to slide through wires and move Surge around

Surge needs to be able to “slide” on electrified Metallic Rails.

i:x CB-222 - Getting issue details...

STATUS
w Story Required Tasks
Departm Assigned Description Time
ent estimation
1 PROGR Set the state variation of a Metallic Rail between on and off
AMMING
2 PROGR Allow Surge to change between the Grid Plate to the powered Metallic Rails
AMMING
3 PROGR Allow Surge to move "inside" a powered Metallic Rails between one section to
AMMING another
4 PROGR Allow Surge to exit a powered Metallic Rails when next to a Grid Plate
AMMING
5 PROGR Allow Surge’s camera to move freely when he is “inside” a powered Metallic Rails
AMMING
6 PROGR Allow Surge’s to stop at connecting nodes and choose which direction to go.
AMMING
7 ART Should be covered Basic idle effect that demonstrates Surge's position on Metallic Rail
by general electricity
VEX
8 ART Out of scope Basic movement effect that demonstrates Surge's movements on Metallic Rail
9 ART Out of scope Basic effect that demonstrates Surge's transition between the Grid Plate through the
Metallic Rail
10 ART Out of scope Basic effect that demonstrates Surge's transition between the Metallic Rail throw the
Grid Plate
11  ART Should be covered Basic movement effect that demonstrates if the Metallic Rail has energy or not
by general electricity
VEX
(@ Wilson Chan
12 AUDIO @ Tiago Massochin Basic SFX for when Surge enters the Metallic Rail 30m
13 AUDIO @ Tiago Massochin Basic SFX for when Surge exits the Metallic Rail 30m
14 Basic SFX for when Surge is idle on the Metallic Rail 30m

Blocke
d by
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AUDIO

15 AuDIO
16  AuDIO
17 AuDIO

Tiago Massochin

@

@ Tiago Massochin
@ Tiago Massochin
@ Tiago Massochin

Basic SFX for when Surge is moving on the Metallic Rail

Basic SFX for when a Metallic Rail is turned on

Basic SFX for when a Metallic Rail is turned off

As a Player: | want to be able to turn things on or off using Data

Players need to be able to interact with Switches using Data and turn the energy on or off on Electric Paths.

i:x CB-220 - Getting issue details...

~ Story Required Tasks

Departm
ent
1 PROGR
AMMING
2 PROGR
AMMING
3 PROGR
AMMING
4  ART
5 ART
6 ART
7 ART
8  AUDIO
9  AUDIO
10 AuDIO

Assigned

(@ Wilson Chan
(@ Wilson Chan
(@ Farryl Chang
(@ Farryl Chang
@ Tiago Massochin
@ Tiago Massochin

@ Tiago Massochin

STATUS

Description

Set the state variation of a Switches between on and off

Set the Electric Path energy variation according to the connected Switch state

Define Data's interactions with the Switch when it is in range

Set a simple format for the Switch

Vary the shape/position of the Switch according to its state in a visual and
understandable way for players

Simple Data Animation using the Switch

Simple animation of Data not being able to use the Switch

Basic SFX for when a Switch turned on

Basic SFX for when a Switch turned off

Basic SFX for when Data can't use Switch

As a Player: | want to use my abilities to solve a puzzle

30m

30m

30m

Time
estimation

30m

30m

30m

Blocke
d by

Players need a puzzle demo where they can use Surge's Electric Arc to move objects and interact with Switches using Data to solve the puzzle.

i:x CB-227 - Getting issue details...

~ Story Required Tasks

Departm
ent
1 DESIGN
2 DESIGN
3 DESIGN
4 DESIGN
5  DESIGN

Assigned

(@ Joshua Pritchett

(@ Joshua Pritchett

(@ Farryl Chang

(@ Farryl Chang

(@ Farryl Chang

STATUS

Description

Create a greybox for the first puzzle

Populate the first puzzle with the necessary game objects

Draft the second puzzle

Greybox the second puzzle

Populate the second puzzle with the necessary game objects

Time

estimation

4-6hrs

1-2hrs

3-5hrs

4-6hrs

1-2hrs

Blocke
d by
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6  DESIGN

(@ Joshua Pritchett

Draft and greybox the central column room

As a Player: | want to be able to unlock a new area within the puzzle

Players should be able to turn Blocking Field on or off.

i:x CB-230 - Getting issue details...
~ Story Required Tasks

Departm
ent
1 PROGR
AMMING
2 PROGR
AMMING
3 ART
4 ART
5 ART
6 ART
7 AUDIO
8  AUDIO
9  AUDIO

Assigned

(@ Farryl Chang

(@ Farryl Chang

(@ Farryl Chang
(@ Farryl Chang
(@ Farryl Chang
(@ Farryl Chang
@ Tiago Massochin
@ Tiago Massochin

@ Tiago Massochin

STATUS

Description

Set the state variation of the Blocking Field between on and off

Set the characters collision state variation of the Blocking Field when it's on and off

Set a simple format for the Blocking Field Poles

Set a simple format for the Blocking Field barrier when its on

Simple animation for when the Blocking Field turn on/off

Simple animation for when the characters collide against a Blocking Field

Basic SFX for when a Blocking Field turned on

Basic SFX for when a Blocking Field turned off

Basic SFX for when a character collides against a Blocking Field

As a Player: | want to know what | turning on or off

3-4hrs

Time
estimation

30m

30m

1h

Players need to be able to see Electric Paths between connected elements and understand what elements they are connecting.

i:x CB-231 - Getting issue details...
= Story Required Tasks

Departm
ent

1  ART

2 ART

Assigned

(@ Wilson Chan

(@ Wilson Chan

STATUS

Description

Set the Electric Paths format

Set the Electric Paths visuals for when they are with power or not

As a Player: | want to charge things using Surge

Players should be able to use Surge's Electric Arc ability to charge Mini Generator.

i:x CB-232 - Getting issue details...
= Story Required Tasks

Departm
ent

1 PROGR
AMMING

2 PROGR
AMMING

Assigned

STATUS

Description

Change the state of Mini Generators to on or off whether Surge is using Electric Arc
on them or not.

Mini Generators must emit an on/off signal through the Electric Path connected to it,
in order to turn on/off whatever is connected to the Electric Path according to the
state of the Mini Generators.

Set the Mini Generator Basic Format

Time
estimation

Time
estimation

Blocke
d by

Blocke
d by

Blocke
d by



https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Blocking-Field

https://wilsonchan.atlassian.net/browse/CB-230

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Blocking-Field

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Blocking-Field

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Electric-Path

https://wilsonchan.atlassian.net/browse/CB-231

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113325589/Gameplay+Mechanics+Rules#Electric-Arc

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Mini-Generator

https://wilsonchan.atlassian.net/browse/CB-232



ART

Wilson Chan
@
4 ART @ Wilson Chan Set the Mini Generator FX/animation to when it is on
5 AUDIO @ Tiago Massochin Basic SFX for when a Mini Generators are turned on 30m

6 AUDIO @ Tiago Massochin Basic SFX for when a Mini Generators are turned off 30m

7 AUDIO @ Tiago Massochin Basic SFX for when a Mini Generators has power 30m

Version 2.0 - MVP

As a Player: | want to charge things using Surge and keep them charged

Players should be able to use Surge's Electric Arc ability to charge Capacitor.
w Story Required Tasks

Departm Assigned Description Time
ent estimation

As a Player: | want to use more than one Metallic Objects to connect Electric Paths

Blocke
d by

Players need to be able to align Metallic Objects in order to make electric current pass through them and thus be able to turn on Electric Paths

with a larger gap.
~ Story Required Tasks

Departm Assigned Description Time
ent estimation

As a Player: | want to create new paths that Surge can walk in

Players should be able to turn Grid Plate on or off and create new paths options to Surge.
~ Story Required Tasks

Departm Assigned Description Time
ent estimation

As a Player: | want to know where if an Electric Path has energy or not

Players need to be able to see if the Electric Paths are electrified or not.
w Story Required Tasks

Departm Assigned Description Time
ent estimation

As a Player: | want to shoot energy at things

Players must be able to use Surge's Energy Beam ability and turn Energy Receptor on.
« Story Required Tasks

Departm Assigned Description Time
ent estimation

Blocke
d by

Blocke
d by

Blocke
d by

Blocke
d by



https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Mini-Generator

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Mini-Generator

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Mini-Generator

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113325589/Gameplay+Mechanics+Rules#Electric-Arc

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Capacitor

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Metallic-Object

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Electric-Path

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Metallic-Object

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Electric-Path

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Grid-Plate

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Electric-Path

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Electric-Path

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113325589/Gameplay+Mechanics+Rules#Energy-Beam

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Energy-Receptor



As a Player: | want Switches that offer a more interesting challenge than normal ones

Players should be able to use Data to turn on Circuit Breakers that have a charge capacity and trips if overloaded.
~ Story Required Tasks

Departm Assigned Description Time Blocke
ent estimation d by

As a Player: | want to force overloaded Circuit Breakers to stay on

Players should be able to use Data to force a Circuit Breaker to stay on even when it is overloaded.
~ Story Required Tasks

Departm Assigned Description Time Blocke
ent estimation d by

As a Player: | want to use machines and make them move things for me
| want more challenging puzzles that separate or join Surge and Data in unusual ways. use Machine Possession to manipulate Servo Tractors

and make them move things.
w Story Required Tasks

Departm Assigned Description Time Blocke
ent estimation d by

As a Player: | want to be able to create new paths for Data to move through the puzzles and unlock an
area within the puzzle

Players should be able to turn Energy Bridge/Blocking Field on or off.
~ Story Required Tasks

Departm Assigned Description Time Blocke
ent estimation d by

As a Player: | want more challenging puzzles that separate or join Surge and Data in unusual ways

Players should be able to interact with Charging Fields and Discharging Fields, and separate/join Surge and Data by passing through them.
= Story Required Tasks

Departm Assigned Description Time Blocke
ent estimation d by

As a Player: | want to be able to create new paths for Data to move through the puzzles

Players should be able to turn Energy Bridge on or off.
~ Story Required Tasks

Departm Assigned Description Time Blocke
ent estimation d by

As a Player: | want to know that | finished a puzzle



https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Circuit-Breaker

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Circuit-Breaker

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Circuit-Breaker

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113325589/Gameplay+Mechanics+Rules#Machine-Possession

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Servo-Tractor

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Energy-Bridge-(aka-a-vertical-Blocking-Field)

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Blocking-Field

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Charging-Field

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Discharging-Field

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Energy-Bridge-(aka-a-vertical-Blocking-Field)



Players should interacting with a Computer Terminal at the end of the puzzles and understand that the puzzle is completed.
= Story Required Tasks

Departm Assigned Description Time Blocke
ent estimation d by

Version 3.0 - Alfa

As a Player: | want to explore a facility with multiple puzzles

Make a grey box for players with a level hub with a level design that allows - and instigates - exploration and puzzle solving.
= Story Required Tasks

Departm Assigned Description Time Blocke
ent estimation d by

As a Player: | want to know which puzzle | can do
Update Electric Poles so that they clearly demonstrate to players what abilities a puzzle requires to be accessed and what abilities players

currently have.
~ Story Required Tasks

Departm Assigned Description Time Blocke
ent estimation d by

As a player: | want to know which element Data is targeting or interacting
When Data is looking at an object that is passive for interaction, that object should present an aura/outline that demonstrates that it can be

activated. When the object is under Data's control, it must have a different aura/outline that indicates its current state.
w Story Required Tasks

Departm Assigned Description Time Blocke
ent estimation d by

As a Player: | want to use Surge’s abilities in an unusual way

Surge needs to be able to use the Electric Attraction ability to move Ferromagnetic Objects and be able to them to connect two Electric Paths.
~ Story Required Tasks

Departm Assigned Description Time Blocke
ent estimation d by

As a Player: | want to know what ability Surge is using and switch freely between them

Players should be able to see clear signifiers in Surge that indicate what abilities he currently has equipped, and they should be able to easily
switch to another ability he has available.
~ Story Required Tasks

Departm Assigned Description Time Blocke
ent estimation d by

As a Player: | want to use the Energy Beam in more interesting ways

Players need to be able to reflect the Energy Beam on Reflector to solve puzzles.



https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Computer-Terminal

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Electric-Pole

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113325589/Gameplay+Mechanics+Rules#Electric-Attraction

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Ferromagnetic-Object

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Electric-Path

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113325589/Gameplay+Mechanics+Rules#Energy-Beam

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113325589/Gameplay+Mechanics+Rules#Energy-Beam

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Reflector



= Story Required Tasks
Time Blocke

Departm Assigned Description
estimation d by

ent

As a Player: | want Switches that offer more than just an on/off state
Players should be able to interact with more complex versions of Switches that can be used to change the direction of output, inverting which

objects are on/off.
~ Story Required Tasks
Time Blocke

Departm Assigned Description
estimation d by

ent

As a Player: | want to move Servo Tractors that move other Servo Tractors

Servo Tractors must be able to move other Servo Tractors, increasing the possibilities and complexity of the puzzles. Players must be able to

move each Servo Tractor individually.

w Story Required Tasks
Time Blocke

Departm Assigned Description
estimation d by

ent

As a Player: | want to rotate some Servo Tractors

Servo Tractors must have parts that rotate their structure. These parts are limited to single rotations of 90 degrees, and can only vary the

maximum rotation limit possible. (90-180-270-360)
When the part of the Servo Tractor that rotates makes a rotation, all elements attached to that part must rotate as child elements.

w Story Required Tasks

Time Blocke

Departm Assigned Description
estimation d by

ent

As a Player: | want to turn on machines in the facility and see them moving things

Players should be able to turn Electric Pistons on or off and move things with them.

~ Story Required Tasks
Time Blocke

Departm Assigned Description
estimation d by

ent

As a Player: | want to understand how many connections | need to turn something on

Players needs On/Off Lights to be able to understand how many powered Electric Paths an element with multiple inputs actually needs to be
powered on and how many Electric Paths are sending power to the element at the moment.

~ Story Required Tasks
Time Blocke

Departm Assigned Description
estimation d by

ent

As a Player: | want to being able to move Surge around the map using dynamic gravity to solve

puzzles



https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Servo-Tractor

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Servo-Tractor

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Servo-Tractor

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Electric-Pistons

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#On/Off-Light



Grid Plates must have a dynamic gravity system, where all nearby objects are pulled against it when turned on. Surge must be able to move
around the Grid Plates in order to vary the direction of the "gravitational" pull exerted on him.
w Story Required Tasks

Departm Assigned Description Time Blocke
ent estimation d by

As a Player: | want some threats to avoid

Players need to interact with Electric Spiders elements so that they are a threat to the player and also increase the complexity of the puzzles.
w Story Required Tasks

Departm Assigned Description Time Blocke
ent estimation d by

As a Player: | want to feel observed and unwelcome in the facility

Players need to interact with Sentinels elements so that they are a threat to the player and also increase the complexity of the puzzles.
« Story Required Tasks

Departm Assigned Description Time Blocke
ent estimation d by

As a Player: | want to Switch between Surge abilities easily

A Ul system that allows players to change Surge's abilities easily.
~ Story Required Tasks

Departm Assigned Description Time Blocke
ent estimation d by

As a Player: | want to see a main menu when the game starts

A main menu where players can launch the game, load saved games, or modify options.
~ Story Required Tasks

Departm Assigned Description Time Blocke
ent estimation d by

As a Player: | want to pause the game, be able to quit it or change options

A pause screen where players can pause the currently game, load other saved games, modify options, or quit the game.
~ Story Required Tasks

Departm Assigned Description Time Blocke
ent estimation d by

As a Player: | want to know when an object is properly making a connection between two Electric
Paths

Objects need to change color to indicate to the player when they are properly connecting two Electric Paths.
~ Story Required Tasks



https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Grid-Plate

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Grid-Plate

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Electric-Spider

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Sentinel

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Electric-Path

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1113423992/Gameplay+Elements#Electric-Path



Departm
ent

Assigned Description

Version 4.0 - Beta

As a Player: | want to know more about the game’s story

Add cutscenes and animations to gesturally tell the game's story to players.
~ Story Required Tasks

Departm
ent

Assigned Description

As a Player: | want to feel that Surge is smaller than Data

Surge needs to take a different and distorted view in order to exemplify its small size to players.
= Story Required Tasks

Departm
ent

Assigned Description

As a Player: | want a final screen to know that | finished the game

A credits screen that indicates the end of the game with proper credits.
~ Story Required Tasks

Departm
ent

Assigned Description

Alpha - Necessary — Nice to have — Save it for sequence

Necessary Nice to have (Beta)

l J

Data Mechanical Arms

® Particle effects as signifiers
* Data

® Crane/Servo-Tractor

® Interconnected cranes
® Advance crane puzzles
® A Flashlight from her chest to progress
through the darkest regions
® |eft right arm differentiators on the
cursor to help with which arm is being
used

~* Physical Interactions

4

Wrap around obstacles

»* Animation

+ Blending walking direction with

arms raised
[ ]

~* An animation per arm as you can r
choose which one independently :

' Visuals

® Make the arms different colors
® Make pigtails different colors
® Make the Ul pop ups match those
colors, Left vs Right arm
® Allow rebindable controls

® Must need to update each Ul
indicator with it
® One Open World scene with seamless
loading
® Environment props

«*| Shader for arms extended that
matches the material for the hair
to cue the connectedness' of the
two

«* Make it a world space texture
so itisn’t stretched

«*| Reference the ground
material on our main floor tiles

Time Blocke
estimation d by
Time Blocke
estimation d by
Time Blocke
estimation d by
Time Blocke
estimation d by

Save it for Circuit Breakout 02

Combat and skill trees

Stealth

Break things with Data

World exploration abilities for Data

® Grabling hook

® Jumping catapult

® Flashlight
Surge

®* Energy Beam
® Quantum Entanglement
Data

® Beam Mirror

® Energy Repeaters

® Jumping catapult
Variations of common props like walls
and floor tiles
Environment

® PBR texturing of all assets
® movements & interactions
® Rework Emissive functionality
since there will only be 1 material
required to do it
Electrical Panel:

® Visual signifiers that requires
Surge and Data to interact





Allow the color to be changed
in an exposed parameter

SFX

Data Electric Arm

=" Surge can travel through Data's arms
«* Place Surge through Data’s arms

Relocate old Electric Pole to be
consistent with the new ability

SFX

Electric Grid

Gravity Shift without connections
between electric plates

Turn On/Off and limit Surge
movement

Electric Panel

Needs to be a good landmark signing
the end of the puzzle

Wires extend from the top that
creates a tree silhouette that is visible
from afar so players know where to
exit - Create them using Hubery's
Node System) to have more freedom
with the shape and placement

Mini game to grab Surge

Update old puzzles to match the new
element.

Electric Panel breaking SFX
Electric Panel with Surge SFX

Turn the lights On after interaction

Playable Levels/Puzzles

Easy level introductions for each
mechanic or ability

Higher level puzzles where a
combination of mechanics and/or
abilities are used

At least one puzzle per floor

Lighting

Set up layers for shadows and baked
lights

Allow dynamic lights to render on
Data and Surge while everything else
is baked

Try mixed lighting since we would
want ambient light so the game isn't
pitch black

Fiddle with lightmap sizes and how
much Resolution each occupies

Playtesting

Column elevator
Surge holding cell
Blocking field update
Modular

® wall segments to populate the
main room
® Trim sheet for wall segments
(Normal bake) since most of them
are going to be inaccessible
® Blue cloudy skybox with Trees surrounding
the circumference of the main room

® Animation blending for
® On/Off Light To Signify Progress

® Entrances to rooms light up so when
you are in central column ,you can see
where you have already been
® Seamless opening from the main menu to
the game on starting a new game.

® Main menu is an overhanging shot of
the walkway into Surge's holding cell.
When you press start game, Data walks
from the bottom of the screen towards
the door in and the camera follows
behind her. As she enters, the camera
follows in and the door closes behind
her. Player then controls the game.

Hint Narrative Audio

® Testing bantar and hints at gameplay

Unity Profiler

® Look at any memory leaks
* Performance draw backs
® our average frame rate/ms response

LODs - Unity

® Figure out how to use Unity to load LODs,
will be especially important when player
reaches the main game level

Other stuff

® Occlusion culling

Second character location assistance

Second character highlight(maybe a beam
of energy from the respective character
colored to match each and implemented
/beacon)

Camera movement through second
character direction

VFX for the antenna lighting up when surge
uses an ability and sends an electric arc to
Surge's location and one for Data as well to
express where Data is - the point is to lead
the player to where the other character is

Game objects:

Use similar visual language of a handle
animating when it is interactable and not to
each game object

Data interaction point:

together to unlock Surge to
progress

® e.g. Panel heats up for
Surge interacting

® e.g. Data must use her arms
to break out

® Panel will explode and VFX
to show Data being
upgraded to have longer
arms

Game ENDING

® Atthe top in the final area , have a
final elevator in a dark room with a
light shaft revealing the sky but then
cut the black and have final audio
lines of the two talking about Surge's
first experience in the world

® We could also do a concept art style
shot at the end of the game

Lightswapping

® Each time conductors are connected,
lights change in the scene(purely
visual, puzzles won't have time to be
designed around this)

Charging Field

Discharging Field

Energy Receptor

Mechanical Piston

Stretchy Arm

®* Have Arm point at target after
launching

® Limit rotation of player when moving
so it doesn’t go behind

Data pigtails

Change in length based on maximum
length of Data’s arms

e.g. reference Data’s max arm
variable and * by a percentage so
it doesn’t get ridiculous

Find a way to make the hair flow
while not moving, like adding a
noise texture to drive the
horizontal movement

Hanging Bars

Hanging bar model
Hanging bar animation

Move Data to specific points by
throwing her arms

Develop puzzles that require
knowledge of the ability

Data moving SFX

Data Electric Arms

Data can use her arms to connect
powered elements

Power Socket 3D model



https://www.youtube.com/watch?v=ifNyVS2_6f8



Get results on level design and
mechanic/ability functionality

Reduce cognitive load by redesigning
Holding Cell puzzle

Reduce cognitive load by redesigning
Bridge puzzle

Reduce cognitive load by redesigning
Second Crane puzzle

| MEDIUM PRIORITY |

Magnetic Field

~* To move object from one place to
another within a field radius

+*| Change the VFX signifiers

Arc Ladder (Surge)

«*| Indicate when they have power or not

Capacitor (Surge)

«*| Indicate the charging/discharging
status

SFX

Breaker (Data)

~* Work as the Switches, but need Data
constantly interaction to keep the
position

SFX

Permanent Generator (Data)

=" After interaction, keeps the power
going

«*| Turn on generator central portion to
glow

«* SFX

Catwalk (Data)

«*| Set the modular pieces and scales

Data-flashlight

Coene-Hght-on-herechestthatturrs-en-

Automatic)
Hght-enfef-SHx
Surge battery

Battery Pack clearly and noticeably

shows when Surge is inside with Data

Sparks play for whenever he is inside
rather than when he enters it

Surge bouncing around inside

Electric Pole

A common handler across all objects so
players can understand where Data can
interact.

Switch/Breaker VSF

Make the connection bar of both elements
emitting light according to the wires they
are connect

Split up the materials per component,
and split the switch object’s t bar to be
separate

Crane

Make the crane bob up and down slightly to
indicate it being on

Add more movement in other ways like
gears turning to say it is turned on

Shaders

Stretchy Arms:

Make a vertex shader that moves the arm
based on noise so that code wise, it still
functions properly

Have it occur when the arm slaps back and
is launched

Heavier distortion at base

Electricity wires:

When the electricity is charging objects,
have it flow into the wires

Use things like smoke, lightning and other
moving VFX that calls the eye to the
interactable elements rather than just light

Sparks that play randomly when the items
are idle

Sparks when things move like switch
moving, crane sliding and so on

Surge’s wires should have a similar
treatment to stretchy arms where you can
see power and circuitry flowing through it
subtly but gets more pronounced when
Surge is inside

Lighting

Increase contrast to interactable objects
Increase darkness level so it isn’t as dark

Make things easily identifiable

Packages to add

ProBuilder
Vector Graphics (SVG)





Update visuals to clearly signify when
data is accessible vs not and when it
is powered on and not

A dome that closes around surge
when not powered

Increase emissive mask to rest of
it

Crane

Communicate the interaction point
that is on the crane object itself rather
than the horizontal part long part

Communicate with movement when
something is on

Maybe the balloons scale up and
down to move

Narrative Audio

VEX

Solely narrative triggered around long
walking segments to avoid testing
hints

Audio voice acting

Particle systems that represent
emotions

Diegetic Communication when Surge
is using abilities

UX Settings

ul

Save game/load game
Control Settings (Keybinds)
Graphic Settings

Resizing for different resolutions

Loading floors when player reaches
the second floor on the way up the
elevator

Restrict player movement when on
elevator so we ensure they are going

up
Unload levels when players go down

Electric Gate

o
o

3D model

Pass energy only when all the inputs
are on

Controller Support

v

Control map diagram

Control functionality in game





Beta: Necessary — Nice to have — Save it for sequence

Necessary

Ending

Ending screen Wilson Chan

Environment art(trees), short
path after exiting in a forest,
game fades to black and back
to menu

Rock at the end with our
credits in the path

Blue cloudy skybox with Trees
surrounding the circumference
of the main room and forest
scene above it

® Animation blending for

Load Main Menu + Credits

Level Design flow to get out

Voice Over

New trigger box for the narrative
audio

Voice Lines for the end
Emotion VFX and such
Testing bantar and hints at

gameplay

Playtesting

Get results on level design and
mechanic/ability functionality

Reduce cognitive load by
redesigning Holding Cell puzzle

Reduce cognitive load by
redesigning Bridge puzzle

Reduce cognitive load by
redesigning Second Crane puzzle

Figure out why the breaker -
breaks when in build but not in
editor - progression blocking

UX Settings

Save game/load game
Control Settings (Keybinds)
Graphic Settings

Lighting

Nice to have (Gold)

Lighting

Set up layers for shadows and baked
lightsTry mixed lighting since we would
want ambient light so the game isn't
pitch black

Fiddle with lightmap sizes and how
much Resolution each occupies

On/Off Light To Signify Progress

Entrances to rooms light up so when
you are in central column ,you can
see where you have already been

Seamless opening from the main
menu to the game on starting a new
game.

Main menu is an overhanging shot of
the walkway into Surge's holding
cell. When you press start game,
Data walks from the bottom of the
screen towards the door in and the
camera follows behind her. As she
enters, the camera follows in and the
door closes behind her. Player then
controls the game.

Environment

Set up layers for shadows and baked
lights

Data flashlight

Cone Light on her chest that turns on
(Automatic)

Light on/off SFX

A Flashlight from her chest to progress
through the darkest regions

Surge battery

Battery Pack clearly and noticeably
shows when Surge is inside with Data

Sparks play for whenever he is inside
rather than when he enters it

Surge bouncing around inside

VEX

Diegetic Communication when Surge is
using abilities

Lighting

Set up layers for shadows and baked
lights

Try baking lights in separate scenes
then loading them into the main scene

Save it for Circuit Breakout 02

Combat and skill trees

Stealth

Break things with Data

World exploration abilities for Data

® Grabling hook

® Jumping catapult

® Flashlight
Surge

® Energy Beam
® Quantum Entanglement
Data

® Beam Mirror

® Energy Repeaters

® Jumping catapult
Variations of common props like walls and
floor tiles
Environment

® PBR texturing of all assets

® movements & interactions

® Rework Emissive functionality since
there will only be 1 material required to
do it

Electrical Panel:

® Visual signifiers that requires Surge and
Data to interact together to unlock
Surge to progress

® e.g. Panel heats up for Surge
interacting

® e.g. Data must use her arms to
break out

® Panel will explode and VFX to
show Data being upgraded to have
longer arms

Game ENDING

At the top in the final area , have a final
elevator in a dark room with a light shaft
revealing the sky but then cut the black and
have final audio lines of the two talking
about Surge's first experience in the world
We could also do a concept art style shot at
the end of the game

Lightswapping

Each time conductors are connected, lights
change in the scene(purely visual, puzzles
won't have time to be designed around this)
Charging Field

Discharging Field

Energy Receptor

Mechanical Piston

Stretchy Arm

Have Arm point at target after launching
Limit rotation of player when moving so it
doesn’t go behind

Data pigtails

Change in length based on maximum
length of Data’s arms



https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence



Light first 5 levels + central column
room for judges

Add a global directional light so its
not too dark

Controller Support

Control functionality in game

Env Art

Set up art assets in each level
Texture Wilson’s environment kit
as its just metallic now

ul

Loading floors when player
reaches the second floor on the
way up the elevator

Restrict player movement when on
elevator so we ensure they are

going up

Unload levels when players go
down

Left right arm differentiators on the
cursor to help with which arm is
being used

e

Make the Ul pop ups match those
colors, Left vs Right arm

Make the arms different colors
Make pigtails different colors

Allow rebindable controls

Must need to update each Ul
indicator with it

SEX

Capacitor (Surge)
Breaker (Surge)
Data Arm (Data)

Warden

Teleports to relevant rooms

Has code that easily calls audio
Trigger boxes that activate audio
and tag certain audio

Game objects:

Use similar visual language of a
handle animating when it is
interactable and not to each game
object

and making a build to see if it can get us
more detailed lightmaps (Be careful with
file size and pushing)

Electricity wires

Use things like smoke, lightning and
other moving VFX that calls the eye to
the interactable elements rather than
just light

Sparks that play randomly when the
items are idle

Sparks when things move like switch
moving, crane sliding and so on

Surge’s wires should have a similar
treatment to stretchy arms where you
can see power and circuitry flowing
through it subtly but gets more
pronounced when Surge is inside

Conductor

Make the connection bar of both
elements emitting light according to the
wires they are connect

Split up the materials per

component, and split the switch
object’s t bar to be separate

Particle effects as signifiers

Unity Profiler

Look at any memory leaks
Performance draw backs

Our average frame rate/ms response

Other stuff

Occlusion culling

e.g. reference Data’s max arm variable
and * by a percentage so it doesn’t get
ridiculous

Find a way to make the hair flow while
not moving, like adding a noise texture
to drive the horizontal movement

Hanging Bars

Hanging bar model
Hanging bar animation

Move Data to specific points by throwing
her arms

Develop puzzles that require knowledge of
the ability

Data moving SFX

Data Electric Arms

Data can use her arms to connect powered
elements

Power Socket 3D model

Crane

Interconnected cranes

Advance crane puzzles

LODs - Unity

Figure out how to use Unity to load LODs,
will be especially important when player
reaches the main game level



https://www.youtube.com/watch?v=ifNyVS2_6f8



Data interaction point:

A common handler across all
objects so players can understand
where Data can interact.

| MEDIUM PRIORITY |

Level Update

Change the Mechanical Bridge
rotation to be in a visible position

Rocket Arm

Allow players to launch them
anytime so players get feedback
when they aren’t looking at the
right object

Re-export the grids so they fit
better and emissive masks as well

Main Menu

Final version
Have the mouse cursor on top of
the rest of the canvas

Packages to add

ProBuilder
«*| Vector Graphics (SVG)

Second character location assistance

= Second character highlight(maybe
a beam of energy from the
respective character colored to
match each and implemented
/beacon)

Camera movement through
second character direction

VFX for the antenna lighting up
when surge uses an ability and
sends an electric arc to Surge's
location and one for Data as well
to express where Data is - the
point is to lead the player to where
the other character is

Technical Design

Technical Goals

The game should developed in a way that makes it easy to maintain and add additional features in the future. It should also be flexible enough
that removing a feature will not compromise the integrity of the code.

The game will be developed in Unity 2020.3.8f1 for Windows 10. We are expecting to release the game on Steam so the game will need to
complete Steam'’s review process and meet their release standards (see more details here).

Technical Risks

Risk Contingency Plan



https://partner.steamgames.com/doc/store/review_process



Having too many particle effects on-screen or in the environment due  If we are experiencing performance issues because of this reason,
to Surge’s electrical abilities may cause performance issues. we will reduce (or if necessary, remove entirely) the amount of
particle effects that play when Surge uses his abilities.

In order to create the dark, moody aesthetic that we envision for the If we are experiencing performance issues because of this reason,
game, we will need to make heavy use of lighting which may cause we will limit our use of lighting to key areas and moments in the
performance issues. game. Within these areas, we will limit the number of assets that

need to be rendered so that there are less interactions for the lighting.

Code Style Guidelines

All variables and functions should be named using camel case (i.e. without spaces and indicating separate words with a single capitalized letter).
For example, naming a variable “moveSpeed” instead of “move_speed”.

All constants should be named using constant case (i.e. all letters capitalized and indicating separate words with an underscore). For example,
naming a constant “CONSTANT_VOLTAGE” instead of “constant_voltage”.

Branching Policy

When working on the project, each team member will create a personal branch where they will make their changes before merging with the
master branch. Team members should not make changes on the master branch. Below is a diagram showing an example workflow.

‘ Master | ‘;I Master ‘;I Master

—_ ry ’ A

Farryl's
Branch

Famyl's | .| Famyls |
Branch | “|  Branch |

Kevin's Kevin's Kevin's Kevin's
Branch Branch Branch Branch
When creating a git commit, add an issue number at the start of the commit message when applicable. The issue number is the associated code

found on Jira and correlates to each coding task.

Specific Mechanics

Console Commands
The Command Console can be activated by pressing * on your keyboard (to the left of number 1)

The console auto-completes command inputs:

® Once you see the command suggestion, hit ENTER to execute command
® Use right arrow to skip to the end of the suggested command if you need to input additional arguments






. /SurgeRecall = -

Some commands require additional arguments:

® Arguments are separated by space
® |f a command fails to execute due to invalid arguments, the console would print a feedback:

leport
Command Teleport requires 1 arguments after the keyword
(Meleport 1
Loading level Areal
Processing command: Teleport

pu )

[Teleport <Int>

Teleports Data to a specific level inside the scene;

Must be followed by a number (The ID of destination level, as seen in the scene’s OpenWorldMan
ager object’s LevelsIinScene array)

/SurgeRecall

Returns Surge back into Data's Battery Pack;

Call if you teleported without Surge inside, or if you encountered the Surge Spark glitch where it
overshoots its destination node and continues travelling infinitely

/UnlockAllFeatures

Updates your save file to gain access to all unlockable features (e.g. abilities, character swap,
battery pack);

Does not need to be called every session - Once the save file is updated, it remains so outside of
the game’s runtime;

Call if you need to test features that cannot yet be unlocked via finished levels

/IResetProgress <T>

Return to the Main Menu & Restores the current save to the default settings as if the game was launched for the first time;

Must be followed by any single argument as confirmation of the total permanent reset;
The game may freeze temporarily after command execution due to scene load;

Call during playtests / showcases to prepare the game for a new player

/ResetProaress al





<

Consider pasting this path into your File Explorer instead to manually modify the save: %userprofile%\AppData\Locall ow\Quiropraxis\Circuit
Breakout

® The save file is named “Userl_save”

® Save the file before you hit play

* Manually modifying the save file instead of calling the console command lets you skip the scene load and avoid resetting everything - Makes
testing easier!

INoClip

Allows Data and Surge Boy to freely traverse and clip through walls;

Travel through air by pointing your camera upwards / downwards;

Call the command again to turn off “no clip”

Wire Rail Building

Movement Rail

Wires are made up of movement node prefabs - This is Surge Spark’s path of travel:

To place a new node, duplicate the node prefab and keep it as a child of the MovementRail object;

Each network of nodes would be under a separate MovementRail object within the scene;

Hold down Ctrl + Shift then drag a node scene object to snap it to a wall surface;

After placing a node on a wall, move the node 1 unit away from the wall (add 1 to its x or z position)





To connect nodes, simply reference the very . ﬁ MovementRail
next node each node should lead to .-lli Mode

i‘ﬁ['h,;!:: (1)
i‘ﬁ['h,;!:: (2}
i‘ﬁ['h,;!:: (3)
i.!".‘-‘f'la,;:;:
i‘ﬁ['h,;!:: ()

ﬂ Rail MNode (Script)

Curve Wire
Hext Mode B Node (1) (Rail Mode)

Branching Modes

Mone (T ransform
A Branching Bode is a spot where Surge
stops and awaits a choice from the player;

Reference all neighboring nodes this node can directly lead to in the “Branching Nodes* array;

Rail Node (Script)

Mone (Rail Node
Branching Nodes
Element 0 B Node (6) (Rail Node)
Element 1 A Node (9) (Rail Node)
Element 2 Il Node (10) (Rail Node)

Settings - Outlet

Is Power Qutlet
Settings - Plate Exit
Is Electric Plate Exi

Exit P

v Node (10)

RNallhls e

Select lcon None
p— _ P —

Other...






Electric Pole

An Electric Pole is an appliance Data can attach her arms unto, in order to transfer Surge Spark into / out of movement rails

The Electric Pole prefab consists of 3 movement nodes:

1. Top Node - center of the top compartment, where Surge enters into a pole from Data’s arm

2. Bottom Node - inside the bottom compartment, where Surge stops if pole is not powered
and there is no way back to Data

3. Very Bottom Node - the node that actually connects with outside wires

The Top Node is placed on the parent of the Electric Pole prefab

® Hence, the Electric Pole prefab itself is a type of movement node, and MUST be placed under a
Movement Rail

® Despite being a movement node, the Top Node should not lead to any outside nodes, nor
should any other nodes have it as their “next node*

® (You don't really need to touch the Top Node at all)

The Very Bottom Node is the node that will actually connect with the rest of the Movement Rail

® Expand the Electric Pole prefab, locate the Very Bottom Node that has been disabled
® Duplicate said node, unparent it, and place it inside the same Movement Rail hierarchy





® Upon enabling the new Very Bottom Node, reference it inside the Electric Pole script

+ Electric Pole (Script)

My Animator Mone (Animator)

Mat Togglers

e : - Highlight Managers 3

R ElectricPole_1 Interaction Trigger BinteractionTrigger (Interactable T
i Pty ol “antrol Infi B controlinfo_StretchyArm (Control @
Display Prim Inputs v
Display Sec Inputs ot
¢ lnput_end 1 M
¢ Input_end 2 M
Player_Human -
B : B ElectricPole_BottomMode (Rail N @
Node_very Bottom B ElectricPole_VeryBottom (Rail h €
Visuals

ElectricPole_VeryBottom_2

Inductor

An Inductor causes Surge to exit out of the wire upon arrival at the node (switching from “Spark form” to “Boy form” who exists on electric grids

)

The Inductor prefab itself is a type of movement node, and MUST be placed under a Movement Rail, connected to other nodes within the rail

® When connecting wires to Inductor, avoid having any wire come close to intersecting the Inductor’s gate






The Inductor prefab has an “ExitPos” child

® The “exit position” specifies where Surge Boy is spawned upon exiting the Inductor, and which way he will face
® Generally avoid moving the ExitPos child separately - move & rotate the entire Inductor instead

W% Inductor_floor
@@ inductor
&P noun_surge_portal
£ noun_surge_portal_ramp
&0 colliders
7 ExitPos

£ Exit_ElectricPlate

If an Inductor is placed on top of an Electric Grid, be sure to reference the grid group inside the Inductor script
® This prevents Surge from exiting out of the Inductor if the grid underneath is not powered

Settings - Rail Builder Special Case
Short End_in

Shart End_out
Use Prev Wall Normal W

Settings - Travel Node
Is Sharp Turn

Settings - Electric Pole

|s Pole Top Node

Is Pole Bottom Containel

Outlet None (Electric Pole) ®

Settings - Plate Exit
Exit Pos A ExitPos (Transform) ®
Linked Grid Group B eGrid_group (Electric Grid_Group| @






Settings - Battery Dome

Electric Grids must be blocked off / surrounded by invisible walls;

Neither Surge nor Data can cross those barriers, so that they cannot enter each other’s realms
There barriers should be of the Layer “Ground_Invis*

Regular floors, ceilings, and walls are of the “Ground*“ layer;
Tip: toggle on an invisible w

all's mesh renderer, then hold down V and drag to snap its corner to that of another wall

0 In t
v Wall_invis_1 (1)
" Tag Untagged

!, Transform

E Cube (Mesh Fiter)
Mesh

B3 MeshRenderer
Materials

Element 0

® TestMat_ElectricRealm

Lighting
Light Prot

Blend Probes.

Rendering

& v Box Colider

Gameplay Elements

Servo Tractor

Mechanical Bridge

Search “Mechanical_Bridge” in the project folders, and drag and drop it into the scene.

The only field you would need to fill in is the final position which is the “Arches”

ﬂ v Mechanical_Bridge (Script)






4]

My Animator Mone (Animator)

Mat Togglers
Player_Human

Bridge Platform

Final Position

Finai Rotation

&# Mechanical_Bridge
“) Mechanical_Bridge
0 Entire_Bridge
1) AiCiies

) Arches (1)

You would need only one arch attached to the script. Make sure to snap the arches on top of the ground floor so the bridges alight perfectly
when powered on.

Transform

X1

Add Component






1

pr s

Make sure you copy the Y' value and paste it for both the arches as the bridge only moves to the 'Y’ position of the arch (final position).

Circuit Breaker

Look at the

The player has to look at the Circuit Breaker and hold down 'E' to keep powering the nodes.

Look at the
switch and
interact with






W
As the ‘Extend’ and ‘Retract’ are animations there is not anything huge to set up in Editor. The animation speed is set up in code.

The only thing to keep in mind is the conductor stick. As the final position of the Circuit Breaker is not defined and is an animation you will
have to manually set it up in the editor.

¥ Circuit Breaker

t Breaker

Make sure the stick position is close to the power nodes.

As the stick is a conductor and has a conductor script. As long as the conductor stick is close to the wires during extending it will power up
the wires.

Note: IF the wires still don’t power up, try to increase Conduction Range in the conductor script in the inspector. Where to find it? stick
Conductor Check inspector.

v Conductor

Tag Untagged Layer PuzzleTri

Transform






Box Collider

[licer

on Layers Mixed...

duction Points

induction Range

Electric Gates

Two-Way Electric Gate

Drag and drop the Two-Way Electric Gate to the scene

Assets Scripts Gameplay Objects Appliances Electric Gates

You need to plug in the game object of the output node that sends power.





Output Modes

Element 0 A Hode (Rall Node_Power)

Spinning Part Merne [Game Object)

Nare |
htinl Gerners Maorne (F_S
Arc Lacd o Mane (E
Mumber Of Input Required
Input Nodes
Element 0
Element 1

Variant

You need to plug in the input nodes in the right order in the inspector as mentioned above in the screenshot (Bottom and Top). Finally don’t
forget to check the IsTwoWay_Variant!

+ Rail Node_Power (Script)

B Electric_Gate_Two_Way (Electric Gate)

1.5
on Layers Mixed...

on Range J

You have to make sure that two wires(input) are connected to the “Connected Appliance” and it should be the Electric Gate.

NOTE: You need to connect TWO wires to the Electric Gate as the Connected Appliance.

Three-Way Electric Gate

Drag and drop the Two-Way Electric Gate to the scene
Assets Scripts Gameplay Objects Appliances Electric Gates






You need to plug in the game object of the output node that sends power.

Output Nodes

Element O B Node {Rail Node_Power)

spinnincg Par None [Game Ohject)

VFX E SFX

Input Modeas

Element O B Hode (4) (Rail Hode
Element 1 B Mode (6) (Rail M
Elemeant 2 0 Made (8) (Rail MNoda_Power)





You need to plug in the input nodes in the right order (Bottom, Middle and Top) in the inspector as mentioned above in the screenshot.
Finally don't forget to uncheck the IsTwoWay_Variant!

ﬂ *  Rail Node_Powe

ning Modoc

g s = Rail Builde

B Electric

You have to make sure that three wires(input) are connected to the “Connected Appliance” and it should be the Electric Gate. And then powe
r will be sent to the output node

NOTE: You need to connect THREE wires to the Electric Gate as the Connected Appliance

Capacitor

Capacitors can be charged only by Electric Arc (Right mouse click). If the charge is 0, no power flows through the nodes.

Drag and Drop the Capacitor to the scene.

Mome Anim

B lights {Emi e Material On CHF)





The only thing that needs to be plugged in is the output nodes.

If you want to edit the charge time and discharge time, you can change those numbers in the inspectors to reflect the changes according to
different capacitor's sizes and level intentions.

iponent

To update the height of the capacitor you need to scale along the 'y’ of the 'scalable_component’ and move the top_component to fit at the top
of the capacitor.






Arc Ladder

(Seript)

MNane [Ani mator]

B emissiv amponeEnts | ssive Materal QOn Off)

+

Make sure the Output Nodes are plugged in and the toggles are as above. That's all you need to do for making the arc ladder functional.

KillFloor, Respawn Points and Respawn Ul

KillFloor

Drag and drop the “KillFloor” prefab to the scene and separate them to Surge and Data’s KillFloors. Make empty game objects that have these
KillFloor as children as below:
E ta_Kill_Floors






On the KillFloor game object, it would have a script called “Kill Floor”

+ Kill Floor (Script)

]

Surge Respawn Paint M SurgeRespawn_01

e Uibject)

Only drag the respective respawn points to the kill floor. Data and Surge would have different respawn points as they both are in different
perspectives in the world.
Note: Each KillFloor floor would have only one respawn point attached (either Data or Surge)

IMPORTANT NOTE: There can be many kill floors depending on many situational mechanics such as Mechanical Bridge

Respawn Points

Make sure Data’s respawn points are set to this green icon for easier identification in the future.

® ~ Data_Respawn01
v
Tag Untagged
Make sure Surge’s respawn points are set to this blue icon for easier identification in the future.
«  SurgeRespawn_01
Tag Untagged

Respawn Ul

Players will be able to respawn to the closest respawn point from the Pause Menu.

" Resume

Respawn

Settings





To achieve this, go to TheLocalReferenceManager game object in the scene.

Oibject Podler |Script

= Carvas_linkame [Canvas)

Local Relerence

Attach all Kill Floors related to Data to the “Data Kill Floors”. Attach all Kill Floors related to Surge to the “Surge Kill Floors”. This is used to
calculate the closest respawn points for data and vice versa for surge

Note: Once this is done, the Respawn from the Pause Menu will work!

Characters

Surge
The character of Surge is currently represented by 3 separate game objects in each scene;
Only 1 of the 3 objects can be enabled at the same time, as Surge’s form switch process;

Each scene has a LocalManager singleton that holds reference to all 3 Surge forms

Surge - Spark Form

Surge Spark only exist inside wire rails;
It zaps through an entire connection of nodes given a single key input
It stops at “stop nodes” to await a directional input (relative to the camera’s facing direction);

It has free camera view of its entire surroundings

Surge - Boy Form
When Surge Spark reaches an “exit node”, Surge switches to his “Boy form”;
Surge Boy moves around in 3D space similar to Data does, but only on “electric plates” inside the power grid, which a wire led to;

His gravity is shifted towards whichever orientation the “electric plate” is of (He sticks to any surface);
E . &, -t -]





Returning Into Wire

—— p———— —— e m——— g W= = G ———

He returns to Spark form back into wires by staying near an “exit Surge_battery O Surge_Battery (Surge_Battery)

node” for 2 seconds Input Handler B Playerinput {Input Handler)

Scene Objects

Surge - Battery Form Cam Holder B CamHolder (Cam Movement)

When recalled into Data’s battery pack, Surge essentially seizes to Ul
exist as a separate character; Ingame Canvas B Canvas_InGame (Canvas_In Gami @

Surge Battery is a child object of Data (the human character);

It does not freely move around on its own, and cannot be toggled to
control;

It will curiously look around and have limited reactions to the
surrounding environment;

It can be released back into wires (Spark form) when Data stays
near a “power outlet” for 2 seconds

i"l Player_Human
) Player_Human
“i X Bot
Surfa

al I';i:.-.: |_';,| |I||

surge_Battery

Game System






Elements

Capacitor Charge ® Charge Unity =6

® Charge Speed =1 sec * 2 charge units
® Discharge speed =1 sec * -0.5 charge units

VEX
Tools:

®* VFX Graph
® Global Post Processing volume (Prefab 'Global_PostProcessingGO' must exist in scene)

Canvas_In... unctionalt. .. GameMan... Global_Pos. ..

® Shader Graph
Post Processing

Why is my Ul canvas flashing?

® ltis likely because of Post processing being checked on the Ul camera - for some reason, currently its the only way for Post Processing to
work in game view

Why isn’t Post Processing Working in Game View?

1. Must have “Global_PostProcessingGO” within the scene. This is a prefab so just drag it into the scene

Main Camera

MainCamera Layer Default





Marne

Use Pipeline Settings

Depth Texture Use Pipeline Settings

Culling Mask Everything

Why isn’t Post Processing Working with our Custom Camera?
How come Post Processing isn’t working with Our Custom Camera?

1. You must select the ‘uiCam’ object within the prefab
2. Enable Post Processing

Main Electricity VFX

How do | get it to work on Electric Arc?

Prefabs

Ensure the following components exist on the prefabs:





& Test_Kevin*
W Caml

-

[ I I I
0 uiCam

Ih-]'. 1 t

+  uiCam
Tag MainCamera r Default

Transform

+ Camera
Type

Projection

Clipping Planes

Rendering
Renderes Default Renderer (Fo

w

Prefab Name Inspector

1. VFX_electricity_general

Description

VEXElectricityGeneral(Script)

This script has the required
code to find the parent
object. The result is that the
VFX follows the parent’s
transforms while its
particles can independently
scale without becoming
visually unpleasing.

VEXPropertyBinder

This is VFX graph’s default
script and is necessary to
bind properties within VFX
Graph Asset. Without this, it
is like never assigning a
value to a variable in C#.





O Inspector

.'-" «  VFX_electricity_general
v

Layer Default

« |nitial Event Mame
Renderer

Properties

« VFX Electricity General (Script) (7]

Parent

clute In Editor
Property Bindings

B Transform : 'Transform' -> (rill)

Add Component

Game Object Hierarchy

i Pic able Objec You must child the VFX_electricity_general prefab to the game object you
W¢ Pickupable Object
o T want the VFX to appear on otherwise it will generate the visuals in WORLD
{1 Pickupable Object space at world origin. It may appear like it isn’t working.

W

Why is the VFX not playing on game start?

You must check “Initial Event Name” and leave it blank. However, this means that you must invoke play through code as it will stop it from
following the object picked up by Electric Arc.

This is applied on objects affected by Surge’s abilities.

1. Assets>ResourceAssets>Materials>VFX-Shaders folder, you will find a ‘VFX_electricity_general’ prefab

a. This prefab is required for the VFX to appear on game objects
2. Ensure transform values are all frozen/zero’d

VFX_electricity_general





Layer Default

O
Transform

Position

Rotation

3. How do | have the VFX track the target game object?
a. To apply this VFX to a target game object, reference its Transform. This sets the position to

that game object

ebEctricity_general

Capsule (Transform)

4. How do | make the VFX appear on top of the target mesh?

a. Access the ‘TargetMesh’ field within the Properties panel of the VFX in the inspector
b. Gebect hlash

c. Reference the Mesh Component of the target game object. Some instances may require using different mesh components like for wires
, the CylinderNoTop works well to have the VFX appear along the entire cylinder rather than the omitting part of it.

Emotional VFX

Required Components

1. VFX-Manager-Emotion

a. TRy anager-Emotion

2. VFXManagerEmotion.cs





How to use

1. What if I can’t find the asset?

a. Look in Player_Human prefab Under “mixamorig:Head” — This was done so the VFX is in sync with Data’s head to avoid visual
oddities while she moves

Arr VFX

Eleme
Eleme
Eleme
Eleme
Eleme

Play Duratio

VFXDuration

return playDuration; }
playDuration = I

1. Getter method: Reference like so: VFXManagerEmotions variableName= **Drag reference from scene**
2. VFXManagerEmotions is the class, followed by the variable name
3. Get areference to the VFXManagerEmotion in the script you use to handle them at Runtime for narrative events and the like

HandleEmotio Z durati






if (PlayEmotionVFX !=
{

StopCoroutine(PlayEmotionVFX);
( Yemotion;
DisableVFX();

(emotion, duration)};

a. Call the method: HandleEmotionVFX(EmotionalState emotion, float duration)

i. The method requires an argument for “EmotionalState” which isan enum to make it easier to understand the correlation to the
indices of the Array for VFX

1] EmotionalState
EmotionalState

Affection, Anger, Annoyed, Happy, Sad, None

duration)

5 .Emotionalstate., vixManagerEme
Affection
Anger

Happy
Mone

Sad

vfiManagerEmotions . HandleEmotionV s .Emotional5state., vfxManagerEmotions.Duration);

iii. vfixManagerEmotions.Duration is getting the set value in the root script. You can override it like this as well:

yHxManagerEmotions . HandleEmotionVEX(VF

1. The Duration value (above it is 12f) is used in a CoRoutine so it represents seconds that the VFX will last

~te TEnumerator CoEmotionVFX(EmotionalState emotion, duration)

arrVEX[ind 3
yie L ! 0 (duration);

2. Ideally we keep values to <4 seconds as there may be issues with swapping Emotion VFX

Emotional VFX Trigger Box

SceneSetup

ngGo






Add Component

® Inspector on the prefab, simply select what Emotion you want played - Ignore the two values above since it is due to it inheriting from
VFXManagerEmotions because | wanted to make sure the emotions were the same

3D Assets
Why is my object pivot different from 3D package to Unity?

1. Check all transforms are frozen
2. Check that the object in 3D package is in its world origin (0,0,0)

a. Ensure this is true for child objects too
3. Check to see if Unity is using “Pivot” setting on the asset

Alex-Teme | tested different option and finally i found a solution.
Blender fbx settings:

Path Mode

Batch Mode

Mar 21, 2021 ¥ Include
! Lirmit to
Active Collection
Object Types Empty
Camera
Larnp
Armature
Mesh
Other

Custom Properties

¥ Transform

Apply Unit

Apply Transfor ﬂ

In unity with your object selected you can press the
shortcut key Z or this ui button:

File Edit Assets GameObject Component  Window Help






|"H§j =) %IECEH!&I!@LmaII

with this button(or shortcut) you will change the position from center to pivot.

a. Select the 3D asset in the scene
b. Press shortcut 'Z' or find the above Ul

Why is my VFEX not working on 3D assets?

Make s

ure that on the file’s import settings, that “read write” is enabled.

Why are there so many Mechanical Bridge Arches in a series of bridges?

1. There are two assets for the Arches per mechanical bridge prefab

2. In a series of bridges, there will be 2x the # of arches per bridge but you only need a start and end arch that signifies those points

3. Choose one pair of arches to keep and delete all others (make sure the arch pair is a child of the same prefab) to avoid potential
issues when referencing things

4. To have the emissive parts react to the game, you must reference the child object with the Emissive On Off component script attached

+ Mechanical_Bridge (Script

My Animator MNane (Animat
Mat Togglers
lement @ B arch (Emissiv
B arch (Emissiv

Element 2 B noun_bri






a. Make sure you are referencing the correct 'arch' asset
i. The Mat Togglers need to look at all 3D models that have a emissive part

[ toarch |

b. The references are the ones childed to the 3D asset

Why is my emissive objects not selecting the right color when it is off by default?

® https://docs.unity3d.com/Manual/shader-loading.html

r meshRenderer;

missiveColorON;
emissiveColorOFF;

eshRenderer = gameObject.GetComponent
reColorON = meshRenderer.materials[1]

®* The emissiveColorON/OFF was moved to Awake() to reference the Mesh Renderer to get the color for the material FROM THE VARIABLE
DECLARATION AREA

®* However, we can't use a Mesh Renderer reference above when declaring the variable
® SOLUTION: Keep variable declaration like above image, but set the references outside of Awake() in a way that it gets called at

runtime.

Electric Grid Movement/Scaling to Vertex

When positioning these grids that signify powered state do these steps: Scale to Vertex

|:| Center

le Taol Handle Position

ool handl | d at the center of the

Ensure pivot is “Center”

Move Tool (W)

Press and HOLD (V) and move your cursor to a corner of the box
Select that corner while still holding (V)

Press (R) for scale tool

Drag on the scale tool handles to now scale more easily

ok wNE




https://docs.unity3d.com/Manual/shader-loading.html



Project Risks and Constraints

Risks

Probabilit
y (H/M/L)

Risk Description Impact

(H/MIL)

1 A core member of the
team is unable to continue
participating.

2 Our target audience is not
interested in our game.

3 We are stuck on a feature’
s implementation
resulting in missing
deadlines.

4 Puzzles are not beatable
because of poor design
like forgetting key game
mechanics needed for
progression.

5 Optimization issues arise,
causing our game’s
performance to fall.

Risk Management Plan

If our core programmer is unable to continue, we will reassess
the technical scope of our game and redesign content to fit the
capabilities of the remaining programmers which will include,
Kevin, Tiago, Farryl and Wilson.

If our core sound designer is unable to continue, we will seek
open-source sound libraries for us to implement and focus on
visual signifiers instead.

If our core artist is unable to continue, we will reassess our art
asset list and focus on core assets required for the player to
have the intended user experience. We will also re-assign
artistic tasks to Farryl and Joshua.

We will use data, research, and competitor analysis of our target
audience to discover their preferences which we can exploit
earlier in the project. Every week we will refer to our design
pillars and target audience and ask, will they be interested?

Rework the gameplay loop & rebalance the progression and
difficulty

When tasks are assigned, we will give story point estimates to
assess difficulty of tasks.

We will have at least 2 meetings per week where we will assess
progress of tasks and address challenges.

Hard blocks in tasks will result in the team reconsidering its
necessity by referencing our hook, anchors, core user and
emotional experience and design pillars.

We will have a spreadsheet that lists out each level and includes
puzzles and what is required to progress. Before each build, we
will check if each level that exists has everything in the
spreadsheet. If players get stuck, we will also include timed hints
to ensure players can proceed.

Analyze & identify causes of performance issues via profiler.

Implement coding algorithms to drastically improve performance
(e.g., object pooling, binary trees).

Member Responsible

for Resolution

Joshua
Tiago

Wilson
Tiago

Tiago
Joshua

Joshua
Farryl
Tiago

Hubery
Kevin
Farryl





Constraints

Miscellaneous Notes
Back up risks:

5

Categ Constraints

ory

Experiment with other asset importation algorithms & adjust

assets where applicable

Time Milestones, weekly tasks to complete for advisor review, final deadline for release

Resou

rce different college schedules, etc.

Group members need to attend to personal projects, part-time jobs, slightly

Finan  Money the group is willing to invest in purchasing assets and programs

cial

Transit Difficulty getting on campus — limits opportunities of physical meetings

Optimization issues
arise, causing our game’
s performance to fall.

Our product does not
meet the

technical requirements
for Steam publication.

M

M

Analyze & identify
causes of performance
issues via profiler;

Implement coding
algorithms to drastically

improve performance (e.

g. object pooling, binary
trees);

Experiment with other
asset importation
algorithms & adjust
assets where applicable

We will attempt to
identify the issue that is
causing us to be
rejected for Steam
publication. If we cannot
resolve the issue, we
will pivot towards a
release on itch.io
instead.

Hubery, Kevin, Farryl

Hubery
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Art Bible

® Pillars
® Moodboard
® Key References

Materials
Characters
Environment - Sci-fi
VEX

Props

ul

® File Structure

® File naming conventions
® |nteractable Objects
® Separating Visuals By Character

® Data:

® Surge:
® Polycount Limits
® Blender to Unity
® Emissive Masks:

Pillars

1. As a player, | want to feel electric
2. As a player, | want to feel like | was left behind in an abandoned sci-fi facility

a. Use design theory of convergence, the experimental nature of the facility means things don’t visually look like they fit
because the optimal solution isn’t discovered and it is an unstable environment
. As a player, | want to feel as if I'm crawling out of hell
. As a player, | always want to be able to see my way out
. Everything needs to be abstractable into simple shapes

abhw

Moodboard

https://sheridanc-my.sharepoint.com/:i:/g/personal/chanwils_shernet_sheridancollege_ca/EbWUShTORIIErhunuD-
NclUBBLz1HzVHMA_75QjDANEmMLQ?e=8wTo0J5

Key References

Here you will find the visual references to help make decisions during development. For instance, if visuals are inciting discussion, we will refer to
this section.

Materials



https://sheridanc-my.sharepoint.com/:i:/g/personal/chanwils_shernet_sheridancollege_ca/EbWUShT9RllErhunuD-Nc1UBBLz1HzVHMA_75QjDANEmLQ?e=8wToJ5

https://sheridanc-my.sharepoint.com/:i:/g/personal/chanwils_shernet_sheridancollege_ca/EbWUShT9RllErhunuD-Nc1UBBLz1HzVHMA_75QjDANEmLQ?e=8wToJ5



1. Ensure readability through non-PBR textures and unreflective materials.

Characters
Real World Electric
1. Experimented on 1. Entirely electric
2. Mechanical physical body - powered by Electric character 2. Stored within a battery attached to the Real World character
3. Cyborg - Human silhouette 3. Younger sibling

Environment - Sci-fi

. Dark and ominous
. Limited lighting & Limited color
B. Electrical circuits populate every surface
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VEX

1. Electrifying and themed in that way

a. e.g. circuits, sparks, electricity
2. Animated with a cadence on how they move
3. Shape based

a. Stylized ala Riot's ARCANE





Props

1. Break the box
a.

2. Must be shocking and relate to electrical components
3. Safe =round, dangerous = angular






ul

. Diegetic

. Minimalistic

. No continuous shapes
. Content is Borderless

A WNBE

File Structure

Data oriented:

® Models

® Source Files

® VFX-Shaders

® Animations

® Textures & Alphas
® Materials

* Ul

® Sprite sheets (Ul)
® Marketing

® Splash screens

File naming conventions

Rules

. Everything is lower case

. No spaces

. Use “_" between the parts of the file name
. DO NOT do things like

a.

A WOWNBE

B Character.jpg

B CharacterNEW.jpg

B CharacterNEWEST. jpg

B CharacterNEW_NEWEST jpg
B CharacterLATEST_NEWEST.jpg
B CharacterFINAL. jpg

B CharacterFINAL_FORREAL.jpg

CharacterFINAL_FORREAL

b. Use version control + comments and we can have just one file to maintain.

Parts of the file name

® Subject matter
® Object
® Extension





“subjectmatter_object_description.extension”

e.g. character_electricguy.psd

Interactable Objects
® Only things that can be interacted with will get EMMISSIVES and Bloom

® ON VS Off
® Using lights and color

® Wires that are turned on ARE GREEN
® Wires that Surge interacts with are visually distinct and Blue
Separating Visuals By Character

Data:

® Use an Orange color/one that matches her Pigtails

® Focus on adding lights AROUND the objects like switches
® Like little LEDs on the floor around the switch as seen below

® Brutalism - Data is strong and can manipulate the world by forcing it to bend to her will
°





I\
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Surge:

® Focus on adding emissive ON the objects
® BLUE relates to Surge

® Scale things down - the electric world must be much smaller to increase difference

Polycount Limits

There is no hard cap as long as it you consider where normal map baking and using high quality textures (e.g. generating them from substance
painter/designer) which should hold most of the visuals.

Will update once designs are fleshed out more.
® Create assets modularly

® Consider how things will blend together between edges, corners and at different angles that may be needed

® e.g. our game’s main environment is a cylinder so there should be consideration of the angle at which wall panels will meet
® Mesh LODs - Consider the level of focus that the player will spend looking at the asset

® e.g. if its a object far away, get an LOD to load (figure out how to do this in Unity)

® https://docs.unity3d.com/Manual/LevelOfDetail.html
® Must hand make LOD meshes (see above resource)

® |f aplayer will look at it with scrutiny and try to pick it apart, add more detail (tris, textures)

® e.g.,, DO NOT make a tiny coin (cylinder) that takes up 1% of the screen have 2,300 tris, it should be far less than that

Blender to Unity

® File Format: FBX for anything with complex children

® Ensure the origins line up within Blender and when exporting by applying “All Transforms to Deltas” instead of “All Transforms” because
the latter will move your origin in Blender whereas the former maintains it.
(]



https://docs.unity3d.com/Manual/LevelOfDetail.html



Location

Scale
All Transforms

Rotation & Scale

Jotation to Deltas
Scale to Deltas
All Transforms to Deltas

Anirmated Transforms to De

Visual Transform
Visual Geometry to Mesh
Make Insta

Parent I

® and use “Pivot” mode in Unity
e onent FMUL  Window Help

Ensure that on Export, the asset is using +Y as the up vector, so export things in that way and In Unity Import, press “Bake Axis Conversion”
* Transform
Scale 1.00
All Local
d £ Forward
Up  YUp
" Apply Linit

+ Use Space Transform

Apply Transform ﬁ

® Ensure asset is facing Y+ in Blender





Open

Rig Animation Materials

1m (File) ta

Impart BlendShapes

2 Answers Sorted by Highest score (default)

1k

In a 3D environment there are several ways to orient the axes when you are referring to what is
front, back, up, down. Blender and Unity (and other 3d apps) use different coordinate systems,
1 where blender has +z pointing upwards Unity has +y.

You will find that exporting from blender to unity handles the axes conversion so that the axes
match the conventions used in each app, this is why the bone axes don't match what you expected.

¢ Unless you have trouble with your animations going wrong, the easiest solution is to get used to
the two apps using different axis systems for the same models.

To be technical blender uses the right-handed cartesian coordinate system with +2 pointing up, this
is more common in 3D CAD applications and matches placing a graph on the desk in front of you
and raising a z-axis from it. It is also common for some 3D apps to have the z-axis pointing
backwards as it matches with the z-depth that refers to the distance from the camera, and fits with
having x0,y0 at the bottom left of the window.

| realized that choosing forward and up axis correctly is the key when exporting the FEX (From Elender in my case)
When | choose forward and up axis in export settings in Blender and check the Bake Axis Conversion in Unity
import settings, everything looks correct with rotation of (0,0,0)

Tried on a model with complex hierarchy and lots of children layers. It actually works!

So for assets you already have, importing it to Blender and exporting it again with correct settings would be the
solution.

Emissive Masks:

1. Export a mask based on the UV information of each 3D asset
a. It must be a PNG and the areas that are emissive need to be black while the rest is transparent





b. Above is what happens when you impor this asset, to fix it , select “Alpha Is Transparency” within import settings of the asset

xture Type Default

xture Shape 2D

Alpha Input Texture Alpha -

Alpha |s Transparenc «

Advanced

3D Asset List

Target Visuals:
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https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence
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Game Art Aesthetic

User Interface Art Aesthetic

Elements Art Aesthetic

Environment Art Aesthetic
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Introduction

Vision and Purpose

“You play as a pair of characters with experimental powers. One character manipulates and mix electricity to solve puzzles. The other carries the
other character in their battery while evading and distracting security long enough to solve the puzzles and escape.”

Our project aims to create an engaging experience that interests peers in the industry and allows members to develop their core skills for future

careers within the 2023 academic year. This is done by exploiting opportunities for puzzle design, character mechanics, narrative wrapper,
artistic designs and industry advice on our designs and processes.

Pillars

Quality over quantity Player agency Play With Two Characters
Genre
Our game aims to address the following genres:

® Puzzle





Platform

Aesthetic

Our game will have a Decay Industrial aesthetic with subtle futuristic elements.

Target Audience

Demography

Age: 15-30 years

Gender: Men and women

Income: Low, Medium.

Marital Status: Single

Occupation/Industry: Students/Part-time work/Junior
Educational Level: High School/Bachelor's Degree

Interest/Activities

They like independent games.

They like puzzle games.

They like to consume video games with different proposals.

They enjoy talking to friends about their experiences with video games.
They enjoy participating in online communities to discuss video games.

Attitudes/Opinions

They consume unpopular things.

They feel smart.

Engage in communities to discuss puzzles.

They feel good when they feel they are consuming something special/unique.

Personas
Persona 01
ame: Profession:
X College student
terests: Behaviours:
Videogames * Play different games often
Science ® Spend a good part of the day on computer
Scifi
Reddi

eddit Needs:
lues: ® Unique games to talk about

® Things that make him feel smart

Intelligence
Pioneer
Innovation

hat no one has heard of yet."

Age:
18
Powers:

® Has an online social circle
® Introduce new things on forums
® Re-forward trending indie games

Aspirations:

® Find the next indie game that will become
popular before everyone else
® Share amazing and unique solutions to puzz

'My name is Al3x_BackJog, | live in Lansing, and I'm just starting college. | like to spend my day on my
omputer playing totally underground indie games and talk to my internet friends about the games | found
he coolest or the shitly. I'm always in the indie game forums and communities looking for something new





Persona 02

ame: Profession: Age:
e Twitch Streamer 27
terests: Behaviours: Powers:
Videogames ® Always on the lookout for new and interesting ® Has an influence over a large audience
Food games ® Introduce new trends
Boxing ® Their daily routine involves playing some ® Spreading “memes”
Sports games after their morning workout
Aspirations:
llues: Needs:
® Make the audience excited about the games
Energy ® |nteresting games to play and entertain their they are playing
Engagement audience ® Entertain the audience with wacky approach
Interpersonal relationships ®* Moments that will get their audience excited to game challenges

'My name is Mike_1, | live in LA, and I've been streaming on Twitch for the last 8 years. When I'm
streaming, | try to create moments of excitement for the audience by trying out crazy strategies or solutior
hat somehow work out in the end. | like to play games that give me lots of agency to do what | want to dc
ind allow me to find my own solutions to challenges."

Target platform

Game Engine

The game will be assembled in Unity 2020.3.8f1

System Hardware Requirements

OS: Windows 10 64-bit

Processor: Dual Core Processor at 2.3+ GHz or better
Memory: 4 GB RAM

Graphics: 1024 MB Nvidia or ATI graphics card
DirectX: Version 11

Storage: 6 GB available space

Game Format

The game will be an application in .exe format for the Windows operating system, available for download at the Steam Store.

Methodology

Our team will carry out the research in our project in a mixed methods approach (Williams, 2007). Using a quantitative research methodology to
collect and analyze games regarding their demographics, sales, current players, total players, reviews, and other data (Williams, 2007). Our team
will also use qualitative research methodology in a content analysis approach (Williams, 2007), using theoretical aspects concerning games that
may become - because they have elements of interest - to our project. Such as game mechanics, system, art, narrative, and other aspects.

The entire research must obtain and analyze data from similar games directly without applying elements or personal opinions.

Quantitative Methodology





The Quantitative Research Methodology has its application in this research to collect and analyze data from games like the concept of our
project, to clarify market values, possible target audience and user interest.

This data will be collected using tools known and credible among video game researchers, such as:

Game Official Website

SteamDB
PlayTracker
VG Insights
SteamSpy
Statista

GG Deals
Metacritic

The data collected on these platforms will be aligned and compared between games to clarify the relationship of their aspects with their players,
sales and ratings.

Quantitative Methodology Flow

Database of all

analyred games




https://steamdb.info/

https://playtracker.net/i

https://vginsights.com/

https://steamspy.com/

https://www.statista.com/

https://gg.deals/

https://www.metacritic.com/



Data
COMPArison

.

Presentation of analysis
in the Research Report

Qualitative Methodology

The Qualitative Research Methodology has its application in this research to collect and analyze systems, rules, mechanics, and others of games
similar to the concept of our project, to clarify and generate eventual incitements regarding the mechanisms and elements that intend to be
applied in the development of our project.

Our design team will collect this data based on practical gameplay analysis, notes and criticism about the gameplay and experience of the games
in question.

The analysis should be didactics, easy to understand by the whole team, identify strengths and weaknesses and present visual models for
representation.

The data collected during this research will be presented with a list of potential uses, models or concepts that can be applied/helpful to our project.

Qualitative Methodology Flow

=_’ o =

Target Games to Analyze

Presertanon of anabpes
i the Rerpanth Repce't

Gunpoint The game has a puzzle system and stealth and combat elements that might be relevant to our project.
Inside The game has a puzzle system, stealth elements and an art aesthetic that might be relevant to our project.
It Takes Two The game has a system of cooperative mechanics and narrative that may be relevant to our project.

Papo & Yo The game has a system of cooperative mechanics and narrative that may be relevant to our project.

Prey The game has a weapon system that works as tools and a level design with multiple paths that might be

relevant to our project.



https://www.pentadact.com/category/gunpoint/

https://playdead.com/games/inside/

https://www.ea.com/pt-br/games/it-takes-two

https://www.bing.com/ck/a?!&&p=a46f043c0537d15cJmltdHM9MTY2MzcxODQwMCZpZ3VpZD0xNTU4OTYxZC1hMjUyLTYyNzctMTA1OC04N2FhYTNmODYzMTEmaW5zaWQ9NTE2MQ&ptn=3&hsh=3&fclid=1558961d-a252-6277-1058-87aaa3f86311&u=a1aHR0cHM6Ly9zdG9yZS5zdGVhbXBvd2VyZWQuY29tL2FwcC8yMjcwODAvUGFwb19fWW8v&ntb=1

https://bethesda.net/game/prey



The game has a puzzle system and electrical mechanics that might be relevant to our project.

The game has a system of cooperative mechanics that may be relevant to our project.

The game has a puzzle system and a level design with multiple paths that might be relevant to our project.

The game has a system of cooperative mechanics and puzzles that may be relevant to our project.

The game has a system of cooperative mechanics and puzzles that may be relevant to our project.

Results

Gunpoint

Inside

It Takes Two

Prey

Static Cling

The Lost Vikings
The Talos Principle

Watch Dogs Legion

Discussion

Ties Between Narrative and Game Mechanics

Every instance of new game mechanics was interesting and well developed, but what | want to focus on with this research is how they meld with
the game’s narrative and theme.

The entire game is founded on the principle that two characters MUST collaborate to overcome challenges and trials that prevent both from
achieving a common goal. In this case, both parents must work together to find a way to overcome challenges along the way to returning to their
real bodies. No one mechanic can overcome challenges on its own, just like how the two characters need each other to do the same.

100% of the game is based on this core concept, both the narrative and the game's mechanics. There isn't a single challenge that can be solved
without the help of the other player, thus a single player experience, or single character narrative, is impossible. This challenge cannot be
overcome alone.

A lot of the game's mechanics spawn from creativity surrounding the current events in the narrative. The narrative drives the game's development
forward, as the game changes to match the story. This proves that the same result can be made in any game, including ours. The characters and
the world are the context for the mechanics. In our case, our mechanics involve the material environment and the electrical/magnetic
environment. The correlation comes from the characters' relation to one another, like how both partners in a couple need to love and respect
each other equally to keep their relationship alive. With the current understanding of our game’s narrative, the characters have a symbiotic
relationship that goes further into a sibling relationship. One primary idea is that one character cannot escape without the other, but | think we
could go so far as to state that they cannot live without each other an emotional and physical level. The games mechanics could reflect this. Say:
the HC requires an electric current to stay awake, but the lingering charge from the EC after they leave is enough for them to stay awake to finish
a challenge. There could be a timer of some kind, or maybe the HC just turns off altogether, requiring the EC to return to them at certain points to
complete a puzzle.

Art Direction from INSIDE (2016)

Based on research from INSIDE (2016), we will aim to create visual contrast through color and light constraints that will guide the player
throughout gameplay, reducing confusion.



https://team-bugulon.itch.io/static-cling

https://playclassic.games/games/puzzle-solving-dos-games-online/play-the-lost-vikings-online/

https://www.devolverdigital.com/games/the-talos-principle

https://www.ubisoft.com/en-ca/game/watch-dogs/legion

https://www.trine4.com/#header



The game INSIDE (2016) uses color and light to great effect in its puzzle design. As can be seen on the left, they limit their color palette to
desaturated ones and only key elements are saturated to a higher degree. This is one way of creating contrast within our game to ensure player
comprehension with limited Ul.

Color also affects how players can feel as mentioned by The Psychology of Colors (2020) red “can intensify the energy levels of the room and
tends to trigger hyperactivity” (para. 3). This can be used to great affect given that our game has stealth elements to keep players anxious.
Moreover, with red, Tham et al. (2020, p.1314) also mentions that context matters with what feelings that colours are associated with and affects
cognitive performance. Like how red when driving promotes stopping whereas in achievement (where skill and overcoming is necessary)
contexts, red promotes avoidance (risk aversion) motivation. Another point from The Psychology of Colors (2020), we can use green due to its
calming nature to direct players to a sense of safety or help them calm down after an exciting section. As seen below, in INSIDE (2016), after an
exciting ordeal of breaking out of the facility, you land on a visually green patch of grass which exemplifies my point. We can use colour to
influence the mood of the player as well as the performance through limited palettes and intentional colour choices.

Furthermore, the following image is from Tham et.al (2020) which mentions that there seem to be universal colour associations across all
cultures (e.g., white — purity; blue — water/sky)(p.1311).

1326 THAM ET AL.

Table |
Theme-Color Asseciations for Each Culture Thar Were Consisteni Berween E UperTmeris I and 2 {Actual Con € Are in Brackets)

Color category {words) for cach culiure

Theme English Chingse bilingual Chingse monalingual

Universal themes
Clean, pure White (clean, pure, new) White (clean, pure. holy) White (pure (symbolic)) & blue (clean)
- — = P . : ST

L L ' - R



http://et.al/
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This knowledge can be used to decide which colours will resonate the most with our audience given a desired mood or feeling we wish to invoke

during sections of gameplay.

Game screenshot with shape overlay

Two value composition check

To continue, INSIDE (2016) uses light and shot direction like film to great effect. This will be very useful for ensuring level and puzzle readability.

With regards to materials, as can be seen below, we will avoid material contrast as it can affect the readability within a puzzle and highlight
objects that may confuse players. It will also allow us to focus on modelling and shrink our asset list for texturing and shader development.





MATTE SATIN GLOSS

We will need to be careful as reflections can also draw unnecessary attention.

Original Different Materials

"Based on research from INSIDE (2016), we will aim to create visual contrast through color and light constraints that will guide the player
throughout gameplay, reducing confusion."

Key Points From The Lost Vikings

The game’s level design seems to focus more on platforming and reflex challenges rather than on puzzles, especially in the later half of the game
when additional mechanics (such as the magnet or see-saw discussed previously) are introduce to support the platforming element rather than
the puzzle element. Most of the puzzles are some variation of the puzzles mentioned above and the game'’s difficulty builds up by putting these
puzzles in situations that require faster reflexes or higher skill in platforming (for example, requiring Baleog to shoot through a hole while moving
up and down or requiring Olaf to glide through tight turns of electric circuits).

One of the game’s strong points is that it is very good at making the player switch characters, making the core mechanic a highly integral part of
the platforming experience. Most of the time, this is done by occupying one character with a specific action (e.g. using Olaf to shield) or specific
location (e.g. using Erik’s jump to access particular areas) so that follow-up actions must be done by one of the other two. Although The Lost
Vikings uses this effect primarily to the benefit of the game’s platforming aspect, we can apply the same principles to a puzzle context by
occupying one character with a specific action/location while another character does something else.

Regarding pacing, the challenges are quite well-paced in terms of difficulty. The game does a good job of teaching, testing, and challenging the
player’'s knowledge of the mechanics in each themed stage. As a result, although the challenges become more difficult later in the game, there
aren’t any moments where the challenges feel outright frustrating. Part of the reason for the game’s effective pacing lies in how the challenges
are structured such that the player is constantly switching between characters and using each character’'s mechanics (see the Level Design
Breakdown section for an example). Because of this structure, the player is guided into constantly thinking about how to use and combine each
character’s abilities, minimizing chances for the player to forget about underused mechanics.

Regarding weaknesses in the level design, | think that a portion of the game’s difficulty comes from not knowing the layout of the level, not
knowing what challenges are coming up next (i.e. off-screen hazards), and not knowing the location of the exit. This is largely due to the
limitations of the technology when the game was made, but | think a modern remake of the game would likely require reworking the level design
to allow the player to better observe the challenges they are facing (either through camera controls, better guiding paths, and/or more clear





indicators/symbols) and/or the inclusion of a mini-map. As an example, there are a lot of hidden paths in the game, as well as paths that are not
clearly distinguishable as paths. The hidden paths that are not required for completing a level could be argued as a feature for promoting
exploration or replaying the level, but the golden paths that are hard to see can cause frustration for players who aren’t able to find them.

Watch Dogs Legion Applications to our Game

¢ Sandbox Style Level Design — Multiple paths and solutions for every level
® Activation of Second Player (Battery)

® Inventory Activation:

® The player opens an inventory wheel to select the battery and switches to the battery character
® The player opens an inventory wheel, selects the battery and throws the battery to the world to switch characters
® Placing the second character in the world and moving them according to the missions (No recallability)

® The second character must walk to the first character to get on his back (to get to idle state). The second character must always be in the
world to interact/switch.
® Recallability of the second character

® Ability to recall the second character after being deployed in the world anytime. The second character runs to the first character’s back or
backpack once recalled by just one input key.

Conclusion
Aesthetics

On Art Direction

This game will have a third-person perspective with true 3D space.

We will rely on carefully manipulating lighting and colour to guide the user’s eye through limitations on them to create contrast. We will avoid PBR
textures and drastically different materials (especially reflective ones) as it will be time-consuming and require more attention when testing
puzzles to ensure they do not derail the intended design.

Players will feel as if they are ascending Mount Everest as they progress. The level will begin lighting up as the players solve puzzles (that
require powering up sections of these environments). Circuits will span the base of the cylinder to the top with symbols that differentiate each
section from one another.

Failing a puzzle will shut down the lights that were lit up prior.

Each section of the game will have a different aesthetic through symbols and lighting and showing other areas through windows.

On Narrative

From our research, we can conclude that the narrative can support the gameplay by joining them through the theme of collaboration and
learning. The two player characters are siblings that have been separated from each other for years, both with little knowledge of the other. As
the player learns new mechanics, the characters learn more about each other. To match the theme of collaboration, neither of the two characters
can complete a section of the game on their own once they are together. Thus, they rely each on each other in the game mechanically.
Narratively, the characters cannot escape the facility on their own because of their innate flaws. The electric character cannot exist outside of a
space designed to hold electricity, and the human/robotic character cannot live without being powered. While together, both compensate for the
other persons' weakness and can overcome challenges they would normally need outside help to do.

Game Design

On Level/Puzzle Design
Design Challenge: How do we handle players being split and getting stuck mid-puzzle?

® We can do this by only allowing traversal into a new section of the level IF both characters are together like in Portal or Talos Principle.

Our goal is to create a nonlinear puzzle experience through multiple objects that each have an associated verb that can combine into more
complex puzzles. These paths will be separated through the need for different mechanics: path A requires charging a door to open whereas path
B requires physical movement.

We will focus on a cylindrical level design with a hub style layout of puzzles with sections of the level existing for metroidvania style movement.
However, we will allow for shortcuts like allowing both players to travel through circuits at specific points after solving the puzzle to maintain
engagement.

https://miro.com/app/board/uXjVPTXJ5G0=/?share_link_id=412452702289

® Both characters influence their respective worlds as they solve the puzzle.



https://miro.com/app/board/uXjVPTXJ5G0=/?share_link_id=412452702289



1. Electric
2. Physical

® Using multiple types of objects in each puzzle like:

1. Pressure Plates Step on top
2. Wall switches Trigger a linked object

Our puzzles rely on logical gates through interacting with objects like buttons. On initiation of a puzzle, the characters split, and after
success, they meet up together.

Wayfinding and landmarks: Each section of the game will have a different aesthetic through symbols and lighting and showing other areas
through windows.

On Progression

Multiple objects that each have an associated verb that can combine into more complex puzzles, so they feel they are getting more powerful.
Electrical abilities will have a skill tree through exploring the entire level and finding upgrades.

EVERY new ability will be demonstrated before the player has access to it.

On Checkpoints

Have exclusion fields like in Talos Principle or Portal that separate each puzzle from each other and defines when and where a player started a
puzzle.

On Enemies

We will ensure that players can only interact with them insofar as it allows them to remain hidden. No disabling of guards through weaponry but
instead manipulating the environment using electricity.

They patrol the cylinder on set paths as they travel up and down it. If they spot the player (either character) the puzzle's progress will be reset to
the start. [WC3]

The challenge will relate to the guards’ interrupting puzzles by breaking the circuit or spotting the player.

On Cameras

We will avoid splitting the screen in half as we will have problems with player controls since it is a single-player game. We will keep one character
static while the other character is in control.

On Two Character Dynamics

We will ensure there are things that one character cannot do. A clear list of verbs and actions will be required for each character.

Two main controls:

1. Switches between characters
2. Recalling the electrical character as puzzles get solved

a. The electrical character is bound to the physical character

Only one character can occupy the real-world environment while the other owns the electrical circuit environment. They must rely on each other
to move around by solving puzzles.

Puzzles CANNOT be solved without using both characters’ strengths.
The electric character can statically charge objects to move them in the real world with the help of the physical world character.

Recommendations

Puzzle Design

Recommendations Based on Research from Static Cling

Use the computer science concept of logical gates like IF, OR, AND, NAND and so on.



#



Have dangerous elements for the electric character within the circuit like in Static Cling’s purple power grid elements.
Using different types of conductors like water, living organisms and so on to afford players opportunities for emergent gameplay.

Perpetual generators that remain active once powered, providing the player permanent progression, and making previously travelled areas easier
to access

Temporary generators that power devices for a fixed period after contact with the electric character, creating time-based puzzles or fast-paced
platforming segments

Puzzle mechanics that can be used to the player's advantage to combat enemies, such as laser turrets that can be powered on as enemies pass
by

Stealth elements that provide benefits & drawbacks, such as lights that grant the player visibility when powered, but also increase enemy vision
range

Alarms or elements that attract guards/defences.

Recommendations Based on Research from The Lost Vikings

We can encourage and optimize opportunities for the player to switch between characters by using a similar level structure as The Lost Vikings
(see the Level Breakdown section for an example). This can be done by having one character be occupied with an action or location and then
requiring the other character to perform an action that opens new options for the first character (then repeat this cycle). For example, the human
character, HC, must connect two wires for the electric character, EC, to pass through and access a generator. Then, EC must provide energy to
the generator to power an elevator for the HC to ride upward. After riding the elevator, HC must repair a circuit that allows EC to travel upward as
well. Once EC can get to the same spot as HC, they can activate a switch inaccessible to HC and open a door for both HC and EC to proceed.
The diagram below depicts a storyboard of how this puzzle could work.
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Something we can learn from The Lost Vikings is puzzle clarity. As mentioned previously, an issue with the level design in The Lost Vikings is
that there are no opportunities for the player to view the level layout and observe how they can approach puzzles beforehand. This can lead to
moments where the player takes damage due to an offscreen hazard, or miss a button that's far offscreen (there are quite a few instances of this
in the game). As a result, we should provide many opportunities for the player to view a puzzle or level in full when playing our game. For
example, have the camera zoom out and capture the whole puzzle when the player steps in a spot at the start of the puzzle.

Level Breakdown

Level 4-1 {Source: hitp://'www.videogamemaps net/?maps/snesflostvikings)

Use Ernk

D Usa Baleog

Design our puzzles using diagrams like the previous one, to delineate when each character is needed to progress.

Allow players to observe the entirety of the puzzle before allowing players to interact.

Programming
Al Behaviour

Enemies within lit regions are much more dangerous than in darker areas.

Being able to turn the enemies off and manipulate them using electricity or player interactions.

Character Movement Electric character travels along pre-defined rails.

Camera Individual camera following each character

Transition to the other camera view when the player switches character

When two characters are in proximity, slightly zoom out the camera and adjust its centre position to keep both characters in view

Have cinematic rails & focus points around specific areas of the level, so that the camera gives a proper view, conveys the intended feeling
through perspective, or has important objects in view

ART

Framing of Puzzles and Environment

® Colour





Limit our colour palette to neutrals like grays and use saturation sparingly to identify the key interactable elements in puzzles and where players
need to travel to progress.

® Light & Framing

Light is used and focuses one large light and shadow shapes to clearly communicate play spaces to reduce confusion. It will be used in tandem
with colour to express our desired moods and call out points of interest without being explicit — maintaining immersion. Level design will work
closely with art through diagrams of puzzle solutions where art will identify key focal points. Then, paintovers of a greybox level will be done to
test our light shapes and as a result, design with readability of puzzles in mind.
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Target Audience

Demography

Age: 15-30 years

Gender: Men and women

Income: Low, Medium.

Marital Status: Single

Occupation/Industry: Students/Part-time work/Junior
Educational Level: High School/Bachelor's Degree

Interest/Activities

They like independent games.

They like puzzle games.

They like to consume video games with different proposals.

They enjoy talking to friends about their experiences with video games.
They enjoy participating in online communities to discuss video games.

Attitudes/Opinions
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® They consume unpopular things.

® They feel smart.

® Engage in communities to discuss puzzles.

® They feel good when they feel they are consuming something special/unique.

Personas
Persona 01
Name: Profession Age:
Alex College student 18
Interests: Behaviours: Powers:
® Videogames ® Play different games often ® Has an online social circle
® Science ® Spend a good part of the day on ® Introduce new things on forums
® Scifi computer ® Re-forward trending indie games
® Reddit
Needs: Aspirations:
Values:
® Unique games to talk about ® Find the next indie game that will
® Intelligence ® Things that make him feel smart become popular before everyone else
® Pioneer ® Share amazing and unique solutions to
® |nnovation puzzles

"My name is Al3x_BackJog, | live in Lansing, and I'm just starting college. | like to spend my day on
my computer playing totally underground indie games and talk to my internet friends about the
games | found the coolest or the shitly. I'm always in the indie game forums and communities looking
for something new that no one has heard of yet."

Persona 02
Name: Profession Age:
Mike Twitch Streamer 27
Interests: Behaviours: Powers:
* Videogames ® Always on the lookout for new and ® Has an influence over a large audience
®* Food interesting games ® |ntroduce new trends
® Boxing ® Their daily routine involves playing ® Spreading “memes”
® Sports some games after their morning workout
Aspirations:
Values: Needs:
* Make the audience excited about the
® Energy ® |Interesting games to play and entertain games they are playing
®* Engagement their audience ® Entertain the audience with wacky
® Interpersonal relationships ®* Moments that will get their audience approaches to game challenges

excited

"My name is Mike_1, | live in LA, and I've been streaming on Twitch for the last 8 years. When I'm
streaming, | try to create moments of excitement for the audience by trying out crazy strategies or
solutions that somehow work out in the end. | like to play games that give me lots of agency to do
what | want to do and allow me to find my own solutions to challenges.”

Similar Games
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Gunpoint

Overview

Stealth puzzle game where the player hacks & rewires electronic devices within a building
Steam Page: https://store.steampowered.com/app/206190/Gunpoint/

Gameplay video: https://www.youtube.com/watch?v=kP6Uz5wnRb4

Potentials to be researched

® Puzzle design outside of power grid

® The physical world EC influences
® |nspiration for stealth elements
® Has some elements of combat
= Table of Contents

® Qverview

® Potentials to be researched
® Reception

® Game Analysis

® Mechanics

® Rules

® Rules

® Rules
® Conclusion
Recommendations

Reception

® Userscore: 97%

® Metascore: 83%

® Owners: 500,000 - 1,000,000

® Developer Blog: http://www.pentadact.com/2013-06-18-gunpoint-recoups-development-costs-in-64-seconds/

Lifetime concurrent players on Steam

ata is limited.
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@ Players Twitch Viewers

Game Analysis

Mechanics

https://miro.com/app/board/uXjVPTQ15MQ=/?share_link_id=553876774533
« Puzzle Elements
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= Movement
Rules

® Player can move horizontally
® Player can charge an arc jump

® Player can’'t move while jump

If it jumps on a wall/ceiling, the player can climb/move around the wall/ceiling

If it jumps on a fragile object, the player can break it

If it jumps on a guard from behind, the player can knock him out

® Player can interact with elements that will move the character one floor up or down
https://miro.com/app/board/uXjVPTXJ5Yw=/?share_link_id=799694339428

=~ Enemies
Rules

® Players die when detected by guards

® |f it jumps on a guard from behind, the player can knock him out

® When the light goes out the guard moves to the switch and tries to turn it on

® When the guard enters an alert state, it moves sideways across the map endlessly
https://miro.com/app/board/uXjVPTXasLE=/?share_link_id=820478244208

=~ Mission
Rules

® Player chooses missions in the HUB
® Completed missions earn money and upgrades

® Money can be used between missions to buy new equipment

® Upgrades can be used between missions to improve the player jump
® The player needs to interact with a determined object and leave the site
https://miro.com/app/board/uXjVPTXasak=/?share_link_id=319014259337

= Electrical Grid
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® Switch and triggers emit an output signal that turns elements on or off

® The player can modify the output destination, changing which element will be turned on or off
® Triggers are triggered by the player or the enemies
https://miro.com/app/board/uXjVPTWj9c4=/?share_link_id=752948747871

= Progression

® Storytelling
® Missions' complexity increase
®* New enemies
®* New elements
® Unlock new pieces of equipment
® Upgrade abilities
https://miro.com/app/board/uXjVPTW|9Y4=/?share_link_id=681439274048

Conclusion

Gunpoint has a puzzle system aimed at manipulating electrical circuits. By manipulating the circuits, the player can vary how the scenery
elements behave.

This freedom of manipulation creates many possibilities for how puzzles can be solved, giving players greater freedom in how to play the game.

Although at times the game presents multiple missions to choose from, the game has a linear progression and the interactions in a puzzle do not
reflect the following.

Recommendations

Although Gunpoint uses interesting mechanics involving electrical circuits, they are not applicable in a viable way to our project.
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Since the initial concept of our project was a 3D game with a level design composed of multiple paths - unlike Gunpoint which uses isolated 2D
levels - using a manipulation system like Gunpoint would make things get out of control quickly (due to the number of variations this can create).
Due to the short production period we have until the project deadline, it would be unfeasible to make the number of tests and adjustments
necessary to ensure that this mechanic does not get out of control.

However, the way enemies are used in the game can serve as inspiration for the behaviour we are expecting from the enemies in our game.

Likewise, the progression of puzzles in Gunpoint can serve as an example of the progression of small puzzles that we can apply to our level
design.

Inside

Research on INSIDE(2016) Art Direction

Key Qualitative Points

Environment
Layout
1. Use light to frame focal points like a film

Game screenshot with shape overlay

Two value composit






How can we incorporate this?

* GreyBox Paint Overs: For each puzzle, since our player's camera will be on rails, we can paint over level design grey boxes and simplify it to
two values to quickly iterate on framing

® Light Types: Use a variety of lights
® Directional

® Used to establish large light and shadow shapes
® Spot

® Can be used to focus on certain focal areas like a live theater play
® Point

® Can be used on objects like buttons to draw attention
® Area

® Can be used to help give a greater feeling of atmosphere through bouncing on smoke

Inside game walkthrough no commentary | Inside full gameplay pc| How to beat Inside full game

® Using light that moves and shadows to create a safe area

2.Create depth through mist

Y



https://youtu.be/I5NVketf2-M



How can we incorporate this?
® Volumetric Mist Cube: Create a volumetric cube that has fog where we can adjust the level of depth based on the vector's magnitude from

camera compared to other objects
® Particles in Air: Dust, fireflies, electricity jumping/floating in the air

Dust particles when light shines on them.

Fireflies in air - idea

® Element Silhouettes: Design visuals, prop placement and level design to create large abstract shapes that are easily identifiable (see above
image). This becomes challenging if we stick to a cylindrical level but still doable with props lying around the ground as landmarks.

® Parallax style layering: We can add things floating from the ceiling or rotating around the central column to create shapes that give depth

3.Create contrast through a limited color palette and using saturation sparingly for focal points like puzzle pieces





#0R4 L #D9D301 L #81AGBA L

. First part of puzzle is closest to player after falling
. Spot light to show other parts of puzzle
. Another interactable object, step 02 of puzzle

. Area lit up by light is where you need to go

. Slightly red light to show intractability






rPONE

Lights up after generator is turned on - puzzles have a context that players can understand
Players discover they need to use the generator enough times to power the lever

A leading line created by a chute that sprays corn (motion attracts attention too) to lead the eye where they need to focus next
Light on dark object - Using light to give contrast on another focal point as players realize that box has something to do with the puzzle

How can we incorporate this?

® Include color codes and swatches like above images
® Tham et.al (2020, p. 1311) mentions that there seem to be universal color associations across all cultures (e.g., white — purity; blue — water

Isky

1326

Table 1
Theme—Color Asseciations for Each Culture That Were Consistent Between Experiments § and 2 {Actual Concepts Are in Brackets)

® Color Guides: Create notes on allowed colors that can be used to design every visual

THAM ET AL.

related; green — health; purple — regal; pink — “female” traits) as well as culture specific (e.g., red and orange — enthusiastic in Chinese; red —
attraction in English).

Theme

Color category (words) for each culure

English

Chinese bilingual

Chinese monolingual

Universal themes

Clean, pure
Megative concepts
Water/sky related
Fresh, health, nature
“Female" traits
Heat

Bright

Regal

Common themes

Anger

Swpidanger
Enthusiastic/excited
Depressed

Relaxed

Mysterious

Culture-specific themes

Attraction
Bold
Summer
Sad

Old, boring
Plain

Dirty

While (clean, pure, new)

Black {death, dark)

Blue (slippery, cold, cool, wel, swimming)

Green (fresh, running, natural, walking)
Pink (soft, sweel, feminine, pretty, girly)
Orange (heat)

Yellow (light, bright)

Purple {regal)

Red (anger. fighting. rage)
Red (stop, danger)

Black (depressing)
Blue (guiet. relaxed. tranguil)

Red (lust, passion)

Orange (bold, loud)

Yellow (summer, happy)

Blue {sad)

Grey & brown (dull, old, boring. bored)
White (plain, simple)

Brown (dirty, unclean)

White (clean, pure, holy)
Black (solemn, fear)

Blue (deep. broad, fly)
Green (health) & blue (fresh)
Pink (sofl. sweet)

Red (burn, hot)

Yellow (bnght)

Purple inoble)

Red (anger)

Red (enthusiastic)

Purple {mysterious)

White (pure (symbolic)) & blue (clean)
Black (scared, dark)

Blue {cool, broad, fly, swim)

Green (vitality. fresh)

Pink (lovely)

Red (fiery). orange (warm (lemperature))
Yellow (bright)

Purple (elegant]. elegant?. noble)

Red {danger)

Orange & red (excited)
Blue {depressed)

Blue {peaceful)

Purple {mysterious)
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Envy Green (envy, jealousy)

Fluffy Pink (fluffy)

Blend White (blend)

Romantic Pink {romantic)

Hope Green (hope)
Thick

Brown (thick)

Above Image: Color associations in a table Them et.al (2020, p.1326).

Them et.al (2020, p. 1316) also mentioned that black and gray were considered depressing to Chinese and English speaking participants.

As noted in The Psychology of Colors (2020), reds are very intense and result in hyperactivity. We can use this to keep players anxious to
emphasize the mood of the player trying to escape

® Tham et al. (2020, p.1314) also mention that context matters with what feelings that colors are associated with and affects cognitive
performance . Like how red when driving promotes stopping whereas in achievement (where skill and overcoming is necessary) contexts,
red promotes avoidance (risk aversion) motivation.
As noted in The Psychology of Colors (2020), we can use green due to its calming nature to direct players to a sense of safety or help them

calm down after an exciting section. As seen below, in INSIDE, after an exciting ordeal of breaking out of the facility, you land on a visually
green patch of grass which exemplifies my point.

® Build Colors Up: Only start incorporating colors once depth and framing exists

® Concept Art that is grayscale Color may help
® List out key interactable objects:

® E.g. puzzle elements required for progression

Surfacing and Texturing
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The game is very dark so texturing work is almost always invisible. They chose not to do any heavy texturing as a result. Texture is most
apparent in the light and around the shadows.

On the left, you can see that the most prominent parts of the texture detail occurs where shadows are casted as a result of contrast between light
and dark. This is lost since light is information and as shadows are the absence of light, it means less information is received to our
eyes.

However, we should still differentiate between materials as that adds a lot of variety to the eye as seen below.

MATTE SATIN GLOSS

We will need to be careful as reflections can also draw unnecessary attention.






Original

Characters

Protagonist

Humanoid character to give a sense of familiarity. Feels very alive compared to the rest of the world.

® Often times, the most saturated object
® Posed and animated like a lively person

This character is alone in the world as proximity communicates familiarity. We feel this as players.

NPCs

Different Materials





The image on the left shows how NPCs use contrast to differentiate from players.

® Height

¢ Color

® |eading lines (blue arrows) have NPCs look towards the player avatar

VEX

Diegetic Communication

® VFX air bubbles increases in frequency when player is about to run out of breath

® No need for Ul
® Uses context to convey information




https://youtu.be/I5NVketf2-M?t=3523



Inside game walkthrough no commentary | Inside full gameplay pc| How to beat Inside full game

® Using particle explosions and “shattering” of matter to communicate damage
ul

No Ul in the game, players are guided to interactable points through visuals and composition.

Death

Upon a loss condition triggering, the player and game state resets to a checkpoint within a few seconds. A fade to black is used to inform the
player and that is all.

Camera

Moving between walls / barriers

Inside game walkthrough no commentary | Inside full gameplay pc| How to beat Inside full game

® The camera will swing out of the obstructed area (see above link)
® |n other situations, it frames the character (see image above) so that he comprises a small part of the screen to allow player to see what
they need to do to survive

User Experience

Immersion

Inside is a very immersive experience that easily hooks you from start to finish. And one of the main reasons for this immersion to happen is the
clear invitation the game gives players to ask questions.



https://youtu.be/I5NVketf2-M?t=7045

https://youtu.be/I5NVketf2-M?t=2206



The game does not have speeches and texts, and all interpretations are made based on the scenes, sounds and situations that the player
experiences. All subliminally and subtly.
This presentation is precisely what makes the player start asking questions like:

® Who is this boy?
® Who are these other people?
® What's going on here?

And these questions, therefore, are exactly what make the experience immersive and hold attention because they generate interest and rely on
the players' own curiosity to seek answers.

Pacing
Inside has an excellent pacing system, and the game has a dark atmosphere throughout, but this atmosphere varies excellently between

moments of breath and moments of shocking and impactful violence. The balance and exchange between these two points end up creating
excellent moments of contrast, which ensure that the player will keep their attention and will not be over-saturated with the same sensations.

Game Feel

Inside has exquisite care in terms of polishing and sensations. The main character has a fluid movement with an impressive variation of
animations - dynamics - that help to create an emotional bond between him and the player. Those animations also help to give feedback to
players on their actions.

Likewise, the scenario has a wide range of sounds for different mechanisms, solos, interactions, etc. Helping to establish veracity to the fictional
universe.

Recommendations
The way Inside works his narrative is quite interesting and can serve as an example of less cost for our project, as it removes the need for

narration and other aspects. However, a subliminal narrative like this takes a lot of effort to ensure that it is effective and interesting in the end
result.

Game Design

System Puzzle
Inside's puzzle system has a linear progression, where the player must solve a puzzle to start the next one, following this way until the end of the

game.
The puzzles fall into three categories:

Environment puzzle

It consists of puzzles where the player must interact with elements of the scenario, such as boxes, structures, stairs, etc., positioning them in
such a way as to be able to take the character from point A to point B, ending the puzzle.

Action/time puzzles
They are the tensest moment puzzles in the game, where the player must perform a sequence of actions in the right moment - or order - to avoid
the death of the main character.

These puzzles have a strong connection with the game's sonic environment, which helps the player to have a sense of rhythm about when to
perform his actions.

Recommendations

The variation between puzzle styles in Inside can be a good example of how to create tension and draw attention without necessarily having to
completely change the game. This can be useful in our project as an example of good pacing

Quantitative

Reception

The game released in 2016 on Steam and to now in 2022 has accrued 34,827 reviews on Steam with a 96% positivity rate. It was also released
on Xbox, Playstation 4, iOS and Nintendo Switch.

As per Metacritic, it has scored over 87/100 on all the aforementioned released platforms (except iOS as it isn't present).

Awards

Year & Award

1

Category 4 Result - Ref $





2016 | Game Critics Awards 2016 Best Independent Game Won L3l
2016 | The Game Awards 2016 Best Art Direction won  [7EI77
2016 | The Game Awards 2016 Best Independent Game won | [EIT]
2017 | 20th Annual D.I.C.E. Awards D.I.C.E. Sprite Award won | @
Outstanding Achievement in Art ——
2017 | 20th Annual D..C.E. Awards . ) Won Lid
Direction
Outstanding Achievement in Game 731
2017 | 20th Annual D.1.C.E. Awards . ) Won Hed
Direction
National Academy of Video Game Trade o ) 791
207 ) Camera Direction in a Game Engine Won ML
Reviewers
2017 | Game Developers Choice Awards 2016 Best Audio Won | [82l81]
2017 | Game Developers Choice Awards 2016 Best Visual Art Won | [82l81]
2017 | 13th British Academy Games Awards Artistic Achievement Won | (85186l
2017 | 13th British Academy Games Awards Game Design Won | [B5IEE]
2017 | 13th British Academy Games Awards Narrative Wwon | [BSIEE]
2017 | 13th British Academy Games Awards Original Property Won | (8516
2018 | 2018 Webby Awards Action Won | [
2018 | 2018 Webby Awards Best User Experience (People's Voice) won | [
2018 | 2018 Webby Awards Best Visual Design won | [
Wikimedia (2022)

It won awards mostly in the aesthetic categories like sound, narrative and art direction.

Sales

Community Hub

Hunted and alone, a boy finds himself drawn into the
center of a dark project. INSIDE is a dark, narrative-
driven platformer combining intense action with
challenging puzzles. It has been critically acclaimed
for its moody art style, ambient soundtrack and
unsettling atmosphere.

I o= l—. ¥ Autoplay videos

Adventure  Puzzle Platformer

25D Story Rich





No official sales data is present but as Birkett(2018) mentions, we can use the “Boxleiter” number to estimate the revenue from this title based on
the price of $23.99 CAD. As a result, we get an estimated revenue of $32 million CAD on Steam alone.

Discussion Points

1. Camera Focal Length: Adjusting the player camera’s focal length between the larger character and the electric character to create contrast
and have players feel as if they are electricity.

a. Ifitis too disorientating we can change focal length on switch and then slowly bring it back to baseline

50 mm lense 20 mm lense

1. Post Processing:
a. Bloom
b. Focal Depth - edges further away get more blurred from the focal point to. Changes based on what needs to be in focus
2. Environment Manipulation
a. https://lyoutu.be/ISNVKketf2-M?t=1426 -Link to gameplay part
b. Wires from an interactable point that lead the player to another interactable point
c. Rotation of objects is possible as the player pushes the object on the crane and it gets stuck between the two pillars framing the crane’
s chain
3. Using Contrasting Boundaries top show, teach then test

a. Inside game walkthrough no commentary | Inside full gameplay pc| How to beat Inside full game
b. 1. An eye that looks for suspicious activity from the humans

i. Communicated through animation as the player avatar enters a new state to resemble the line of other people
c. 2. Ayellow outline that delineates a boundary for a different action. We are shown, and given time, to learn what we need to do
once we get there, which is jumping as seen in 3.
4. Challenge

a. How to control our light when we have one main column? How will puzzle rooms/areas use it as well?
5. Lightning and Sound - Gameplay addition?

a. Inside game walkthrough no commentary | Inside full gameplay pc| How to beat Inside full game
b. Watch video above for a few seconds
c. Light faster than sound so you as a player see the electricity/lightning flash before the sound hits you
d. It also distorts the camera and objects
6. Bodies as conductors

a. In INSIDE, players can control human “drones”
7. Create memorability through subverting expectations:

a. | entered with the impression it was a cute story about escape until the end you become an amalgamation of flesh
b. How will we do that?
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https://youtu.be/I5NVketf2-M








Conclusion Points

Color Is Pivotal To Aesthetics and Feelings

As seen in work by Tham et al. (2020), color has universal associations with concepts (e.g. black = death, white = purity) and must be used
carefully when designing visuals. We can also use green to promote safety and yellow colors to attract the attention of our players as that is seen
as a bright color.

Every Puzzle is a Film Grab

Each moment of the game should be readable, especially puzzles. Use light to express focal points and manipulate the camera using post
processing effects to emphasize the details.

Materials and Texturing:

Depending on how dark we want our game in terms of lighting, we can avoid texturing heavily. But we should still differentiate between materials
but do so carefully to guide the player’s eyes.

Contrast between characters and everything else:

We can enhance readability of characters by creating contrast between them and the surroundings, including intractable objects and enemies.
Contrast through:

Shape language
Color

Animation

VFEX

Size

Materials
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It Takes Two

Overview

It Takes Two on Steam (steampowered.com)

It Takes Two is a genre-bending platform adventure made for a purely co-op experience. To enforce this pure co-op gameplay experience, you
can get your friend to download the free friends pass version of the game to play with you if you've purchased the game. The game's entire
narrative is completely based around the two players and player characters cooperating with each other to overcome outlandish puzzles and
events in a bizarre shrunken world. The game's content is unique and inspiring for what can be done in the modern era of games.

Table of Contents
w Table of Contents

® Overview
® Table of Contents
® The Games Camera and Controls
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® Narrative Analysis
® The Narrative

® Game Design Analysis
® The Mechanics

® The Hammer and Nalil
® The Sap Thrower and the Matchstick Gun
® Cosmic Inflation and Gravity Boots

® Ties Between Narrative and Game Mechanics

The Games Camera and Controls

The game uses the classic split screen co-op view despite both players commonly playing on two different machines. There was always
something about this method of displaying the game to the players that helped the two players bond over the player experience.

The camera is placed in a third-person perspective over the shoulder of player characters. This remains consistent throughout the entire game,
despite the various mechanics that could change this. Other than that, the game uses classic PC and console controls for everything in the

game. WASD to move, click to shoot, E to interact, etc.

Narrative Analysis

The Narrative

In It Takes Two, the players play as a husband and wife duo that start the game off seeking a divorce. Their daughter is torn by this decision, and
wishes with a book on relationship development that she found in the trash at school in hopes that they would get back together again. The
wishful actions pay off, and both parents are transformed into toy doll versions of themselves that their daughter had made.






The book introduces itself by name of its author, Doctor Hakim, and takes the couple on a wonderland-like journey through their property, starting
off in their back shed. The book complicates the couple's progress to force them to collaborate to overcome challenges, giving them a physical
and growing understanding of what they can do together.

After escaping a vengeful vacuum, fighting a wasp legion with a sap thrower and matchstick gun, street fighting squirrels, overthrowing an

innocent elephant princess, and a long list of other things; the couple finds themselves going through old times when they were happy together.
They grow throughout the game, as shown through in-game dialogue, mini games and cutscenes. This really helps the player grow attached to
their story, as they have also likely bonded over the play experience.

»
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With every new mechanic and narrative introduced, the players and player characters explore more about sharing, caring for another’s passions
and quirks. You learn more about what it means to work together with someone in harmony through game mechanics that work hand in hand.

After the couple's long journey to reunite their love for each other, they are returned to their normal bodies by Dr Hakim, and embrace their
daughter together as a family once broken, now mended.

Game Design Analysis
The Mechanics

During the game, the players go through a massive list of mechanics that are only relevant and available in certain sections, or levels.

The Hammer and Nail





In the first section of the game where core mechanics like these are introduced, the wife May is given the head of a hammer, and Cody the
husband is given three nails. May is able to break obstacles, hammer platforms, and swing on nails. Cody is able to throw and retrieve his nails
like Thor's hammer, nailing them to marked surfaces, nailing platforms in place or to hit targets. In this section of the game, both players are
required to keep moving forward. Cody sticks nails into places to allow May to swing and travel further. May hammers down platforms to allow
Cody to catch back up.

The collaborative elements of this level come together in a big boss fight where the players battle against a sentient toolbox corrupted by rust.
The players must work together to expose the bosses weak points and defeat it. For example, when the boss swings his arm to hit the players,
he slams it into a wall where Cody can nail it down. He then throws two more nails along his arm to allow May to reach the toolbox and break one
of two locks keeping this arm in place.

After this section, May must help Cody by using the boss's other arm to launch him high enough to throw nails at an explosive canister that falls
into a compartment on top. Every level has a climactic boss at the end where the mechanics are utilized together to defeat it. This is just the first.

The Sap Thrower and the Matchstick Gun

In the next level, the couple climb into the tree in their backyard and are abducted by squirrels who are fighting against a wasp nest in the same
tree. They are recruited to help the squirrels and given two weapons. Cody is given a sap gun that can weigh down objects, or fill compartments.
May is given a matchstick gun that can be fired into panels to activate mechanisms or detonate Cody’s sap. This combination of mechanics is
used to overcome puzzles, but also defeat swarms of wasps in multiple instances.

In the final climax of this level, the couple faces off against a robotic wasp queen, and must use both of their guns to blow apart the metal body of
the false queen. The fight is intense, and made even more reliant on teamwork in the case that the players don't coordinate their part of the fight
together. Missing a window to hit weak points on the queen’s body means it's more likely you both die and have to start over again.

Wasp Queen





Cosmic Inflation and Gravity Boots

This one was weird with its name, but that's because the mechanics are based on scientific principles. Cody is given a belt that can turn him
super big or super small, which allows him to traverse the level in various different ways. May is given gravity boots that let her walk up marked
walls to access other unique parts of the level.

B) Cancel

The boss fight for this one relies less on the mechanics and more on the players cooperation. The fight has three sections. In the first, one player
is targeted by a laser from a spaceship. The other player must go to a spot in the arena and stand on it to raise a column that can protect the
targeted player. Once the column is struck by the laser three times, the fight moves to the second phase.

In the second phase the players each need to drive rockets fired by the spaceship into it to do damage. This phase is pretty simple and quick.
After this though, the game uses the mechanics as May must dodge the spaceship's full arsenal as Cody shrinks and traverses the inside of the
ship to eject its pilot.

There are many more mechanics and levels in the game that | haven't covered, but that's because | haven't gotten through the rest of the game
yet. It's a little hard to research first hand without a partner readily available at all times.

Ties Between Narrative and Game Mechanics

Every instance of new game mechanics was interesting and well developed, but what | want to focus on with this research is how they meld with
the games narrative and theme.

The entire game is founded on the principle that two characters MUST collaborate to overcome challenges and trials that prevent both of them
from achieving a common goal. In this case, both parents must work together to find a way to overcome challenges along the way to returning to
their real bodies. No one mechanic is able to overcome challenges on its own, just like how the two characters need each other to do the same.





100% of the game is based on this core concept, both the narrative and the game's mechanics. There isn't a single challenge that can be solved
without the help of the other player, thus a single player experience, or single character narrative, is impossible. This challenge cannot be
overcome alone.

A lot of the game's mechanics spawn from creativity surrounding the current events in the narrative. The narrative drives the game's development
forward, as the game changes to match the story. This proves that the same result can be made in any game, including ours. The characters and
the world are the context for the mechanics. In our case, our mechanics involve the material environment and the electrical/magnetic
environment. The correlation comes from the characters' relation to one another, like how both partners in a couple need to love and respect
each other equally to keep their relationship alive. With the current understanding of our game’s narrative, the characters have a symbiotic
relationship that goes further into a sibling relationship. One primary idea is that one character cannot escape without the other, but | think we
could go so far as to state that they cannot live without each other an emotional and physical level. The games mechanics could reflect this. Say:
the HC requires an electric current to stay awake, but the lingering charge from the EC after they leave is enough for them to stay awake to finish
a challenge. There could be a timer of some kind, or maybe the HC just turns off altogether, requiring the EC to return to them at certain points to
complete a puzzle.

Prey

Game Overview

by VG Insights

Developers: Arkane Studios

Publishers: Bethesda Softworks

Release Date: May 4, 2017

Current price: $29.99

Avg price during last 6 months: $26.58 (11% discount)

Genres: Adventure, Action

Languages: Russian, English, French, Italian, German, Spanish, Polish, Brazilian, Traditional Chinese, Japanese, Simplified Chinese

Description: In Prey, you awaken aboard Talos |, a space station orbiting the moon in the year 2032. You are the key subject of an experiment
meant to alter humanity forever — but things have gone terribly wrong. The space station has been overrun by hostile aliens and you are now
being hunted.

Steam link: store.steampowered.com/app/480490

Potentials to be researched

® The game has several abilities and powers that can be used to interact with the environment in diverse ways

® These tools and skills can serve as examples/inspirations for the eventual powers of the electric character
® The way in which the tools and skills can be used to manipulate the scenario can serve as inspiration for the puzzles of our project



https://vginsights.com/game/480490?utm_source=SteamDB

https://vginsights.com/developer/7989/arkane-studios

https://vginsights.com/publisher/14/bethesda-softworks

https://store.steampowered.com/app/480490



®* The game has a multi-choice level design that can be applied to our concept

® Areas have multiple paths that can be used to play the game in multiple ways

®* These multiple paths can serve as an example of how each of the characters should interact with the environment in our project
® The level design features several areas connected to a central hub, like our project
® The system of progression and unlocking of new areas and tools/skills may be relevant to our project
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Analysis
Quantitative Analysis

Concurrent players
by SteamDB

® 458 players right now
® 477 24-hour peak
® 24,594 all-time peak 6 years ago

Store data

by SteamDB

163,041 followers
#1941 in top sellers
36,783 positive reviews
3,875 negative reviews
90.47% positive reviews

YouTube stats

by SteamSpy

® 1,559,016 views
® 6,146 comments

® over 50 new videos uploaded yesterday

Statistics over time

Twitch stats

by SteamDB

® 594 viewers right now
® 594 24-hour peak
® 163,630 all-time peak 3 years ago

Owner estimations

1.22 M .. 3.05 M on reviews (30-75) by SteamDB
~4.02 M by PlayTracker

~1.51 M by VG Insights

~1.96 M by SteamSpy

Playtime
by PlayTracker

® 15.4h average total playtime
® 1.5h average recent playtime

Rating
by Metacritic

® 79/100 Metascore 68 Critic Reviews
® 81/100 User Score 1205 Ratings




https://steamdb.info/app/480490/graphs/#js-embed-code

https://steamdb.info/app/480490/graphs/#js-embed-code

https://steamspy.com/app/480490?utm_source=SteamDB

https://steamdb.info/app/480490/graphs/#js-embed-code

https://steamdb.info/app/480490/graphs/#js-embed-code

https://playtracker.net/insight/game/2884?utm_source=SteamDB

https://vginsights.com/game/480490?utm_source=SteamDB

https://steamspy.com/app/480490?utm_source=SteamDB

https://playtracker.net/insight/game/2884?utm_source=SteamDB

https://www.metacritic.com/game/playstation-4/prey

https://www.metacritic.com/game/playstation-4/prey/critic-reviews

https://www.metacritic.com/game/playstation-4/prey/user-reviews



Players Trend Twitch Viewers Players

Lifetime concurrent players on Steam

Game Design Qualitative Analysis

https://miro.com/app/board/uXjVPTQQXu0=/?share_link_id=992134813724

Game Elements

w Movement

Rules

® The player can walk/run on the horizontal line

® Running consumes the character's stamina

® Stamina gradually recovers when the player character is not running or fighting
® The camera rotates three-dimensionally

® |tis possible to zoom the camera
® The player can make a single jump
® The player can climb reachable platforms




https://miro.com/app/board/uXjVPTQQXu0=/?share_link_id=992134813724



® The player can bend sideways to change the viewing angle

® |t gives a strategic advantage in stealth

® The player can duck

w Interactions

Rules

® The player can interact with interactive elements that result in a reaction
® e.g., switch (turns lights on and off); doors (opens and closes doors); radio (turns the radio on/off)

® The player can collect elements that go into his inventory






® e.g., weapons, ammunition, consumables, crafting resources, etc.
® They have a distinct glow to stand out at the level

® The player can carry some elements by changing their position or throwing them
® e.g., books, bottles, sofas, etc.

® The player can interact with panels (e.g., computers, hubs, etc)

® Get instructions, quests, lore
le/Disable third party elements






® The player can interact with NPCs
® Get instructions, quests, lore

® The player can interact with readable elements (e.g. files, magazines, docs, etc.)
® Get instructions, quests, lore
® They have a distinct glow to stand out at the level.

SR

® The player can interact with stock elements
® e.g. lockers, dead bodies, etc.

® These elements have collectible elements stored inside
® Stored collectible elements are presented in a list

~ Weapons/Tools

GLOO Cannon

® Can be used to trap foes where they stand, cover exposed flaming pipes and surging electrical boxes, or provide an interesting new path
® Does not deal damage and will not kill enemies
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Stun Gun






® Immobilizes small enemies with a short-range electric current.
® Stuns large enemies for a short period of time

Disruptor Stun Gun

Huntress Boltcaster

® Deal no damage to enemies or objects
® Can be used to attract the attention of enemies
® Remotely opening/closing doors or interacting with workstations

Huntress Boltcaster

EMP Charge

® Can be thrown as grenades or positioned as a mine






® Emits an electromagnetic pulse that temporarily disrupts any nearby electronics, including the user's
® Can also be used to disable broken power junctions and other electric-based obstacles

EMP Charge

Typhon Lure

® Can be thrown as grenades
® Emits a signal that draws nearby enemies to it

® Can keep their attention trained on it either for as long as it lasts or until they are attacked
® The device can be used to distract the enemy in order to make a sneak attack or to past it unnoticed

~ Abilities






Bockspoce

Rules

® The player unlocks skills by spending upgrade points on a skill tree
® Upgrade points are acquired by exploring the map or progressing through the game
® The game has two different skill trees

® The amount of upgrades in each of these trees modifies how the environment reacts to the player.

Hacking

® The player can open locked elements without needing to unlock them first (e.g. no need of password or access key)
® To unlock the element, you must win a mini game
® Elements have different levels of blocking that require more or less levels of this ability.
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Leverage

Lift heavy objects with ease

Throw objects further

Thrown objects damage enemies

Dropped explosive crates also detonate on impact
Move large objects to clear a path or create platforms





Repair

® Fixes non-functional elements in the game making them operable again
® Used to break new ground
® Used to create traps for enemies

Focus

® For 10 seconds time slows around you and actions cost 50% stamina
® Can be used to defeat enemies more easily
® Can be used to get through obstacles that require a time delay

L






Lift Field

Creates a column of ascending force for a brief period of time

It can help the player to reach higher places

Can move heavy objects to clear a path

Levitate enemies in the center of the column which keeping them inactive

Mimic Matter

The player can transform himself into any other game element

The player can move even transformed into any element

Can be used to camouflage from enemies

The player can transform into small elements to pass through small opening

I'!-.fn::l:f'n'r_ Pills
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Phantom Shift

® Rapidly change position (as a teleport)
® |Leave behind a double that fools' enemies

Phantom Genesis
® Create a Phantom that will fight for you
Remote Manipulation

® Brings distant elements to the player

® Brought elements can be thrown to deal damage
® Allows the player to interact with out-of-range elements

Machine Mind

® Force robotic enemies to end hostilities and fight for the player

w Progression
Rules

Game progress is based on exploration and quest completion

New lore is presented periodically as quest completion or through exploration
New weapons/tools are unlocked as mission completion or through exploration
Upgrade points are obtained by completing quests or through exploration.

® With upgrade points the player can unlock new abilities
® New areas are unlocked as mission completion or through exploration
® Obtaining keys
® Modifications performed by the player that now allow entry into different areas
® New weapons/tools or new abilities allow access to new areas
® More difficult areas are introduced as you progress
® More challenging enemies are presented as you progress
® When returning to an area already visited, it is possible to observe changes

® Variations of elements

® Returning to an area after eliminating all enemies keeps the status clean

* New weapons/tools or new abilities allow access to points previously not possible in old areas
https://miro.com/app/board/uXjVPTXyp2Q=/?share_link_id=314272085249

Level Design

https://miro.com/app/board/uXjVPTXEIOk=/?share_link_id=516659118978
« Environment

® The spaceship has its Lobby as its central point

®* The Lobby is the first area to be presented to the player
® Through the Lobby, the player can progressively unlock access to all other areas of the spacecraft
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https://miro.com/app/board/uXjVPTXEIOk=/?share_link_id=516659118978
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® The game environment has an aesthetic variety in each new area

® e.g. space gardens, high-tech labs, socialization rooms
® this variation helps to emphasize the sense of progress and the sense of location

® The player can easily spot the location or the path to other areas
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= Affordances

® Important doors always have the same format
® Doors always have signifiers signaling whether they are locked or unlocked
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~ Leading Lines & Spotslights

® The game uses lines to subtly move players in the right direction without the need for additional prompts or breadcrumbing

+~Mapeando seus padrdes neurais aos NOSsos.
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®* The game uses spotslights, such as lights or textures, to draw the player to a point of interest
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~ Dynamic

® Multiple paths

® Variations of elements
® Old areas change according to progression
®* New weapons/tools or new abilities allow access to points previously not possible in old areas

Teach Mechanics

® The scenario has tips on ways the player can apply their tools to get around






Conclusion

Prey features several mechanics for interacting with the environment as well as a dynamic and multi-path level designer.

The game mechanics provide an open experience where the player can use different tools to reach a destination, either opening pre-defined
paths or creating their own path.

The way the game handles the progression experience is quite interesting, either using limiting to certain locations or providing missions that
manipulate the player into going to a specific destination. These applications help keep the player on track with the game experience, preventing
the player from getting lost and not knowing what to do.

Recommendations

Prey's character's powers can be used as a source of inspiration for the Electric character's powers. Been a good example of ways to manipulate
the environment to solve puzzles.

The way the level design provides the feeling of freedom even in restricted environments should serve as an example for the level design
development.

As with Prey, it is important that we always provide more than one choice, even if it is something simple, because even a simple choice can give
a sense of freedom, because it is still a choice.






Likewise, it's essential to present these choices to the player in an understandable way, ensuring they know what they can do, what they can't
and what they will be able to do later.

Prey does that in an inspiring way, introducing new tools in environments that inherently teach their usability (without tutorials) and presenting all
the problems from the beginning, encouraging the player to look for a solution and return when they find one.

Static Cling

Abbreviations used in this document:

Not to be confused with “Electric spark”, which refers to the character inside the Static Cling game

® EC: The electrical character in our game
L]
HC: The human character

Static Cling

A jam game created for the GMTK Game Jam 2021. The player plays as an electric spark that traverses through wires, powers up machines, and
possesses moveable robots in order to escape into an outlet.

Itch.io: https://team-bugulon.itch.io/static-cling
Gameplay video: https://www.youtube.com/watch?v=XwzbF3wG0-w

Applications to our game:

® Electric character movement

® Power Grid escape puzzle design
® Puzzle mechanic inspirations

® Camera setup

Electric Character Movement




http://Itch.io

https://team-bugulon.itch.io/static-cling

https://www.youtube.com/watch?v=XwzbF3wG0-w



® (left) Electric spark is plugged into a nearby power reception by dragging

® In our game, we could simply dedicate a key for transferring EC into / out of his battery
® Akey input icon could show up above the target power outlet when HC stands near one
® (right) Electric spark rapidly moves across an entire wire segment once given a single directional input

® Electric spark’s shape narrows to emphasize fast motion accompanied by a continuous sound effect, leaving behind a glowing trail
® No additional inputs are required to traverse through twists & turns within the same wire segment

® Gives a good sense of speed & diversity in motion
® Allows for condensing the size of level without complicating controls
® Simplistic navigation
® Camera lags slightly behind electric spark while moving, then smooth damps to electric spark’s position

® Stop nodes
exist
between
wire
segments,
creating bran
ching paths

® Thisis
where directi
onal inputs
come in:
When
stopped at a
node, the
player
decides
which way to
zip through
next






Puzzle Mechanics

Broken Outlet

® One-way exit
® Allows the player to exit out of wire,
® Disallows the player from entering back in

Possessable Robot

® A physical entity that allows the player to move outside of
power grids

® Electric spark enters a robot by navigating to an exit outlet near
the bot

® Robot could also hold down buttons

® Unlike the electric spark, robot is vulnerable to laser fire - Spark
dies out if the bot it's possessing is killed

® In our game:

® HC basically takes the role of the robot

® HC stays near outlets to receive EC & carries EC through
physical spaces

Perpetual Generator

® Once touched by the electric spark, this generator activ
ates & stays on, continuously powering parts of the
power grid

® In this case, the generator keeps a door open without
electric spark needing to stay in the wire segment

® Generators are activated when spark bounces off of its i
nput

® Generators send electric surges into the output wire -
same effect as if spark travelled through that wire

® In our game:

® Narratively fits the facility being gradually lightened
up as EC travels through more parts
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Temporary Generator

® Activates when spark bounces off of input
® Has a bar metre indicating how long this generator will stay on for
® Temporarily powers up output wires

® time based puzzles
® Faster-pace action segments

Button Switch

® Held down by weighted objects / physical robots

® While pushed down, provides power through
output wires

® Powered equipments do not immediately turn off
when button is lifted - Depends on output wire
length

® In our game:

® Could have HC hold down a button to bridge
wires, while EC travels across

* Different from hand-held switches that cannot
be held down by objects, and do not switch
back when HC leaves - effectively a
permanent toggle
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“Both And” Gate

® Requires multiple input surges in order to output power

Split Wire

* Differentiated
from normal
wires via gra
y color
When player
passes
through a
normal wire
it's
connected
to, some
energy split
off into the
gray wire
Allows
player to
power
multiple
appliances
at the same
time
Good for ten
se, time-
based
segments

Wall Platforms

® Only exist when powered






® Good for platforming segm
ents

Electric Magnet

® When powered, lets player transport unreachable objects
® In our game:

® A way to let EC influence the physical world
® Could be a way of combat (HC tricks robot guards to a magnet's range, while EC activates magnet to trap the guards)

Water

® A conductor
® Powers
wires dipped
in water & all
appliances
in water
while spark
is inside
® In our game:
® Fluid &
portable






- A way
for HC
to plan
out EC’
s travel
paths

® Combat
implicati
ons

[ p— e

Sentry Turret

®* When powered, becomes a threat to physical entities
® In our game:

® Could be blocked with large blocks
® Could be an obstacle EC must deactivates
® Could also be used to kill robot guards

Action Segments
inside Power

Grid

® Zipzagto
avoid purple
stuffs

® Very fast-
paced

® We could
have things
that drain
electricity
(maybe
some in-
universe
creatures)
which EC
must avoid






Reception
Jam Statistics: https://itch.io/jam/gmtk-2021/rate/1083948

GMTK review: https://youtu.be/9U4Zoagd_407t=583

® OQverall second place in Game Jam
® 96 ratings

The Lost Vikings

The Lost Vikings | Play game online! (playclassic.games)

Link to research (recommended to view through this link since it maintains the formatting)

Research - The Lost Vikings

Introduction

The Lost Vikings is a 2D platforming puzzle game released for the SNES in 1993. In this game, the player controls three separate characters with
different abilities. This game is a good reference to research because our team also intends to create a puzzle game where the player can control

separate characters with different abilities. Thus, we are studying this game in hopes of better understanding the design of the puzzles in The
Lost Vikings and analyzing how the developers made use to different character abilities to construct puzzles.

Demographic
Source: https://en.wikipedia.org/wiki/The_Lost_Vikings

The Lost Vikings is targeted towards children who enjoy action
platforming games. Every aspect of the game, from the colourful
characters to the silly dialgoue, supports this demographic.

Sales

Source: http://www.fact-index.com/i/in/interplay_entertainment.html
The Lost Vikings is estimated to have sold around

250,000 copies.

Reviews

Source: https://en.wikipedia.org/wiki/The_Lost_Vikings

The game received positive reviews for its unique puzzles and well-

designed pacing. It received a score of 92% from Super Gamer maga

zine and made the rankings of many “best SNES games” lists
including that of Nintendo Power in 1993 and Total! In 1995.

Reception

Review scores

Publication

AllGame
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Amiga Power
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Gamefone
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https://itch.io/jam/gmtk-2021/rate/1083948

https://youtu.be/9U4Zoagd_40?t=583

https://playclassic.games/games/puzzle-solving-dos-games-online/play-the-lost-vikings-online/

https://docs.google.com/document/d/1SZ5D5GEB0QnhbTAw9Cv-fH0AEvuqtMH5hNMfcuOu3Wg/edit?usp=sharing

https://en.wikipedia.org/wiki/The_Lost_Vikings

http://www.fact-index.com/i/in/interplay_entertainment.html

https://en.wikipedia.org/wiki/The_Lost_Vikings



Mechanics

The player can switch between three characters that each have different abilities.

Erik can run quickly, jump, and bash through some walls.
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Baleog can attack enemies with his sword and his bow.






Puzzles

One of the
earliest puzzles
involves using
Olaf’s shield to
block turrets at
the top and
bottom of a
ladder while the
other two climb
down.

This introduces
the player to the
idea of an order
of operations in
solving the
puzzles (move
Olaf first, then
move the other
two onto the
ladder, then

move Olaf again).
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Another puzzle
involves placing
Olaf in front of a
wall before Erik
bashes it down.
Because there is
an enemy on the
other side,
bashing it down
without Olaf in
front will cause
Erik to take
damage.

This tests the
player’'s
knowledge of the
core mechanics
and forces the
player to plan
ahead.

In another
puzzle, the player
must use Erik’'s
jump to obtain a
key in the air
then combine
Erik’s jump with
Olaf’s shield
platform to
unlock a door
from the other
side.

This tests the
player’'s
knowledge and
ability to combine
mechanics.






Another puzzle
involves using
Baleog’s bow to
shoot down
coconuts from a
tree in the
distance to
create a bridge.

This tests the
player’'s
knowledge and
encourages the
player to explore
new ways to use
Baleog’s bow.

Another puzzles
involves using
Olaf’s shield to
block a turret's
bullets while
enemies attack
from the other
side.

This challenges
the player’s skill
at using the
mechanics since
most other
puzzles prior to
this point
involved using
Olaf to defend
against enemies
while Baleog
attacks. This
time, Olaf is
occupied with the
turret and the
player must use
Baleog to defeat
the incoming






enemies before
they reach Olaf.

In another
puzzle, the player
must hit a distant
button with
Baleog's bow
then quickly
switch to Erik
who jumps
across and pulls
a lever that
creates a path for
the other two.

This is a modified
version of the key
and door puzzle
from earlier, with
greater emphasis
on testing the
player’s reaction
and control.

Another puzzle
involves using
Erik’s jump to
access a location
with switches that
the other two
cannot get to.
The switches
provide pathways
for the other two
to cross over a
bed of spikes.

This is a good
reference for our
game’s puzzles,
as we could also
have a puzzle
where one
character uses a
switch
inaccessible to
the other to
create a new
path for the other
character.
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In another
puzzle, the player
uses a jumpad to
put Baleog, who
can't jump
otherwise, on top
of Olaf's shield.
Then, the player
must inch
forward with the
two characters by
switching back
and forth, moving
Olaf forward and
having Baleog
follow without
falling off. This
allows the player
to get Baleog
onto a tall ledge
while Erik is
occupied
elsewhere.

This is an
interesting puzzle
that challenges
the player to
think outside the
box, as Erik is
normally the one
jumping on Olaf’'s
shield.

Level Breakdown

Level 4-1 (Source: http://www.videogamemaps.net/?maps/snes/lostvikings )

D Use Olaf




http://www.videogamemaps.net/?maps/snes/lostvikings



Use Erik

D Use Baleog

The image above shows a breakdown of level 4-1 in The Lost Vikings. The different colours show the areas where each character should be
used (yellow for Olaf, red for Erik, and blue for Baleog). Each character has 3-4 opportunities to be used, and they are positioned one after the
other (Olaf, then Erik, then Baleog, then back to Olaf, etc.). This maximizes the number of opportunities for the player to switch characters, which
is the game’s main mechanic. When designing levels for our game, we should keep this structure in consideration and aim to maximize
opportunities for the player to switch characters. Link to original image here.

Interesting Ways the Mechanics Are Used

Later in the game, the player is able to use a
magnet to lift up Olad and his shield. This allows
the player to get over top of obstacles and avoid
obstacles on the ground.

This is an interesting way to use Olaf's shield that
keeps the gameplay interesting.

Later in the game, the player is able to use a see-
saw machine with Erik’s jump. This allows the
player to bounce Olaf and Baleog into the air.




http://www.videogamemaps.net/maps/snes/lostvikings/World%204,%20Level%201%20-%20Mephea.png



This is an interesting way to allow Olaf and
Baleog to “jump” and highly supports the game’s
theme of teamwork.

Points to Note

The game’s level design seems to focus more on platforming and reflex challenges rather than on puzzles, especially in the later half of the game
when additional mechanics (such as the magnet or see-saw discussed previously) are introduce to support the platforming element rather than
the puzzle element. Most of the puzzles are some variation of the puzzles mentioned above and the game’s difficulty builds up by putting these
puzzles in situations that require faster reflexes or higher skill in platforming (for example, requiring Baleog to shoot through a hole while moving
up and down or requiring Olaf to glide through tight turns of electric circuits).

One of the game’s strong points is that it is very good at making the player switch characters, making the core mechanic a highly integral part of
the platforming experience. Most of the time, this is done by occupying one character with a specific action (e.g. using Olaf to shield) or specific
location (e.g. using Erik’s jump to access particular areas) so that follow-up actions must be done by one of the other two. Although The Lost
Vikings uses this effect primarily to the benefit of the game’s platforming aspect, we can apply the same principles to a puzzle context by
occupying one character with a specific action/location while another character does something else.

Regarding pacing, the challenges are quite well-paced in terms of difficulty. The game does a good job of teaching, testing, and challenging the
player’s knowledge of the mechanics in each themed stage. As a result, although the challenges become more difficult later in the game, there
aren’t any moments where the challenges feel outright frustrating. Part of the reason for the game’s effective pacing lies in how the challenges
are structured such that the player is constantly switching between characters and using each character’'s mechanics (see the Level Design
Breakdown section for an example). Because of this structure, the player is guided into constantly thinking about how to use and combine each
character’s abilities, minimizing chances for the player to forget about underused mechanics.

Regarding weaknesses in the level design, | think that a portion of the game’s difficulty comes from not knowing the layout of the level, not
knowing what challenges are coming up next (i.e. off-screen hazards), and not knowing the location of the exit. This is largely due to the
limitations of the technology when the game was made, but | think a modern remake of the game would likely require reworking the level design
to allow the player to better observe the challenges they are facing (either through camera controls, better guiding paths, and/or more clear
indicators/symbols) and/or the inclusion of a mini-map. As an example, there are a lot of hidden paths in the game, as well as paths that are not
clearly distinguishable as paths. The hidden paths that are not required for completing a level could be argued as a feature for promoting
exploration or replaying the level, but the golden paths that are hard to see can cause frustration for players who aren't able to find them.

Recommendations for Our Game

We can encourage and optimize opportunities for the player to switch between characters by using a similar level structure as The Lost Vikings
(see the Level Breakdown section for an example). This can be done by having one character be occupied with an action or location and then
requiring the other character to perform an action that opens up new options for the first character (then repeat this cycle). For example, the
human character, HC, must connect two wires for the electric character, EC, to pass through and access a generator. Then, EC must provide
energy to the generator to power an elevator for the HC to ride upward. After riding the elevator, HC must repair a circuit that allows EC to travel
upward as well. Once EC is able to get to the same spot as HC, they can activate a switch inaccessible to HC and open a door for both HC and
EC to proceed. The diagram below depicts a storyboard of how this puzzle could work.
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Something we can learn from The Lost Vikings is puzzle clarity. As mentioned previously, an issue with the level design in The Lost Vikings is
that there are no opportunities for the player to view the level layout and observe how they can approach puzzles beforehand. This can lead to
moments where the player takes damage due to an offscreen hazard, or miss a button that’s far offscreen (there are quite a few instances of this
in the game). As a result, we should provide many opportunities for the player to view a puzzle or level in full when playing our game. For
example, have the camera zoom out and capture the whole puzzle when the player steps in a spot at the start of the puzzle.

The Talos Principle
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Game Overview

by VG Insights

Developers: Croteam

Publishers: Devolver Digital, Croteam
Release Date: Dec 10, 2014

Current price:$29.99

Avg price during last 6 months:$31.43
Genres: Action, Adventure, Indie

Languages: English, Traditional Chinese, Simplified Chinese, Brazilian, Korean, Polish, Czech, Japanese, Russian, Spanish, German, Italian,
French

Description: The Talos Principle is a first-person puzzle game in the tradition of philosophical science fiction. Made by Croteam and written by
Tom Jubert (FTL, The Swapper) and Jonas Kyratzes (The Sea Will Claim Everything).

Steam link: store.steampowered.com/app/257510

Potentials to be researched

® The game has several tools and interactions that can be used to solve puzzles

® These tools and interactions can serve as examples/inspirations for the interactions we want in our project's puzzles
® The game uses simple tools and environment elements that can be combined to create complex puzzles.

® The puzzle system and flow can serve as examples/inspirations for the puzzles we want in our project

®* The game has a multiple choice puzzle/level design that can be applied to our concept

® Areas have various puzzles that can be chosen by the player
® Players are free to choose each puzzle they want to do and, in each order

® This freedom can serve as an example of how the puzzles will be distributed in our project
® The level design features several areas connected to a central hub, like our project
® The progression system and unlocking of new areas and tools/skills may be relevant to our project
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Analysis
Quantitative Analysis

Concurrent players

by SteamDB

® 144 players right now
® 164 24-hour peak
® 4,007 all-time peak 7 years ago

Store data

by SteamDB

178,798 followers
#3452 in top sellers
24,689 positive reviews
1,127 negative reviews
95.63% positive reviews

YouTube stats
by SteamSpy

® 1,914 views
® 64 comments

® 11 new videos uploaded yesterday

Statistics over time

Twitch stats

by SteamDB

® 0 viewers right now
® 6 24-hour peak
® 139,966 all-time peak 5 years ago

Owner estimations

903.6 k .. 2.32 M on reviews (35-90) by SteamDB
~3.44 M by PlayTracker

~1.26 M by VG Insights

~1.29 M by SteamSpy

Playtime
by PlayTracker

® 10.8h average total playtime
® 0.5h average recent playtime

Rating

by Metacritic

® 85/100 Metascore based on 57 Critic Reviews
® 86/700 User Score based on 702 Ratings




https://steamdb.info/app/257510/graphs/

https://steamdb.info/app/257510/graphs/

https://steamspy.com/app/257510?utm_source=SteamDB

https://steamdb.info/app/257510/graphs/

https://steamdb.info/app/257510/graphs/

https://playtracker.net/insight/game/1358?utm_source=SteamDB

https://vginsights.com/game/257510?utm_source=SteamDB

https://steamspy.com/app/257510?utm_source=SteamDB

https://playtracker.net/insight/game/1358?utm_source=SteamDB

https://www.metacritic.com/game/pc/the-talos-principle

https://www.metacritic.com/game/pc/the-talos-principle/critic-reviews

https://www.metacritic.com/game/pc/the-talos-principle/user-reviews
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Lifetime concurrent players on Steam

Qualitative Game Design Analysis

https://miro.com/app/board/uXjVPTXBtqM=/?share_link_id=451504343740

Mechanics

= Interaction
Rules

® The player can walk/run on the horizontal line
® The camera rotates three-dimensionally

® |tis possible to change the TPS to three different positions
® |tis possible to use the camera in the first person
® The player can make a single jump

~ Key pieces
Rules

® |f the player manages to complete a puzzle, he is rewarded with a key piece.
® Key pieces are divided into two categories, Sigils and Star
® Sigils can be used on Sigil locks to unlock new tools or new areas to explore

Sigils

® Sigils are rewards for completing a puzzle
® Sigils can be green, yellow, red, or gray

® Green sigils allow you to progress to new lands and areas
® Yellow sigils unlock tools
® Red Sigils are used to unlock new floors at the Tower



https://miro.com/app/board/uXjVPTXBtqM=/?share_link_id=451504343740



® Gray sigils are optional and only needed to unlock a different ending

-

Stars

® Stars are an optional reward that the player can find in some areas
® When they are inside an area, the players can tell how many stars are present by the signal at the beginning of the area or before they
teleporter
® Stars can be found in a test or outside of them

® They require extra effort compared to Sigils, a challenge offered to players who are willing and interested in solving more complicated
puzzles

Elements





= Tools

Rules

® These are the main elements that players must use/manipulate to solve puzzles
® Only the humble jammer may be used at the start

® The other tools need to be unlocked using yellow sigils
Jammers

® Can be used to prevent the operation of another element

® Deactivate energy wall, turret, fan base, bomb, or buzzer
® They can operate from any distance
® Need line of sight to the target object or will stop operating

* However if they regain line of sight and the object remains in the same position, they will operate again
® More than one Jammer can be pointed to the same object creating redundancy

® e.g. Two Jammers can be used to break through any wall of energy. Aim one at the gate on one side, move the other one into the
gate and block the open energy gate from the inside, then take the outer blocker and move forward.
® Can operate through Exclusion fields
® Can be used to maintain Pressure plates pressured

Connectors

® Used to solve puzzles that require a beam of light from coloured light generators to reach coloured light receivers

® Generators are sources of red or blue light that you can connect to a connector and connect that to a receiver to manipulate the puzzle
® Receivers take light from a generator that has been bounced off a connector

® When they have power, they perform different actions

® e.g. turn off energy walls, activate fan bases
® They need to be matched to the correct colour to operate
® Connectors can be attached to any number of other connectors, coloured light generators, and coloured light receivers
® When you then place them on the ground or on a hexahedron, the connector will send beams towards all these objects (and generators
send beams of light towards the connector) until it's picked up again
® |f the beam of a connector strikes another connector's beam, the two will cancel out

® This can be used to create a cycle of connectors causing walls to open and close in sequence
® |f any object passes in front of the light beam, it will be interrupted.

® Except for the player character
® Can operate through Exclusion fields
Can be used to maintain Pressure plates pressured
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Hexahedrons

® Hexahedrons may be jumped upon and stacked
® Players can jump onto one hexahedron

® jumping onto a stack of two requires more elevation
® e.g. a third hexahedron to get a step up first

® Can be used to maintain Pressure plates
pressed

Ndo & uma maneira condortivel de se pensar sobre o mundo,

Fans

® Fans will propel the player in the direction of the air stream

® Fans do not work without their bases
® Their bases must be powered

® e.g. by areceiver or wall switch
® Some fans cannot be removed from their bases
® The amount that fans push depends upon their base; some will push just a bit, some will push far
® |f a fan pushes upwards, the player can ride on top of it
® Hexahedrons may also ride a fan, and multiple hexahedrons may be stacked
® Other tools will fall off the air stream
® To mount a connector or jammer on a fan, the player needs to place them on a hexahedron first
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Playback

® The playback tool allows the players to record up to five minutes of movement (but not through an exclusion field) when used
® When they use it again, a simulation of them will do what they did while recording

® The simulation ends when the recording ends

® The simulation ends when players die

® The simulation ends when the simulation dies

® The simulation ends when the players walk through an Exclusion field
® During playback, all tools have doubles

® This allows the players to double the number of tools they have available
- Players cannot ride a playback hexahedron
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Platforms

® Platforms are used with the playback tool during recording to provide for the player's future self a place to stand on
® During playback players need to be high enough to be able to jump on the platform or put tools on top of it






Keys

® Keys can be found in some tests
®* They may be able to open one or more than one locked gate

* They will be dropped if the player passes through an Exclusion field,
returning to where they picked them up

= Environment Tools

Rules
® Elements in the environment that the player needs to interact with to solve the puzzles
Pressure plates

® Pressure plates that can be activated to cause something to change state in the environment

® e.g. hold down to turn off a power wall
® They need to be pressed constantly. Otherwise, they - and the third element - revert to their previous state.

® The player can use the character to press them
® Connectors, hexahedrons, jammers, fans or platforms can also be used to press it

Wall switches

® Wall switches are used to change the state of an element for an indefinite period (until the switch is used again)

® e.g. turn on/off power walls, disable/on turrets
b " .






= Enemies

Bombs

® Move around in a set pattern
® Have a detection circle around

® |f they get close enough to the players, they will suddenly fly towards them and explode, killing them
® Upon being killed, players return to the last Exclusion field
® All changes made to the puzzle are undone

® Bombs will target active turrets if they get too close
® Kill both of them in the explosion
® Bombs can be temporarily disabled with a jammer

® Players can put hexahedrons on top of bombs and then jump on them for a ride or use the surface in other ways
® Bombs will bounce off almo

st any object, including connectors, jammers, and of course h
- e

exahedrons
o






Buzzers

® Do not attack the player
® Maintain a Patrol Pattern
® Interrupt beams of light

Turrets

® Turrets are weapons that, if active, will scan a conic region in front of them
® |f they spot the players, they will start beeping
® |f the players are close enough, they will fire to kill them
® When Turrets start firing, players have a small window of time to retreat before being killed.

® There is a blind area beneath them, and the angle for the cone of their view is not very wide, meaning they can only see mostly what's in
front of them

® Turrets can be temporarily disabled with a jammer
* They may be connected to a wall switch

=






= Obstructions

Energy walls

® Blue barriers that block all movement and connector beams.

® Block the player's passage
® Block the passage of Bombs
®* They may be disabled with a jamm
FRR = B

Exclusion fields

® Purple walls that works as a limiter to the players
® When crossed, tools that were in hand are released
They are the boundary into all puzzle

® Sometimes used within puzzles as well

They work as a checkpoint at the beginning of the puzzle
When crossed, stops recording or playback

Colored light beams can pass through them

Jammers can affect elements through them





Locked gates

® Barriers that impede the passage of the player or any element
® Are opened when using keys

Sigil locks

® Sigil locks are obstructions that require the correct number of sigils of the correct colour to be unlock
® To unlock, the players need to solve a mini puzzle

® They must be organized on the grid so that none overlap and all spaces are filled
® Most of the puzzles have multiple solutions beyond simple symmetry and rotation






Puzzle Design

=~ Progression
Rules

® Puzzles designed for players to learn from mistakes
® No errors are penalized

® The players are quickly respawned if they die

® The game has no game over state
® About players correcting mistakes

® Players can easily see the result of their actions
® Completed puzzles provide pieces that give access to more difficult puzzles
https://miro.com/app/board/uXjVPTXBtz8=/?share_link_id=34077315730

w Logic Gates
Rules

® The puzzle system works with the logic of Logic Gates system
® The player needs to use tools or elements in the scenario to change the state of the puzzle elements.

® |tis necessary to make a combination of Logic Gates that unlock the path to the end of the puzzle as the player moves
® Puzzle actions can be redone, there is no no-return state

https://miro.com/app/board/uXjVPTXJ55E=/?share_link_id=926489115227

w rewards
Rules

® Players receive pieces that can be used to unlock new tools or new puzzles at the end of each puzzle
® Puzzles give pieces according to their difficulty

® e.g. pieces to unlock advanced areas are obtained in more difficult puzzles
® Puzzles have optional pieces (Stars), which serve as a secondary challenge for players looking for something more difficult
® Collecting all the stars unlocks a unique ending

Level Design
https://miro.com/app/board/uXjVPTXJ5G0=/?share_link_id=413856749983
~ Enverinment

® The game has several environments and worlds to be unlocked

® Each world has an aesthetic variation

® e.g. Greek, Egyptian, Gothic, decay, etc.

The game has the Nexus as a central lobby from where the player can access other worlds
® Each world is made up of different levels

3 et
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® Each level consists of several puzzles

® The game has signs indicating the content and the path of each puzzle

o,

~ Multiple choices

® The game's map allows for a non-linear progression, where the player can do the unlocked puzzles in the order they prefer.
® The sense of progression comes with increasing the difficulty of the puzzles, unlocking new tools and unexplored areas

® As the puzzles are completed, they are scratched from tl
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= Affordance

® All puzzles have the same entry portals, facilitating recognition
® The interaction elements have a futuristic aesthetic, contrasting with the environment and facilitating recognition

~ Leading Lines & Spotlights
® The game uses sp_otlights to give a sense of direction and show the player the pa;h to unlock

1)

Y

Conclusions

The Talos Principle features a very refined non-linear puzzle system. Where the game gives the player freedom, but not enough to make the
player go off the rails. Making the player advance to progressively more difficult levels without losing the feeling of freedom.

https://miro.com/app/board/uXjVPTXJ5G0=/?share_link_id=413856749983
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The player has the freedom to select some puzzles to solve, but to unlock more advanced puzzles, he needs to solve other puzzles first,
ensuring that the player only advances to more advanced sessions when he is ready.

The way the puzzles are put together is also quite interesting. Although the game has simple elements, each of them has a very different
function. By mixing them, it is possible to create very complex and interesting puzzles.

The game's enemies have simple but clear functionality. Serving more as an extra piece in the puzzle than as enemies per se.

Recommendations

The freedom of choice of puzzles as presented in The Talos Principle can be a splendid example for our project.

Although the game gives a sense of freedom of choice, the player is limited to how far he can advance without having completed certain levels
beforehand.

This can be applied in the same way in our project, where the player is presented with multiple puzzles, which perform different functions, but the
player will only be able to progress to the next area when he has completed certain puzzles in the current area.

Our project can also use the gameplay mechanics and puzzle construction in The Talos Principle as an example/inspiration. The puzzles have
simple elements that can be added and mixed to create more complex puzzles. This can be applied to our project in order to facilitate
development due to the short production time.

The game's enemies serving more as an extra piece in the puzzle than as enemies is also something that we can apply to the mechanics of our
puzzles

Gameplay Record

Talos - 64bit 2022-09-25 17-21-42.mp4

Watch Dogs Legion

Watch Dogs: Legion on PS4, Xbox One, PC, Stadia | Ubisoft (CA)
Research Report — Watch Dog’s Legion and Discussion Section

® Kevin Jacob Stanly

Watch Dog’s Legion Research

Watch Dogs: Legion is an action-adventure game developed and published by Ubisoft. The core gameplay in this sequel includes shooting,
driving, hacking systems and stealth. The new gameplay added is the recruitment system where players can recruit any virtual NPC to their crew.
Additionally, there are multiple ways to complete a mission (non-linear puzzle) and is dependent on what player character is currently selected.
The game follows the classic 3C approach to the game design just like other open-world games (Camera, Character and Control).

3D Camera
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Figure 1 Free Move Camera

Watch Dogs Legion uses a traditional character controller that can be seen in most open-world games.

This type of camera is used so the player can catch and spot important signifiers in the environment easily. It makes the puzzle/level design more
visible to the player. The game uses a free-move camera. The camera is behind and above the main character, centred for the most part. It

tracks, follows and recenters the camera according to the player's movement and mouse look.

The Face of the Enemy

O HACK the Screens to Input the Code

Stockwall War Bunker

Toggling Characters and Spider Bot

Changing Operatives/Characters

Players need to access the main menu and select the team’s tab to switch operatives. The player can then choose from the list of playable
characters in the current team. Once a character is selected, the other character has a small interaction with the first character indicating to the

player that the switch was successful.
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Spider Bot

A spider bot is a gadget that the player unlocks in the early game to hack facilities, and distract guards and can be combined with stealth for
various approaches. There are two ways of calling these spider bots. One of the ways is by using the spider bot stations (refer to the

screenshot below) in each facility the player is in. The second way is to throw the spider bot from the inventory to the ground. The player
must then hijack the bot (E on keyboard) to switch to the spider bot.

.l!él,tall Spiderbot
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The spider bot has its own uses in the game. It can be used to finish missions faster and easier by hacking systems without the main character
present in the mission building. The player can get out of the drone by recalling it. If the drone is left at a specific place, the player must be in the
drone’s radius to control it again.

Non-Linear Puzzle Design

The Face of the Enemy
© HACK the Screens to Input the Code

Stockwell War Bunker






Most of the game’s puzzle is non-linear for the initial first bit of getting into the building and such. There are some scenarios where players are
required to follow an order of hacking sequence to get a certain code. In the example above, from the level design aspect, the designers have
used Form, Space and Order to teach the player the correct sequence of hacking execution. The lighting and contrast of the materials help
with the visual aspect of conveying this to the player.

Watch Logs: Legion follows a sandbox style to each level/puzzle. There is not only one way to solve puzzles. Given the various characters and
gadgets, it is possible to finish high combat missions with stealth or spider bots and vice versa. This is one of the biggest pillar of this game.

Player Experience
Exploration

0 The player gets to explore the open world setting by driving, walking and sprinting around the environment
Non-Linear Puzzle

o0 There are numerous ways to solve the level/puzzle

o By making use of the environment, character abilities and gadgets, there are many solutions to each mission
Non-Linear Mission Structure

o The player can complete the missions in any order to reach the endgame

o The missions are branched and met at one point. It does not matter what order the player completes them.
Possible Applications to our Game

® Sandbox Style Level Design — Multiple paths and solutions for every level
® Activation of Second Player (Battery)

® Inventory Activation:
® The player opens an inventory wheel to select the battery and switches to the battery character

® The player opens an inventory wheel, selects the battery, throws the battery to the world to switch characters
® Placing the second character in the world and moving them according to the missions (No recallability)





® The second character must walk to the first character to get on his back (to get to idle state). The second character must always be in the
world to interact/switch.
® Recallability of second character
® Ability to recall the second character after deployed in the world anytime. The second character runs to the first character's back or
backpack once recalled by just one input key.

References

1. Schell, J. (2020).
The Art of Game Design: A book of lenses. CRC Press, Taylor & Francis Group.

Quantitative Analysis

Excel - Quantitative Analysis Data
User Documentation

How to Play

Players need to solve puzzles to unlock new abilities and new and harder puzzles
~ Keyboard/Mouse Guide

Keyboard/Mouse Guide

Comum Actions

Move Characters W-A-S-D
Switch Characters SHIFT
Pause Menu ESC

Data’'s Actions

Launch Left Arm Q
Launch Right Arm

Interact Left Arm CTRL



https://sheridanc.sharepoint.com/:x:/s/GAME49333StudioPractice1-Team10/EfGx-SIg1dNCi3loShoDiGwB9_3RTnzC4srYFrLVmHUf4A?e=3Ss7fD



Interact Right Arm SPACE BAR

SPACE BAR

Surge’s Actions

Magnetic Field Mouse Left Button

Electric Arc Mouse Right Button

= Controller Guide

Controller Guide

Comum Actions





Move Characters LEFT STICK

Move Camera RIGHT STICK
Switch Characters A-B
Pause Menu MENU BUTTON

Data’s Actions

Launch Left Arm PRESS LEFT STICK
Launch Right Arm PRESS RIGHT STICK
Interact Left Arm LB (LEFT BUMPER)

Interact Right Arm RB (RIGHT BUMPER)






Surge’s Actions

Magnetic Field LT (LEFT TRIGGER)

Electric Arc RT (RIGHT TRIGGER)
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Gameplay

Gameplay System

Core Game Loop

Data
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Gameplay Mechanics & Rules

Mechanics

® Mechanics
® Puzzles

® Verbs:
® Signifiers:
® Rules:

® Characters

® Surge



https://miro.com/app/board/uXjVPXPzpyc=/?share_link_id=953364141264



Verbs:
Signifiers:
Rules:
Electric Slide

® Verbs:
® Signifiers:
® Rules:

® Electric Arc

® Verbs:
® Signifiers:
® Rules:

® Magnetic Field

® Verbs:
® Signifiers:
® Rules:

® Energy Beam

® Verbs:

® Signifiers:

® Rules:

Quantum Entanglement

® Verbs:
® Signifiers:
® Rules:

® Data

® Verbs:
® Signifiers:
® Rules:
® Carry and place Surge

® Verbs:
® Signifiers:
® Rules:
® Interacting With Mechanisms
® Verbs:
® Signifiers:
® Rules:
® Machine Possession
® Verbs:

® Rules:
® Game Core loop

Puzzles

Solving puzzles is the main mechanic of the game. Players must use the abilities of the two characters together to reach the end of each puzzle.

Verbs:

® Connect
® Turnon
® Scape

Signifiers:

® Endpoint
® Available Elements
® |nput Feedback

Rules:

® Solving all puzzles unlocks the exit door and ends the game.

® Players can change between both characters all the time if they are separated.

® Each character's abilities have different button keys that can be activated regardless of the character the players are controlling.
® Players have more than one puzzle to choose from.

® Players can explore the environment.

Solving puzzles unlock new puzzles or a new ability.

® New abilities can be used to unlock puzzles.
® Players can only access puzzles if they have the necessary abilities.





® Puzzles have their areas separated by Charging/Discharging Fields.
® Puzzles are completed after both characters interact with the key element at the end of the puzzle.
® Doesn't fall off the level.

Characters

CHARACTERS
SURGE

ky - El L] - Electronic : ng - Remokte - Maching

RAgile — Mechanical

MeTRIc
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Electricity—— * Strong

Eleckronic Real world

Surge is an electrical character that can move across electrified surfaces and interact with electrical objects to turn them on or off.

Verbs

* Agility
® Electricity
® Electronic

Signifiers:

® Small Character

Lives on Electronic World
Non-biologic being/Made of Energy
Abilities available

Abilities equipped

Rules:

® Can use 2 powers at the same time
Has two key buttons to activate the powers at all times
Can only move at electrified components

® Grids need to be electrified to be able to walk

® |f a grid is de-electrified with him on top, he dies

® Wires need to be electrified to be able to move throw
When spotted by a sentinel, he dies

When he gets close to an electric spider, he dies
Cannot move out of electrified grid panels or wires
When he dies, he returns to the last used Electric Pole





Electric Slide

Surge can utilize the Electric Rails to move around the level.
Verbs:

® Movement
® Fast

Signifiers:

Available Paths

Direction of Movement

Waiting for input

Unavailable input

Movement Direction Available
Movement Direction Made/Making

Rules:

When Surge is inside a Power Rail, he can move along it.

Surge moves automatically, following the flow of the Electric Rail until it reaches its end or a fork.

® When arriving at a fork, Surge stops moving and waits for the player to define which direction to continue.
® |f Surge reaches an energized Rail Inductor, he is moved off the Electric Rail automatically.

® |f Surge reaches an unpowered Rail Inductor or an Electric Pole, his movement stops until the player commands him to return or catches

him with Data.

® When Surge is placed on an Electric Rail by the Electric Pole, his movement does not start automatically.

® Surge can use the Electric Slide only on the Electric Rails.

Players should easily
identify the points where
the Metallic Rail changes

direction

They have pause points,
where Surge stops sliding
until the player gives the
command again

Metallic Rails always stay
above the surface and can
extend across the scene in any

Players should be able r’ direction, orientation or height

to easily distinguish

the Metallic Rails
From the Electric
Connection
When close to the surface,
Metallic Rail must always be at
least 2x away From the
surface in question

Support columns are For
artistic purposes only

Electric Arc

An electrical discharge that projects electrical arcs to charge objects.

Verbs:

® Charge
® Close

If the Electric Rails has a fork, Surge can choose which side he will go to.

LIC RAILS

METRIC

Column Rail Parts

3x:hlx TTx:1x

Metallic Rail parts must be able to rotate 90 degrees ab
all angles and Fit together properly

Straight part must connect properly with Electric Pole
and Rail Inductor
Players should be able to
easily distinguish Surge
at the Metallic Rails

Metallic Rail blocks must always be 2x away From any
surface

Metallic Rails must
always have a minimum
length of at least 50x






Signifiers:

® Power is on

® Object is under power effect

® Object is not more under power effect

® Power is off

Rules:

® Surge needs to be close and aiming at objects for Electric Arc to take effect.

® Once Electric Arc starts to take effect on an object, Surge no longer needs to keep aiming at it.

® If Surge strays too far from the object, Electric Arc will cease to take effect.

® Surge can utilize his Electric Arc ability to keep some elements turned on while the ability is in use.
L]

Surge can use his Electric Arc ability to charge capacitors that will keep a third element connected to it powered for a period of time.

ELECTRIC ARC
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Magnetic Field

A magnetic field that projects magnetic waves and grabs objects
Verbs:

®* Move

Signifiers:

Power is on

Object is under power effect

Object is not more under power effect
Object is on range

Power is off

Rules:

Surge needs to be in the ability range to use it

Surge can move only metallic elements

The movement path must be unobstructed

After grabbing an object, Surge can move it any distance inside the range around Surge

If players hold down the skill's button, the object will be stuck in the final location for as long as the button is held down





® After releasing the ability button, the object that was moved will again be subject to gravity.

MAGNETIC FIELD
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Energy Beam

A concentrated beam of electrical energy that can be directed at distant objects.
Verbs:

® Charge
® Distant

Signifiers:
® Powerison
® Power is hitting right spot

® Power is hitting wrong spot
® Power is off

Rules:

® Surge can activate distant objects with the Energy Beam.
® Surge can use its Energy Beam ability on Energy Receptors to power up a third element connected to it.
®* The Energy Beam needs to make a clear, linear path to the receiver to work.

® Energy Beam can be reflected on reflective panels.
Quantum Entanglement
Allows Surge to charge the magnetic field of ferromagnetic objects.
Verbs:

® Charge
® Move
® Control

Signifiers:





® Power is on

® Object is under power effect

® Object is not more under power effect
® Power is off

Rules:

® Surge can use his Electric Attraction ability to influence magnetic objects.

® Magnetic objects under the influence of Electric Attraction will mirror Surge's movement.

® |f a magnetic object under the influence of Electric Attraction touches another magnetic object, that third object is also under the influence of
Surge's ability.

® |f the magnetic object is blocked by an obstacle (such as walls or the end of the grid), it will not follow Surge's movements.

Data
Data is a cyborg that can hack and remotely control machines that are turned on. She can carry Surge with her and take him from circuit to circuit.

Verbs:

® Strong
® Direct
®* Machine

Signifiers:

® Mechanical and strong character
® Leaves in the “real” world

Rules:

® Can place Surge on activated Electric Poles.

® |t can interact with switches, circuit breakers and machines with power.
® Can pass through Discharging Fields.

® Has four button keys to set her interactions direction.

® When spotted by a sentinel, the sentinel generates an output signal.

® Doesn't fall off the level.

® Doesn't die.

Carry and place Surge

Data can carry Surge on her battery and place him in Electric Poles locations.
Verbs:

® Move
® Place

Signifiers:

Surge is with Data
Surge can be placed
Surge is placed

Surge can be grabbed
Surge isn’t with Data
Surge is grabbed

Rules:

Data can place Surge on Electric Poles that are unlocked.

Data can get Surge from Electric Poles when he is inside them.
If Data passes through a Discharging Field carrying Surge, he will be stuck in the Discharging Field until she passes through it again.
If Surge is in a Charging Field, Data will collect him in her battery when passing through the Charging Field.

ELECTRIC POLE
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Interacting With Mechanisms

Data can interact with mechanisms to modify the level by moving them to different positions.
Verbs:

® Direct
® Control
® Brute Force

Signifiers:

Power turns on

Can’t be moved

Can be moved
Available directions
Current power direction
Power turns off

Rules:

® |f the player is controlling Surge, but Data is within range of a mechanism, they can use Data's interaction keys to move the mechanism to the
desired position.

Machine Possession

Data can use this ability to connect to machines remotely
Verbs:

® Remote
® Control
® Move

Rules:

Data needs to have a direct and clean view of the machines to be able to own them.

The machines are moved with the Data interaction buttons.

Data can only possess machines that are powered up.

Data can control powered machines and move them according to the limitations of each machine.

If Data is connected to a machine, players can use Data's interaction keys to move the machines even when controlling Surge.





Game Core loop
The game's core loop is owned by the player, who is responsible for running the process.

1. The player must select one among the puzzles he has available
2. Use both characters to interact with elements of the puzzle to solve it
and after solving
3. Select another puzzle to continue the loop
https://miro.com/app/board/uXjVPQTmNBs=/?share_link_id=471116759595

Gameplay Elements

= Environment Elements

Electric Pole
Electric Panel
Charging Field
Discharging Field
Electric Connections
Electric Gates

® Data’s Elements

= Reflector
® Mechanical Piston
= Blocking Field
® Generator
® Mechanical Bridge
= Switch
= Circuit Breaker
® Servo Tractor
® Mechanical Arm
® Hanging Bar
® Power Socket
® Surge’s Elements

® Electric Grid
= Arc Ladder
= Capacitor
= Metallic Rail
® Rail Inductor
® Ferromagnetic Object
= Metallic Object
" Energy Receptor
= Enemies

® Electric Spider
" Sentinel

Environment Elements

Electric Pole
Electric Poles are the elements that allow the Surge connection between Data's battery and the electrical circuits.

Verbs:

® Reunite the characters
® Separate the characters
® Release Surge

® Grab Surge

Rules:

® The Electric Pole have two chambers, an upper and a lower.

® The Electric Pole must be on for Surge to be able to move between the two chambers.
® Data can place and collect Surge from the Electric Pole's upper chamber whether it is turned on or not.
® Surge can travel to the lower chamber of an Electric Pole, whether powered up or not.
® The player needs to look to throw the arm (by pressing the key)

® The arm depends on the pressed key.
® When her arm connects, the arm turns blue, and Surge moves to the Electric Pole.



https://miro.com/app/board/uXjVPQTmNBs=/?share_link_id=471116759595



If Surge hits an Electric Pole that Data has his arm attached to, he passes straight to Data.

If Data has his arm connected to two Electric Poles and Surge lands on one of t , Surge will pass through Data as if she were a metal rail.
With the arm attached, the player can look around and walk - within arm's reach - without releasing the Electric Pole.

When players press the button on the connected arm, the arm retracts back towards Data.

If the player moves out of arm's reach or interacts with another object with the same arm, the arm retracts.
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Electric Panel






These are the endpoints for the levels.

What they are is not so important from a mechanical point of view, as they simply form the landmark in the puzzle to indicate where the player
needs to go to finish the puzzle.

It is important that they are distinct from the rest of the scene and are easily visible when starting the puzzle.

Verbs:

® Finish the puzzle
® Define a landmark
® |ndicates the end of the puzzle

Rules:

® Players need to have Surge and Data together to activate the Terminal.
®* They must be easily identified at the beginning of the puzzle.
® Terminals are automatically activated when the two characters approach
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Charging Field
Electric fields that are unlocked when Surge is in them.

Verbs:

® Blocks Date from passing without Surge
® Reunite the characters

Rules:

Only Data can move between them.

Its default state acts as a blocking wall, preventing the passage of Data.

If Surge uses a wire and moves into a Charging Field, the Charging Field will no longer block the passage and Data will be able to cross it.
When passing through the Charging Field, Data pulls Surge into her battery, and the Charging Field reverts to its default state.





Discharging Field

De-energizing fields that suck Surge when Data passes through them.
Verbs:

® Blocks Data from passing along with Surge

Rules:

Only the Data can pass through them.

If Data is carrying Surge on her battery, he is sucked into the Discharging Field when she passes.

When Data crosses this Discharging Field again, if Surge still on it, Surge will return to her battery.

If the Discharging Field is connected to an electrical network, Surge will be able to move out using the wires.
If Data is not with Surge when passing through the Discharging Field, nothing happens.

Electric Connections
Used to indicate the link between one element and another

Verbs:

® |ndicates the path of electric current
® Indicates the connection between elements

Rules:

Make a clear and direct link between the elements.

Change colour or shape if turned on or off.

Disconnected paths can be connected using any Metallic Object
Servo Tractors can move blocks that contain them.
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Electric Gates

Used to indicate to the player the energy state of some elements.






Verbs:

® Indicates the electrical connections required on an element
® Indicates the powered electrical connection of an element

Rules:

® They change to on or off to indicate whether they are receiving power or not.

® Elements may have more than one light connected to them, indicating that the element in question needs more than one source of power to
function.

® Elements with lights only turn on when all lights are on.
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Data’s Elements

Reflector

Reflective surfaces that can deflect Electric Beam from Surge.
Verbs:

® Blocks the passage of Electric Connections

Rules:

® They reflect the Electric Beam in an angular way referring to the incident angle of the Electric Beam on its surface.
® Can be moved by Servo Tractors.

Mechanical Piston
Platforms that move the moment they are turned on or off.

Verbs:

® Blocks part of Data's scenario
® Move Data from point A to B





Rules:

® Electric pistons move from point A to point B when they change their power state.

®* They need to have their electrical state altered to change their position.

® [nteractions with the Electric Pistons can be done by Data or Surge, depending only on the puzzle construction.

® Electric Pistons have two variations (Expansion and Contraction), where one contracts when receiving energy and the other expands when
receiving power.

® Electric pistons can contract or expand when turned on or off, depending on their variation.

® Expansion Electric Pistons will contract when turned off and will expand when turned on.

® Contraction Electric Pistons will expand when turned off and will contract when turned on.
® When an Electric Piston moves, it can move Data and other elements from point A to B.

® Another Electric Piston interaction is needed to move Data or other elements back from point B to A.

® Electric Pistons can move objects such as Metallic Objects, Grid Plates, Reflectors, Catwalks, Blocks with Electric Paths, Sentinels, Servo
Tractors, Electric Bridges, or other Electric Pistons.

® When an Electric Piston receives power, it does not transmit the power to whatever is in it.

® |f an Electric Piston has a catwalk attached to its piston, it can create paths between two points when the catwalk is positioned in the correct
position.

® e.g. an Expansion Electric Piston that expands upwards with a catwalk attached to its piston. Above the Electric Piston are two segments of
unconnected catwalks. When the Electric Piston expands, its piston moves up with the catwalk (from point A to B), positioning the catwalk
between the two upper segments mentioned before, now functioning as a bridge connecting the two sides.

Blocking Field

Electric fields that block the passage of any element
Verbs:

® Blocks part of Data's scenario when charged
Rules:

®* When energized, they create electrical walls that block the passage of Data or any element.
® When they are turned off, the electrical wall disappears, allowing any element to pass through.

Blooking Flalds biook
Eha poth whan
angrglend

Ployers noead to clearly
whderitand what the
anergy stote of Blocking
Flelds is

—

Wi withoust powes,
Blocking Flolds have

n:-‘.'Ffp:l‘. an
gamaplay

Players Ased ta cloarhy
underaband which
E i Connection s
naeobad bo the
Bleking Finld

Generator

Data can activate them to generate a continuous and independent source of energy.





® Generates energy when Data start it
® Turns off when Data stops it
® Data sometime needs to Move the Generator Coil back to it to make it work

Rules:

When the generator is stopped, Data needs to press the space bar to start it.
When the generator is running, Data needs to press the L Ctrl key to stop it.

The Generator independently generates power when turned on, requiring no extra Data or Surge interactions.
If a Generator is missing its magnetic coil, Data will have to find the coil to fix it.
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Mechanical Bridge
Projection platforms that create paths between points A and B.

Verbs:

® Blocks part of Data's scenario
® Connect point A to B in the Data scenario

Rules:

Energy Bridges need to be on to work.
When an Energy Bridge is on, it creates a permanent vertical path/barrier between points A and B until it is turned off.
Energy Bridges can be powered by either Data or Surge, depending only on the puzzle design intention.

Data can use Energy Bridges to move between points A and B.

Energy Bridges can vary in slope angle, allowing Data to access higher or lower locations.
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Switch
Switches change the state of the elements connected to them according to their position.

Verbs:

® Connect two Electric Connections
® Disconnect two Electric Connections

Rules:

® Data can interact with them.
® Switches need to be powered to work

® Switches' power doesn’t necessarily come from the Electric Connections that it is affecting
Switches can be used to turn elements on or off if they are receiving power.
Switches can be used to switch the power between two Electric Connections.

® Switches remain in the same position after Data interacts with them.
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Circuit Breaker





Circuit breakers can be turned on or off and automatically turn off if overloaded.

Verbs:

® Blocks the passage of Electric Connections
® Shutdown when overloaded
® Data can force it to keep on

Rules:

® Data can interact with them.

® Circuit breakers can be used to turn elements on or off if they are receiving power.

® Circuit breakers stay in the same position after Data interacts with them, unless they are overloaded.

® |f a Circuit Breaker is overloaded, it automatically shuts off.

® Circuit breakers can have different capacities and their state of charge is indicated by a power bar on them.
°

If Data is next to an overloaded Breaker, she can use her physical strength to force it to stay powered up.
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Servo Tractor
Electric motors lights that Data can control and move when they are powered on.

Verbs:

Move large objects around the scene

Rotate large objects around scenery

Establishes connections between Electrical Connections
Create paths to Surge when moving Electric Grids

Rules:

® Data can only be connected to one Servo Tractor at a time
® Can move in both directions of a single axis or perform rotations instead of axis movements.

® Servo Tractors that make rotations have their rotation limited to 90-degree movements

They can be interconnected, where one Servo Tractor moves another Servo Tractor.

If a Servo Tractor is turned on, all elements connected to it are turned on together.

Servo Tractor can be powered by either Data or Surge, depending only on the puzzle design intention.
Servo Tractors have two variants, which vary the way they behave when not receiving interactions from Data.





® Passive Servo Tractors maintain their positioning in the final position when Data stops interacting with them. Always needing Data's
interactions to move.

® Active Servo Tractors return to their initial position prior to the movements made by Data. Requiring Data's interactions only for the initial
move, but autonomously moving back to its source state after Data's interaction ends.

Servo Tractors can move objects such as Metallic Objects, Grid Plates, Reflectors, Catwalks, Blocks with Electric Paths, Sentinels, Servo

Tractors, Electric Bridges, or other Electric Pistons.

If two Servo Tractors have their drive axes aligned, the object they are moving can be moved between the axis of one Servo Tractor to the

axis of the other Servo Tractor.

If a Servo Tractor has two objects in its movement area, the objects move equally.

If an object reaches the end of the movement area, it simply stops.
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Mechanical Arm

® The player needs to look to throw the arm (by press the key)

® The arm depends on the pressed key.
® Arm distance depends on the size of Data's ponytails (upgrades)
® With the arm attached, the player can look around and walk - within arm's reach - without releasing the Breaker.
® By pressing and hold the connected arm button, the Breaker moves to the hold position.
* |f the player moves out of arm's reach, or interacts with another object with the same arm, they stop controlling the Breaker.
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Hanging Bar

® The player needs to look to throw the arm (by press the key)

® The arm depends on the pressed key.

® Arm distance depends on the size of Data's ponytails (upgrades)
® The player must keep holding the button pressed to keep the arm attached.
® With the arm attached, the player can look around and throw the other arm - without the need to releasing the Hanging Bar.

® If the player releases the arm button, the arm will disconnect from the Hanging Bar.
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Power Socket

® The player needs to look to throw the arm (by press the key)

® The arm depends on the pressed key.

® Arm distance depends on the size of Data's ponytails (upgrades)

When her arm connects, the arm turns green if the Charging Socket is powered.
With the arm attached, the player can look around and walk - within arm's reach - without releasing the Charging Socket.
By pressing the connected arm button, the arm retract back to Data.

If the player moves out of arm's reach, or interacts with another object with the same arm, the arm retracts.
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Surge’s Elements

Electric Grid
Electrical surfaces that Surge can walk on.

Verbs:

® Surge can move on it when powered
® Keeps elements that Surge can interact with
® Blocks part of Surge’s scenario when discharged

Rules:

When powered up, Surge can freely walk on them.

They have a power point, which must be energized for the energy to spread across the surface.

May contain Electric Connections that will be energized if connected to the power source.

Can be moved by Servo Tractors.

Surge and small elements have a dynamic gravity over them, which always pulls them against the Electric Grid floor, no matter the direction.

® |f an energized Electric Grid has more than one side (e.g., a cube) and they are connected, Surge will be able to walk freely on all sides,
and its gravity will dynamically change, keeping it always with its feet connected to the plate.
® In other words, if it's at the top of the cube, it can move to the bottom, where it's literally upside down.
® |f an Electric Grid is disconnected with Surge on top, Surge reverts to the last used Inductor.
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Arc Ladder
Small generators that emit energy through an Electrical Path when Surge uses Electric Arc on them.

Verbs:

® Generates energy when Surge is charging it
® Turns off when Surge stops charging it

Rules:

® They only work when Surge is using Electric Arc on them.
® When Surge stops using Electric Arc they instantly stop emitting energy.
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Capacitor
Batteries that can be charged by Surge's Electric Arc and hold a charge for a short period of time.

Verbs:

® Generates energy after Surge charged it
® Turns off after a while when Surge stops charging it

Rules:

They need to be charged by Surge's Electric Arc to start emitting energy.

After being fully charged, they maintain a maximum charge if Surge keeps using Electric Arc on them.

From the moment the Capacitors' charge is greater than zero, they start to emit energy and turn on whatever is connected to them.

When Surge stops using Electric Arc on them, the Capacitors' charge will begin to drop regardless of whether or not they are connected to
something.





® When the Capacitors' charge reaches 0, they stop emitting energy.
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Metallic Rail
Metal rails that Surge can use to slide from one location to another when electrocuted.

Verbs:
® Move Surge from one point to another

Rules:

Metallic Rails must always have a minimum length of at least 50x

® They are used for moving Surge between Electric Grids
® The player can move the camera freely while Surge slides through them.

® |[f the player leaves the camera idle, it will move behind Surge.
® Metallic Rails have no power state and are always functional.
® Surge can access the Metallic Rails via Electric Pole or Rail Inductor

® When Data places Surge on the Electric Pole, he will automatically be sucked into the Metallic Rail but will not start moving until the
player gives the command.
®* When Surge enters by the Rail Inductor, he will automatically be sucked into the Metallic Rail and start to move immediately.
®* They have forks where Surge can choose which way to go.

® When Surge reaches a fork, he stops, and the player can choose which way to go.
®* They have pause points, where Surge stops sliding until the player gives the command again.

® Players can use these points to move the camera and observe the puzzle.
® Players can use these points to keep moving forward or return the way they came.
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Rail Inductor
Rail Inductors are the elements that allow the Surge to enter or exit the Electric Rails

Verbs:

® Move Surge between the Electric Grid and the Electric Rail
Rules:

® They are positioned at the top of the Electric Grids.

® |ts energy state is equal to the energy state of the Electric Grid it is on.

® Surge can only exit a Rail Inductor when the Electric Grid it is placed on has power.
® Surge needs to move inside the Rail Inductor ring to be moved into the connected Electric Rail.
® When moving into the Rail Inductor, Surge starts moving on the Electric Rail automatically.
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Ferromagnetic Object





Ferromagnetic Objects that can be manipulated by Surge when he uses his Electric Attraction ability.

Verbs:

® Connect Electric Connections
® Mimics Surge's moves

Rules:

Surge needs to be close to Ferromagnetic Objects in order to use its ability.

When a Ferromagnetic Object is under the control of Surge's ability, it will mimic Surge's movement, moving in the same direction as he
moves.

Ferromagnetic Objects move between grid blocks and only mimic Surge's movement when he moves from one grid to another. Ignoring the
moves he makes within a grid block.

Ferromagnetic Objects can levitate in the air and leave the area of Grid Plates to mimic Surge's movement.

Ferromagnetic Objects leave a trail of energy when moving as a result of Surge manipulation. When the manipulation ends, the Magnetic
Objects travel back to the same point of origin, retracing the path made by following the trail of energy.

Surge can intercept Ferromagnetic Objects returning to their point of origin and re-manipulate them without needing them to return to their
point of origin.

When a Ferromagnetic Object is touched by another Ferromagnetic Object under Surge's control, both Ferromagnetic Objects are now under
Surge's control while he is using the power.

Ferromagnetic Objects can be used to connect two Electrical Paths

If any obstacles prevent the Ferromagnetic Object from mimicking Surge's movement, it will remain in place until a possible move is made.

Metallic Object

Metallic objects that can conduct energy.

Verbs:

Connect Electric Connections

Rules:

Surge cannot walk on them, even if they are powered up.

They glow incandescently when they have energy passing through them.

Their gravity is always directed at the Grid Plate they are standing on.

If they are close to two ends of two Electric Paths, they will run power from one to the other.

Metallic Objects can pass the electric current between them

Players can use various Metallic Objects to make a connection between two more distant Electric Paths.

® When a Metallic Object is close to an electrocuted Metallic Object, the electric current will flow and both will be electrocuted.

If Surge holds the metallic object in the air, he can use the object to make connections between two terminals of two suspended Electric
Paths.

Servo Tractors can move large ones.
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Energy Receptor

Power receivers that can be linked with the Surge's Energy Beam.

Verbs:

® Indicates the electrical connections required on an element
® Indicates the powered electrical connection of an element

Rules:

® They are off by default if they are not receiving an Energy Beam.

® When Surge uses the ability Energy Beam on them, they turn on the elements that are connected to them as long as they continue to receive
energy.

® Surge needs to use the Energy Beam from a correct angle to turn them on.

®* The Energy Beam beam needs to hit the inner area of the Energy Receiver.
® Servo Tractors can move them

Electric Spider
Small creatures that feed on electrical energy.

Verbs:

® Eliminates Surge when he gets close
® Blocks part of Surge’s scenario

Rules:

®* They move in a pre-established patrol pattern.

® They can make Surge vanish if he gets close to them.

® When they pass over Electric Paths they suck the energy out of them, shutting down whatever is connected to them.
® There exists only at Grid Plates that are electrocuted.

® |f the Grid Plate they are on is turned off, they vanish.

® Can be blocked by Blocking Fields.

® Can be blocked by Metallic Objects.

® Can be blocked by Ferromagnetic Objects.

® |f their patrol pattern is blocked, they turn around and continue patrolling the area as much as possible.

® |f they are spotted by Sentinel, they vanish.

Sentinel

Creatures that monitor the Facility for abnormalities such as security cameras.

Verbs:

® Eliminates Surge when he is seen
® Generates power when Data is seen
® Blocks part of Surge’s scenario

Rules:

If Surge enters the line of sight of a powered Sentinel, Surge will vanish.

If Data comes into view of a powered Sentinel, the Sentinel will emit a signal via its Electric Path.

If an Electric Spider enters the line of sight of a powered Sentinel, the Electric Spider will vanish.
Sentinels can move autonomously in some puzzles by rotating their point of view as a security camera.
Sentinels can be turned off or on by changing the Energy Path that powers them.





® Sentinels can be moved by Servo Tractors.
Gameplay Guidelines

The outcome of interactions must always be clear. Players need to see and understand what their actions are doing.

Puzzles have to rely on interactions between both characters as much as possible.

Avoid blocking doors! If the player cannot access some area he must be free to try and understand the possibilities.

Players should be able to remake the puzzles.

People play puzzle games to feel smart! Let them learn from their mistakes and let them have the pleasure of figuring out a solution on
their own! No handhold!

Sometimes getting stuck in the puzzle is how players learn to solve it.
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Advanced Human Technology

The level takes place within a hidden facility owned by the Sefornal corporation. Within this facility they tested advanced technologies and
mysterious anomalies on human test subjects. Because of this the player will pass by the remnants of the facilities super structure which
surrounds a large column with moving platforms.

Machines and remnants that look unfamiliar to the player will be encountered, which would have served the facility in some way when it was
functional.

An Unknown Alphabet

The Devoted are a race of humans that Sefornal hid from the outside world since their introduction to the first colonies of the western world.
Because they had been separated from the world, they developed their own alphabet and continued to use it after they were discovered. Later
Sefornal found a way for them to speak English, and introduced the numerical symbols we know, while still allowing them to use the lexicon they’
re familiar with. This alien alphabet is used on all the symbols, labels, and maps of the facility.

The alphabet is made up of simple shapes and lines that connect in repeating patterns. The use of shapes is limited to squares, circles, and
triangles except in the instance of a written name. Names commonly have their own unique shapes with minor variations that family members
share in place of a last name.

Monstrous Escapees

The environment is likely marked by previous conflicts, events and combat that took place during the raid. Some of the most dangerous test
subjects have left behind bloody stains in corridors, large gashes in the metal or destroyed some pathways throughout the facility.

The Victims of the Raid

After the military raid of the facility, no one came to retrieve the bodies of the soldiers or the Devoted that died. It has been a little over 6 years
since the raid, meaning that any bodies that are found in the level are heavily decayed or have become skeletons at this point.

Setting

Abandoned Facility

This once lively testing facility and underground civilization is now dead and abandoned. The facility is still serviced by the remaining Accicorpus
constructs that have managed to survive in the absence of other living creatures. Power to the facility still runs off Surge while he is connected in
his holding cell. After Data retrieves him from his prison, the facility goes dead and shuts off all the systems that would allow for easy escape.

The level is dark and the sounds of the remaining creatures in the facility can be heard lightly echoing around the open column chamber that
makes up the center of the compound. Light is only provided when Surge and Data cooperate to complete puzzles and power segments of the
facility to proceed forward. This is a symbolic metaphor for their bond lighting the way through the dark and the dangerous challenge ahead of
them.

Characters

Data

Data carries Surge around the level on her back, delivering him to nodes around the map to allow him to complete parts of puzzles she cannot
access. She can also manipulate elements around the level by interacting with panels and by physically exerting herself to move objects or
bridge gaps in wiring.

Data is a young adult woman who had previously escaped the facility and now returned six years later to save her younger brother who was left
behind. She was experimented on with a techno-organic virus that converted most of her living flesh into metal and bionics. Despite this, her only
impediment is her reliance on a diminishing power supply. By holding Surge in the battery on her back she remains charging.

Data has returned to save her younger brother and hopefully give them both the familial bond they have been lacking since birth. She holds
herself responsible for what has and what will happen to Surge as his older sister.

Surge

Surge is held within the battery on Data’s back and cannot survive without being connected to or within an object that can hold an electric current.
Surge can be brought to nodes around the map to travel through wires and access areas made up from live wires and circuit boards. He can
power objects and cooperate with Data to complete circuits and transfer current to machines and solve puzzles.

Surge is an infant male child who was immediately experimented on and contained since birth. He knows nothing about the outside world, but a
strange hibernation-like effect since the facilities abandonment has kept him mentally unaffected by the isolation he has suffered from. He is
curious and energetic most of the time and has a deep seeded desire to be with other people because of his lack of exposure to others.





Features

Central Pillar

The level in its entirety revolves around a large central column in a massive cylindrical room. The column serves as a center point of the folding
platforms that reach to each of the many doorways along the walls on the different floors. An elevator also exists within the center column and
can be used to access different floors if powered.

As the players progress, they will power different petals on the central column that will raise up and create bridges to the next area or ramps to
the next level of the facility.

Sefornal Logo

A large metal fixture of the Sefornal Logo used to hang from opening hangar that leads into the facility but has since fallen and crashed to the
bottom floor of the facility. The large chunk of metal has remained mostly intact and serves to get to the second floor after a puzzle is solved to
make it accessible.

Objects

Circuits

Circuits are the core objects required for Surge’s part of any puzzle. This is his main method of moving between locations and powering
machines. These circuits can take the form of a single wire that Surge move through, a platform of wires and cables that he can walk on, or a
connection of machines and objects that clearly show an electric current moving through them.

In certain areas, Data will need to use her own body to complete a circuit and allow Surge to move forward. She is not hurt by this because of her
mechanical replacements.

Panels

Different panels around the level allow Data to interact with machines and other puzzle elements. These panels may need to be powered by
Surge to operate and are one of the primary interactions Data must use to solve puzzles and create platforms to move through the level.

Themes

Electricity

Electricity and the science behind electromagnetic currents are a heavy theme in the game. It matches the environment and can be used for
multiple interpretations of symbolism for the characters growing sibling bond throughout the game.

Machinery

Machinery is the second main theme in the levels design. The old architecture and machinery used to transport objects through this titanic facility
can be used as excellent methods of solving problems and puzzles. As the two characters move through the facility and fix the broken machines
they find, they slowly work towards fixing their disconnected sibling relationship and build the foundation for their familial love to grow.

Level Design References
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Level Design Diagrams





Level Design Metrics

® Metrics
® Character

® Data

® Surge
® Camera
® Controls

Metrics

® Xvalue is equal to 1m (was 0.4m but due to much of the game being made at a different scale from 0.4, we changed it as it broke the
camera system and physics)

Character






Data

Metric

Height

Width

Interaction Range

Move Speed

Surge

Metric

Move Speed (Wires)
Move Speed (Power Grid)

Electric Arc Range

Camera

Metric

Height (Above Character’'s Head)

Follow Distance (Behind Character)

Render Distance

Rotation Speed

Controls

Metric

Character Movement

Interact (Data)

Use Ability (Surge)

Level Design Layout/Maps

Value

1.5m

0.5m

0.5m

4m/s

Value

TBD

TBD

TBD

Value

0.5m

im

TBD

TBD

Value

WASD

Q/E/Ctrl/Space

Left/Right Mouse Click

Additional Notes

To accommodate for the character’s height,
doors in the environment should be around
2.5m tall.

To accommodate for the character’s width,
doors in the environment should be around
1m wide.

Data can interact with objects when she is
within 0.5m.

Timed events that require the player to move
to a certain location within a timeframe
should accommodate move speed.

Additional Notes

Surge’s move speed when travelling through
wires.

Surge’s move speed when moving around
on a power grid.

Range of Surge’s Electric Arc ability.

Additional Notes

When building the level, be careful not to
place objects near the camera’s height as it
can cause the camera to clip through the
object.

Elements in the level should accommodate
the follow distance of the camera.

When building the level, be careful not to
place signifiers and other information outside
of the player’s render distance when they
need it.

Elements in the level should accommodate
the rotation speed of the camera to ensure
the player doesn’t miss information.

Additional Notes

When building puzzles that require Data to
move an interact at the same time, ensure
controls do not become confusing.

QI/E control left/right interactions while Ctrl
/Space control down/up interactions.

The left and right mouse buttons each
controls a different ability.
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Share a Thon Demo Level Diagram

https://miro.com/welcomeonboard
/aWpMS0h5UmV0TDd2VDUwOWSs5bVVVNKIRRMk4dDhSSIN6TUNOcU91ZGVKRFVnem9PNDJMG1uUFdqQzIIUTFKWHwzMDcONDU3MzY 1

NDAzODcOMDczfDI=?share_link_id=174066902062

https://miro.com/app/board/uXjVPst1HIE=/

Level Design Program/Gameplay Features

Feature Details

Central Pillar The player is able to travel up and down the central pillar across four
floors. The exit to the facility lies at the top of the pillar and the player
completes the game once they reach that exit.

The central pillar serves as a landmark for the player to get a sense
of where they are in the level. It is also used to convey narrative
through environmental storytelling. The game’s levels should be built
around this central pillar.



https://miro.com/welcomeonboard/aWpMS0h5UmV0TDd2VDUwOWs5bVVVNkJRRmk4dDhSSlN6TUN0cU91ZGVkRFVnem9PNDJjMG1uUFdqQzllUTFKWHwzMDc0NDU3MzY1NDAzODc0MDczfDI=?share_link_id=174066902062

https://miro.com/welcomeonboard/aWpMS0h5UmV0TDd2VDUwOWs5bVVVNkJRRmk4dDhSSlN6TUN0cU91ZGVkRFVnem9PNDJjMG1uUFdqQzllUTFKWHwzMDc0NDU3MzY1NDAzODc0MDczfDI=?share_link_id=174066902062

https://miro.com/welcomeonboard/aWpMS0h5UmV0TDd2VDUwOWs5bVVVNkJRRmk4dDhSSlN6TUN0cU91ZGVkRFVnem9PNDJjMG1uUFdqQzllUTFKWHwzMDc0NDU3MzY1NDAzODc0MDczfDI=?share_link_id=174066902062

https://miro.com/app/board/uXjVPst1HiE=/



Power Grids

Surge’s Room

Level Design Assets

Level Asset Name

15! Floor Floor Tile

15! Floor Facility Wall

15! Floor Facility Wall (Corner)

15! Floor Catwalk Stairs

15t Floor Catwalk Railing (Straight)
15! Floor Catwalk Railing (Corner)
15! Floor Catwalk Railing (T-Shape)
15! Floor Catwalk Railing (Cross)
15! Floor Electrical Panel

15! Floor Generator

15! Floor Power Grid

15! Floor Metal Object

15! Floor Electric Wire

15! Floor Extending Stairs

15t Floor Moving Platform

15t Floor Central Pillar (Bottom)

Third-party props

Across the facility, there are power grids scattered around. Each
power grid is connected to at least one electrical panel that the player
can interact with as Data. Data will then put Surge into the power
grid, where he can move around freely (in contrast with wires where
Surge’s path is pre-determined).

These power grids serve as the basis for the game’s puzzles as the
player will be able to use Surge’s abilities while on a power grid.
When building the level, ensure that the power grids are clearly
visible to the player so that the player can understand where and how
they are meant to interact with the puzzles.

Surge’s room is located at the bottom of the facility. The game begins
with the player exploring the bottom floor and stumbling across Surge’
s room. Here, the player acquires Surge as a playable character.

Surge’s room serves as a tutorial area where the player is introduced
to Data’s character movement and interaction mechanic. Once the
player acquires Surge, they are introduced to Surge’s character
movement when they solve a simple puzzle to escape the room.

Quantity Gameplay Notes
100 Data walkable
400 Physical obstacle
80 Physical obstacle
12 Data walkable

20 Data walkable

8 Data walkable

2 Data walkable

1 Data walkable

1 Data interactable
1 Surge interactable
8 Surge walkable
12 Surge interactable with Electric Arc
40 Surge traversable
2 Data walkable

1 Data walkable

1 Landmark
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User Interface Design

The game interface will use diegetic aspects, adding information directly to elements/characters. To avoid GUI at maximum to keep the
immersion.

Main Menu Hierarchy

1. Game Logo
- Press any button to continue
States: Idle/Pressed animation
1.2. Main Menu
1.2.1 Start New Game
-If already have a save
1.2.1.1 “Start a new game will erase all your save data. Do you want to continue?”
- Yes (Start new game)
States: Idle/Selected-Over/Pressed animation
- No (Back to 1.2)
States: Idle/Selected-Over/Pressed animation
1.2.2 Continue (Continue save game)
1.2.3 Settings
/Video Settings/
- Video Quality Options (drop-down menu)
States: Idle/Expand animation
/Controller settings/
- Controls Diagram (swap between keyboard and controller automatically according to input)
- Mouse sensibility (scroll bar)
States: Idle/Pressed animation
- Controller camera Y-axis sensibility (scroll bar)
States: Idle/Selected-Over/Pressed animation
- Controller camera X-axis sensibility (scroll bar)
States: Idle/Selected-Over/Pressed animation
- Controller invert Y-axis (check box)
States: Idle/Selected-Over/Pressed animation
- Controller invert X-axis (check box)
States: Idle/Selected-Over/Pressed animation
/Audio Settings/
- Sound Effects Volume (scroll bar)
States: Idle/Selected-Over/Pressed animation
- Music Volume (scroll bar)
States: Idle/Selected-Over/Pressed animation
- Voices Voclume (scroll bar)
States: Idle/Selected-Over/Pressed animation

- Back (Back to 1.2)





States: Idle/Selected-Over/Pressed animation
1.2.4 credits

/Game Credits/

- Back (Back to 1.2)

States: Idle/Selected-Over/Pressed animation
User Experience Design
Player Experience
Objectives

® The game's main objective is to solve sets of puzzles by utilizing both characters' abilities until the end of the game.
® Narratively, the main objective is to escape the abandoned facility where they are locked in.

Rewards
® At the end of each puzzle, the players will unlock new areas and bring power to different locations of the facility

® The act of turning on lights and bringing energy to new areas should act as a key reward element.
® Some puzzles will unlock new abilities, serving as an even bigger reward.

Game Feel

® Each character should have unique traits and a unique feel for their abilities.

Progression

The game's progression experience is primarily due to the player unlocking new mechanics - which can be used with the characters - and moving
to new environments with varied atmospheres and puzzles with higher complexity.





Order of unlocking game areas

Main Hub Arga

Auxs|dwon

Game Progression Timeline

. Switches . Electric Beam
. Breakers . Electric Atraction
@ servo Tracktors @ Erectric Spiders

. Electric Arc . Sentinels

® Each area of the game should be dedicated to a specific type of skill with puzzles that explore those skills.
® |tis important that the difficulty level and the complexity/mixture of elements gradually increase until the end of the game.

Electric Panel Interaction





Electric Panel Interaction Video.mp4
Playtest Reports

PoC V1.3
Playtest #1

® Reading instructions
® Tried to left-click and hold as Data
® “Nothing’s happening”
® ‘| don't really know what humanoid object interaction means”
® Trying to interact with the first switch
® “But | am pressing E”
® “Oh | have to look at it”
® Surge is in the electric pole, the player seems unsure of what to do next
® ‘It seems like I'm missing something”
® Presses space
® “So this is the other character, | think”
® The player seems unsure of what to do after switching and takes a while to figure out
® “Oh | can move”
® The player is playing as Surge in the circuit
* “I'm confused because every time | press space | expect my character to jump
® Seems to understand the bounds of the puzzle well when seeing blocker field
® “So | can't cross there”
® Sees the first generator

® “Oh there’s an electric current here | think”
® Sees conductors

® ‘| need to bring over one of these”
® The player switches back to Data

® [nteracting with switch

® “Wait what, did | enable it?”
® “It's a little bit dark, it's hard to see”
® Back to Surge
® Trying to return to the wire

® “Where am I?”
® The player seems to miss the small blocker field entrance at first

® “Am | missing something?”
® Notices the small entrance after a while

® “Ohlcan goin here?”
The player seems to understand how to solve the last part of puzzle 1
® “Let me bring over one of the pieces, and see if | can shap it”
® Bringing over a conductor

® “Ohlcanraise it

® ‘| don't know where that dropped”
Some confusion with the wires in this part
® “Do | need two pieces?”
® “No that’s just the wire to get up”
® Potential bug where the player can't pick things up after dropping them in this area
“Can | not pick this up?”
“Or is it already solved?”
“Okay I'm going to get another piece”
The second piece got stuck too
“Okay I'm going to get one more piece”
The Player was holding onto a conductor and went through the wire
® Seemed to work?

® Accidentally powered generator

* “Did | do it?”

® Proceeds to the second puzzle

® Going through the long wire to the generator at the bottom
® “Oohh this is sick”

® “It's really dark, | can’t really see”

® Suggestion for wire lighting



https://wilsonchan.atlassian.net/wiki/download/attachments/1175420929/Electric%20Panel%20Interaction%20Video.mp4?version=1&modificationDate=1675302829792&cacheVersion=1&api=v2



* “Maybe if you made it red, like you're hacking something”
® Trying to get Surge back into the battery but Data was already in the trigger collider so it wasn't working

® “How do | get him back? Press E?”
® Player continues playing

* ‘I really like these puzzles, they're really simple and easy”

“Okay so this is solved, this is powered, time to get back”

“It would be cool if | could see a blue line going along wires that are connected and powered”
“Right now it's a little hard to tell what's plugged in and what's not plugged in”

“I think I'm done in this area”

“It'll be cool to see a red light and green light to know when something is powered”

® Referring to the switch at the end of puzzle 2
® Feedback

“Cool mechanic, took me a while to understand”

“Camera controls don't feel bad, but they don't feel great right now”

“There were times when | would go in the wire and sometimes the camera would be jittering”
“I couldn’t press W to go through the wire, | had to look sideways and press A or D”

“Maybe don’t use space for switching since | kept trying to jump”

“Maybe use tab since it's used for switching”

Commentary on how easy it was to use data

® “Super easy, all you could do was WASD”
® Commentary on the sibling relationship between Data and Surge

“After playing through, it felt more like a human and a companion”
“The electric character felt like the companion”
“Actually now that you mention it...”
“The message ‘return to battery’ makes me think the human is the host”
* “In terms of gameplay, it makes me feel the electric character is the main character”
® “Just need to brighten it up a little”

Alpha V0.1

Collected data from the alpha V 0.1 playtests.

Questions and Collected Survey Data

Playtest Observations/Notes
Playtest #1 (Farryl)

"Mouse sensitivity, nice, | like that"

"I really like this [electric effect on the wires], it really sells that it's working"

"I really like the ambient music"

"I really like the highlight, how [the switch] highlights yellow"

"[Grabbing]'s a cool VFX"

When you use the grabbing power as Surge on a light source, the light disappears

"Can | not pick it up? Or is it because it's not powered?" Referring to electric pole

"I'm guessing this is some sort of pressure plate?" Refering to spawn plate for conductors
Player was able to solve puzzle #3 with relative ease

"l can't really see what the narrative is right now"

"For me, | just now I'm a cool robot doing puzzles with a cool pet thing"

"Why's the colour different? | thought | had to do something" Referring to different coloured tiles at skill gate due to lighting
Player having trouble at skill gate, trying different approaches to make the conductor stay up
Player understands what they need to do, but not how to do it

"Wait can | control him from here? Okay okay, so what if..."

"Oh my, I'm a genius"

"I will say, that was not obvious though"

"It might be helpful if you put text here, 'you can control both characters™

"Oh this goes nowhere" Player using view point in puzzle #5

Player having some issue with depth perception with the wire in the air that doesn't have a glass wall
"What's this doing?" Referring to final switch in puzzle #5

"Honestly it feels like a finished game"

Lighting bugs in hallway leading to central column room

Bridge in central column room still not coming down

Reading tutorial text in crane tutorial area "What?"

"If you want more settings, you could add one for music"

Respawn in menu not working

"Maybe you should mention that [ESC opens menu]"

Playtime was around 30 minutes





Playtest #2 (Joshua):

Player didn’t recognize that a switch was a switch at first glance

Player was initially unable to tell that he opened the door out of the first area

Player tried to take the conductor with them through an inductor as Surge

In the second puzzle, the player was easily able to discern what to do as they did it

Player kept trying to press shift to sprint as Data

Player didn’t always realize that they didn’t have Surge as Data

Player didn't realize that the battery would glow blue while Surge was with Data until halfway through puzzle 2

Player took time to study puzzle 3 and understood that he needed to power the second pole first before placing the conductor in the final slot
Player continued to comment that they did not recognize the switches as switches

discovered the old electric surge ability. Had to clarify it wasn’t necessary for this playtest

While on Puzzle 4, player questioned if there was part of the map he was missing

player tried to stick the conductor on top of the glass wall to bridge the gap

Managed to wedge the conductor in the glass wall on puzzle 4. was able to easily remove it

Player commented that they wish they could pull the conductor closer to it

Player was confused by puzzle 4. Didn’t understand the idea of using both characters at the same time without a hint
Player tried putting the conductor on top of himself to bridge the gap. It ended working XD

Player found the controls for holding abilities as Surge while controlling Data to be unintuitive.

Players wishes he was taught that the controls for Data were all on the keyboard, and that all the controls for Surge are on the mouse
Player was unclear of where to go in puzzle 5. As in they didn’t know where the end of the puzzle was

Player commented that powering down gates visually doesn’'t make sense since power needs to flow to everything else
The two cube conductors in puzzle 5 are unclear as to which ends connect to the open ends of wires

Player was able to finish puzzle 5 with few issues

Player felt that Surge’s gameplay was a lot like the drones from Watchdogs 2, which was a reference we used

Playtest #3 (Joshua):

Player commented that there was no jumping

Didn’t notice switch in first room because it was high up

Player instinctively placed the conductor on its spawn point in the first room

Did not notice the exit to the first room was opened

Managed to scale the objects in the first room and get stuck inside Surge’s cell. Climbed up a small block which launched them into the air
Left the first puzzle room without Surge

Player confused themselves in the second puzzle by not picking up Surge to do the second half. Quickly realized the mistake and moved
forward

Player discovered the old electric arc ability during puzzle 3

Player tried placing the conductor on the wires to bridge the gap in puzzle 4

Player tried timing the run cross the bridges in puzzle 4

Player tried placing the conductor on the glass wall in puzzle 4 to bridge the gap

Player tried bringing the conductor with them through the inductor in puzzle 4

Player required a hint to solve puzzle 4

Player was needed to be told that you can control both characters simultaneously to solve puzzle 4

Once they understood that both characters could be controlled at the same time, the player flew through puzzle 5

Exit to puzzle 5 was not immediately understood

Playtest #4 (Farryl):

"Is there a jump?"

Player somehow managed to climb onto the boxes and got into the middle of the column in the tutorial room (WARNING: this broke the game
and the moderator had to reset the game for the player)

This happened twice, we really need to look into this

Player having confusion with how to activate the first switch

"What will looking at the switch do?"

Player does not know how to look at the switch, despite seeing the text prompt

Player doesn't seem to realize the function of the crosshair

"I don't know how to play this"

Player expressing frustration with not being able to progress

Player saw the "“click me" prompt and is trying to click it as Data

Some camera clipping issues in tutorial room

Player model changed colour need the door, player trying to reason why they changed colour
"l can't jump"

After a good amount of time, player was able to successfully use the switch

Player is moving switch up and down, trying to see what happened

"Oh we need to connect the wires...wait, wasn't it like that before?"

Player seems to have trouble understanding the effect of interacting with the switch

Player is trying to climb the walls of the tutorial room as Data to get to the “click me" prompt
Player walked near power pole and move around such that Surge went back to Data, but player did not realize this "Surge is already released"
"Oh, did you see? The spark went to the pole"

Player pressed shift multiple times and activated sticky keys





® Player seems to have confusion controlling Surge while in the electric pole, pressing keys randomly and expressing surprise when Surge
moves

[8:47 PM]

Player sees the "click me" prompt as Surge but is clicking the air

Player is having trouble clicking on the conductor

"Wait, did the electric currents in the wires change directions? Wasn't it going away from the electric pole before?"

"Wait, maybe the blue guy needs to go to the blue column in the middle”

"Oh, the plate lit up when | walked near it, what does that mean?" It's a lighting glitch

"Oh, maybe now | need to bring the switch up"

"He (Surge) isn't going on the wires (the wires connecting to the door)"

"How do | click? | don't have a mouse"

"Is this working?" Player clicking on the conductor rapidly, even after the conductor was disconnected

Player notices that the conductor went dark, but doesn't realize that the door was opened

Player is fiddling with the switch again, trying to reason that they need to do something with it

30 minutes later, the player is still in the tutorial room

Player was stuck in tutorial room, so moderator had to step in to tell the player where to go next in order to move the playtest along
Player taking some time walking around puzzle 2

Player misses the available power pole

"There's no text, | can't find any clues”

Player seems to be relying on text prompts to proceed

Player keeps activating sticky keys

"| feel dizzy from this"

Player expressing frustration and boredom from not know what to do

Player asked moderator for a hint, so moderator told player to go to electric pole

"Oh now it works"

Player is not sure where to go as Surge

Player manages to find their way to the conductor

"Oh I'm getting really dizzy from this" camera movements might be causing motion sickness as player is not used to playing these types of
games

® Playtest ends with player unable to get pass second puzzle

Playtest #5 (Joshua):
Main menu text does not fit or resize with different sized monitors
Tester commented that the main menu could be segmented better
Tried picking up random objects as Data when first entering the game
Found the switch in the first puzzle easily
A little disoriented when using the electric arc
Didn’t notice the battery change color when Surge left or returned to Data
Found camera movement nauseating when moving through wires initially. Got over this as they went through the test

. Player found that the power poles blended into the environment a bit. Mainly referred to the one that was knocked over in puzzle 2, and the
powered down one in puzzle 3

Accidently placed Surge on the power poles multiple times. Tester expressed frustration every time this occurred
Didn't place the final conductor in puzzle 3 properly. Had to go back and fix it twice

Found Surge was a bit slippery to control

Did not understand that mechanic of using both characters at the skill gate in puzzle 4

Moving between nodes in puzzle 4 broke. Couldn’t return to the initial power pole, and the movement was not following the orientation of
the camera despite working initially

Tried timing the run across puzzle 4

Player eventually figured out by accident that they could control both characters at the same time
Can fall off when walking towards the final switch in puzzle 5. Tester had to start all over

After being reset from falling out of bounds in puzzle 5, the tester completely lost their sense of space

Player commented that when switching characters and holding down mouse 1, it feels like you shouldn’t be able to move the camera
around and not effect Surge

Player could not figure out where the exit to puzzle 5 was because the entrance and exit look very similar and are right next to each other

The tester never understood where wires connected to bridges. The connection between the bridge and the arches related to them was
unclear





Test Analysis and Conclusions

Share a Thon - Playtest notes

Share a Thon - Gameplay Rec
https://sheridanc.sharepoint.com/:f:/sIGAME49333StudioPractice1-Team10/ElbVGf5UN2hIrMouA_zrlI8B7HNjfrLR4XFenDhkpljHgQ?e=WwmwSk

Tiago's gameplay notes

“Too dark” x7

® All players complained about the ambient lighting, saying it was too dark and difficult to locate/move around.

A solution to this problem would be to use darker textures and elements to maintain the atmosphere of the scene, with more ambient light, so
players can see the environment better without putting aesthetics at risk.

Examples:

A player leave Surge behind on the skill gate and “break” the game.

® A player went up the Central Hub elevator without Surge and didn't realize they could go back for him.

A solution to this problem would be to add some impediment that requires the player to get Surge back before exiting the Skill Gate puzzle.

The Crane puzzle end is not clear

® Some players didn't know how to complete the Crane puzzle because they didn't understand exactly what their goal was.

Crane's puzzle should have a more pronounced and explicit ending for players.

Difficulties in visualizing what was happening in the different planes of the game

® Players had a hard time understanding that they could move between columns in the bridge puzzle.
® Players had a hard time visualizing puzzle elements in Crane's puzzle.

This problem is mainly due to the limitation of the camera and the positioning of elements in a single plane.

Allowing the player to move in multiple planes can help make objects available at different angles, such as walls, ceilings, etc. which would
greatly facilitate visualization and understanding of the puzzles.

The Surge “travel” around the bridge is too long 4x

® Four players ended up taking the path around the spherical hall several times by mistake and were very frustrated by the delay.

A possible solution is to make the path faster and accessible only once.

Is too hard to get in the Electric Inductor
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® Several players had difficulty accessing the Electric Inductor with Surge, having to align the character several times until they succeeded.
A possible solution is to slow Surge's movement speed, making him easier to maneuver.

Another solution is to widen the angle of the Electric Inductor's collider ramp, making it easier for players to hit.

Aiming should be more forgivable on Data arm

® Most players had a lot of difficulty aiming at objects with Data, especially the Electric Pole or the most distant objects.

A solution to this problem would be to increase Data's interaction area with the elements, making it easier to aim and make it more forgiving. That
way players wouldn't need to literally aim in the exact direction of the object to interact with them.

Players found hard to figure out that Data can launch her arms

® Almost all players had a hard time understanding that Data could launch her arms without initial help.
® Players pressed the E and Q buttons, but thought they had some kind of problem.

One solution to this problem would be to allow players to throw Data's arms regardless of whether he is aiming at something interactive or not.
That way the arms would go out and come back. T

his would serve as an excellent feature feedback for players to understand the mechanics and its possibilities.
Too much information on “Surge room”

® Many players were confused about what to do in the Surge room, mainly because of the Electric Grid at the top.

One way to solve this problem is to move elements around so that they are presented in a more linear way at the beginning of the game.
Separating them into different environments according to their respective progression.

This will help keep players more focused on what's important during the learning process and prevent them from becoming overwhelmed with too
much unknown information.

Too difficult to understand when the Electric Pole is On/Off

® Players had a hard time understanding that the Electric Pole had to be on in order to interact with it.
® When Surge moved into a disconnected Electric Pole, the players didn't understand why they couldn't get Surge back with Data.

A solution to this problem would be to add animation, changing the way the Electric Pole is displayed when it is on/off. An animation and two
different shapes will more clearly inform the change of state and interactivity.

Likewise, when it comes to moving to an Electric Pole without energy, it would need to stay in another position or emit less particles, making it
clear that this is a different state.

Its hard to control Surge on the rails

® Some players had a hard time controlling the Surge on rails. Getting really frustrated when they tried to send him in one direction, but he went
in another.

One way to solve this problem would be to add an initial animation that works as a kind of slingshot. Where Surge would stretch out in the
direction in question before starting to move. This way players could see the movement forecast before starting, and cancel the action if it's not
what they want.

Another way to solve this problem would be to maintain player agency when Surge is traveling the rails. Players currently do not have any control

over Surge when he is moving along the rails. If the player could have control over him in those moments, being able to make him change
direction, that would take away a lot of the frustration.

Metallic Objects need a better texture

® Some players had trouble visualizing the Metallic Object as something interactive.
The Metallic object needs a texture that makes it better stand out from the rest of the scenery.

The Metallic object needs to be positioned in a way that is best readable as a key item.

Players had difficulty remembering that Surge has the electric arc on the skill gate

® All players had a tough time remembering that Surge could use Electric Arc to get past the Skill Gate.
® Many players tried to use Magnetic Attraction instead of Electric Arc.





Surge's abilities need to be better consolidated before they have a long cooldown.
Adding elements to Surge that showcase the abilities present in each of his hands will help players remember their existence.

It's hard to forget that your character can shoot when you're constantly seeing the gun in his hand.
Players had difficulty understanding when the crane was on/off

® Several players turned the Cranes on and off without understanding what exactly they were doing or if they were doing anything at all.
Cranes need to have a more striking animation demonstrating the state switch between on and off.

Adding SFX to reaffirm this change will help make this change clearer to players.

It’s hard to tell how you are supposed to interact with the crane

® Several players turned on the Cranes and suspected that they were supposed to interact with them but couldn't figure out how which left them
frustrated and confused.

Often players moved Surge through Metallic Rails unintentionally, leaving them frustrated.

® Due to the size of the Cranes, many players had a hard time understanding exactly how, and where, they were supposed to interact with
them.

To improve the clarity of this information, it would be better to use the orange tone only in the part that is interactable.

Likewise, it would be nice if there was an animation in that same part, showing the change of state and drawing the players' attention to that
specific element.

“The camera makes me think that | can press space to jump”

® One player said he was confused by how the camera was positioned, making him think it was a 3D platform game and pressing space
several times to jump.

A simple way to solve this problem would be to bring the camera closer to Data, less reminiscent of a platform game.

This can also make it easier for players to more easily tell when Surge is or is not on drums.

Accessibility controls option

® One player mentioned that the controls are not accessible for people with mobility difficulties.

One way to solve this problem would be to add extra options for people with motor difficulties.

“The way that the game is lightened doesn't make me think about how to solve the puzzles. The game is too dark so | just followed the lights without thinking about how exactly to solve the puzzle. "





® One player reported that the puzzles are very linear and that he just interacted with what came in front of him without thinking about it.

The Share a Thon demo's puzzles were quite linear due to the length of the demo. The addition of puzzles with more conflicting elements in
future versions will automatically resolve this issue.

Dropping the metalic object is too punitive

® When players tried to hold the Metallic Object up with Surge, and use Data, many of them would drop the object, and try to grab it again
without going back to Surge, which didn't happen. They felt frustrated that they had to go back to the Surge to grab it again.

A solution to this problem would be to increase Magnetic Attraction's area of effect, causing it to attract objects to the center position of Surge's
crosshairs, even when players aren't necessarily aiming for them.

That way, if the object falls close to Surge, when using the skill again, the object will return to the central position of the crosshairs.

Bugs

® |f players attach na arm to a electric pole and press space/ctrl before they got the battery, they will send a particle version of Surge
® One Crane is not working on the crane level

® In the crane puzzle, players can leave the metallic object on the top of the box and pass without using the crane box

® Surge not moving with the Crane

L]

Kill floor on skill gate not working

MVP Presentation Feedback

Comments:

heck yea!
Westley (12:13)

Answering the question without it being asked
Chris Crowell (12:13)

It's neat how the interactable objects are colour-coded depending on the character that is meant to interact with them
Gabe St. Onge (12:19)

this is looking super cool guys! hyped to see what you get in next! love the design of your humanoid character. super excitd to
see her model in game!

Lucas Gollan (12:20)

maaaaaannnn
if you can focus on some of those zesty fog effects, this place will look so cool

Westley (12:26)
Team 10 - are there personality or other narrative differences between the two characters?

otherwise, it could be interpreted as Surge moving around in a power suit? This is enforced by the human character just
standing still when "it's pilot" is out running wires.

Chris Crowell (12:27)
Looks excellent guys!
Mads (12:27)

are they no longer siblings in the lore?
gotcha gotcha

Lucas Gollan (12:28)

Just saying it looks right now (well, looks very nice!) but it reads as Surge piloting power armor, not that the sister is an active
entity when Surge is not present.

Chris Crowell (12:29)
good stuff
Michael Miller (12:29)

oooohhhh man this is really sick





Westley (12:29)
love that the little spark guy looks like a little jelly fish. hes so cute!

Lucas Gollan (12:29)
Narrative Design
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Narrative World Building

® Location
® The Sefornal Corporation

The game takes place within the modern era, in the year 2026. The world continues to develop new technologies at an ever-increasing rate.
Electric cars continue to work towards replacing gas fueled vehicles, robotic prosthetics have now been released and have become a topic of
debate, and multiple attempts to increase humanities reach into space have been attempted with self-operated spacecraft. Otherwise, the world
is still quite like the world we live in today.

Location

The game takes place within a derelict testing facility that belonged to a hidden branch of the Sefornal Corporation. This testing facility resides
underneath Signal Hill, a national historic sight overlooking St. John’s Newfoundland. The mountainous regions surrounding this historic sight
allowed for future expansions of the facility and an easy place to hide their experiments under the public eye.

The facility spans nearly two miles underground, measured from the top entryway to the lowest testing and holding facility. The entire structure is
built surrounding a central column which carries rotating platforms that grant access to all levels of the facility. The building is divided into four
levels, which divide its test subject by the lead scientist responsible for their management. The levels hold individual experiments in numerical
order except for some exceptions which are kept deep within the facility for safety and security reasons.

During gameplay, the game starts off at the bottom of the facility in holding cell 001. This cell is one of the two exceptions to the base numbering
scheme of the building, because the experiment inside is essential to the facilities ability to function. The other is numbered 201 which is held in

the deepest part of the facility, through a secure series of elevators and doors. This experiment is regarded as so dangerous it must be kept this
far from everything else.

The Sefornal Corporation

Sefornal publicly presents itself as the lead innovator in medicine, tech, and military products, and has spearheaded the development of many
deep space crafts. To the public, they have done great things for the development of human technologies, but their practices and methods
remained completely hidden. Since the societies founding, they have maintained a lead on the worlds technological advances and remained
close to half an era ahead in technology when compared to the rest of the world at any given time. This rapid advance in technology has only
increased as time has gone on. Around the world, the Sefornal corporation has discovered anomalies and societies around which facilities were
founded and hidden. The primary facility for this story is the one hidden underneath signal hill.

During the first exploration of the western world, Sefornal sent explorers with early British colonizers to explore the new world and report back
anything they found of interest to the foundation. It wasn’t until the 17th century, after the creation of the outpost on Signal Hill, that something of
note was discovered. During the creation of the outpost, a hidden cave was discovered. Within was a town of tribe’s people that primarily lived
within the dark confines of the cavern, only leaving through hidden exits near the base of the cliff the cave resides in. The builders called them
“mole people” because of their pure white skin and heavy disfigurement around the eyes, toes, and joints. Despite this, the foundation saw value
in the discovery of a civilization so removed from the rest of the world. Quickly, the witnesses were either discretely dealt with or taken into the
organization, and the outpost was completed without a word of the discovery reaching another person’s ear.



#

#

https://wilsonchan.atlassian.net/wiki/display/QUIR/viewpage.action?pageId=1156415643

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5

https://wilsonchan.atlassian.net/wiki/display/QUIR/viewpage.action?pageId=1156284555

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5

https://wilsonchan.atlassian.net/wiki/display/QUIR/viewpage.action?pageId=1156612183

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5



The foundation quickly began the construction of a larger space for the tribe’s people to live in, showing them their wealth of fantastic
technologies. Quickly it was discovered that a disease had grown within the caverns with these people, who had built up a tolerance to its
symptoms. After some time, it was determined that this contained plague was the culprit behind the people’s deformities. After over a year of
research and labor, Sefornal developed a cure for this illness, and the tribe praised them for this boon. After the cure was developed, these tribe
people were called “Devoted” by the foundation in all recorded logs and letters.

The Devoted saw these corporate manipulators as beings of divine or magical power. In their eyes Sefornal offered them kindness and gifts, thus
they did as they were instructed. Quickly the tribe was converted into a civilization that lived within the growing confines of the facility within the
coastline, worshipping their faceless corporate god and giving to the foundations every whim. To them, Sefornal means everything, and nothing
is too much to give.

During the construction of this facility, the tribe’s people were left to continue to use their ancient iconography and alphabet. Aside from the
normal numeric system that the foundation taught them, they still write with this system, but understand it verbally as English. The facilities signs,
maps and walls are marked with these symbols and have been updated with more modern materials over time.

The Devoted continued to receive education from the foundation, and eventually were left to run the facility on their own with regular reports and
communication with Sefornal becoming required every day. They act out the corporations demands and serve as the facilities staff for every role
necessary. Only select individuals that have been trained to exit the facility and perform covert operations are permitted to leave, and the colony
sees leaving the facility as heinous or an act of defying Sefornal. Anyone who ever questioned the foundation and openly showed this are visited
by members from outside the facility and brainwashed into continued belief. Because of this, the facility has remained without conflict for the
entirety of its existence until the raid that left it abandoned since.

Narrative Characters

® Data (Main Character 1)

® Aesthetic
® Personality
® Motivations
®* Flaws
® Arc
® Surge (Main Character 2)

® Aesthetic
® Personality
® Motivations
® Flaws
® Arc

® The Warden

® Motivations
® Arc
® The Accicorpus

® Aesthetic

The primary characters in the game are humans turned into living experiments. Other secondary characters include characters from the main
characters past and the enemies that the player will encounter during gameplay.

Data (Main Character 1)

Data is the older sister in the pair of siblings. She was born inside the testing facility and was swiftly used in experiments on replacing parts of the
human body with robotics. These experiments were more than just for prosthetics and used an experimental techno-organic substance that
transmuted living flesh into electrical robotics. As she grew older, she was exposed to more of this substance, and more of her body was
replaced with mechanical replicas. By the time she was thirteen her left side was completely made from these replacements, which had been
acutely refined to visually replicate the original body parts they were replacing.

She lives as a normal person would, requiring food, drink, and sleep to function. However, the robotic parts of her body require an electric charge
to function. She supplements this need with portable injector batteries which slot into her right leg. Without power, the robotic components of her
body shut down. Moving these parts becomes more and more sluggish until she is unable to move. However, direct contact with electrical
currents can power her internal batteries and give her a boost of power for a short period of time.

After the testing facility was raided, she escaped with the other test subjects, now more robot than human at this time. She went to live in secrecy
with the few friends she had made while inside the compound, taking a healthy supply of injector batteries with her.

Data was always aware that she had a younger brother and has seen images of him on occasion. Despite this she was never able to physically
meet or interact with her younger sibling and yearns to see him in person and love the sibling she’s had for so long. For this reason, she returned
to the facility six years after it had been abandoned to retrieve her lost brother. She left the charging stations she had at home and took what
remained of her supplies of injector batteries for the long journey. Once she found her brother, she had run out of these necessary supplies and
requires her younger brother to power her body so they can escape to a life they could deem as normal.

Aesthetic





Data is a young adult woman who inherited the Devoted genes of her parents. Thus, her skin is pale white, and her eyes are vibrant in color.
Most of her body has been replaced with techno-organic replicas of her original body. These machine parts grow with her and develop to perform
the same functions the human body requires to survive. The metal that makes up most of her body is well maintained, and many intricate circuits
run along her metal skin. The only parts of her body that have remained human are from her shoulders and up, excluding the back of the neck
and head. On the back of her head are large ports where special cables and computers can be plugged in for her to access machines with her
mind.

Personality

Kind, determined, protective and stubborn. Data has had plenty of time to grow up around various people, such as other test subjects or the
facilities scientists. Her time in and outside the facility have shaped her into a strong headed woman determined to protect her loved ones and
finish anything she starts. Despite these brash traits, she is also quite soft with specific people she is close with. Surge is one of these people
because of their sibling relationship. Even though she loves her brother, he can frustrate her to no end with his lack of understanding or care for
safety.

Motivations

Data wants to free her younger brother since he is the only remaining member of her direct family. She fears being alone and believes that the
familial bond she is missing with Surge will help with this. Because she is an older sibling, she feels obligated to mentor and protect her younger
brother and blames herself when he gets hurt.

Flaws

Data is arrogant and unable to let go of her responsibility of protecting her younger brother. She believes that her way is best when solving
problems or tackling challenges. She would rather Surge never have to get involved in helping them escape if possible, and this inherently makes
her make some poor decisions.

She is also wracked with guilt for leaving Surge in the facility in the first place. Whenever anything happens to Surge, she’ll blame herself and let
her emotions overwhelm her. She has little faith that Surge will make it on his own because of his youth and lack of experience with anything.

Arc

At the beginning of the game, Data will forcefully try to remain in control of Surge’s actions, pointing out where to go and yelling at him if he ever
goes somewhere she can't see. Her strong headed mindset towards protecting him prevents him from being a child that's learning about the
world, and inevitably halts their progress towards escaping.

As the game progresses, Data will begin to see that Surge can do things on his own. She’ll loosen up a small amount when directing him and
take moments to positively reinforce his actions after completing challenges.

Eventually the two will be forcefully separated by the Warden, and Data will break down thinking that losing Surge is her fault. It is after the two
reunite after being separated that Data will open after seeing that Surge made it out completely fine on his own. She’ll respect him more as a
person, and more as a brother who ventured forth to find her again.

At the end of the sibling’s journey, Data will have opened to Surge about her insecurities and have developed a trust with him that he can take
care of himself. To show this, she’ll allow Surge to travel around the electronic parts of her body and rest on her shoulder to see the world as they
exit the facility. This represents her giving him the freedom to explore and that she no longer believes that he needs to be restrained by the
batteries protection to be safe.

Surge (Main Character 2)

Surge is the younger brother in the pair of siblings. He was born ten years after Data during one of the facilities biggest downfalls. The facility had
expanded too far for their power generation to handle, and some of the facilities holding cells threatened shutting down and letting loose what
they held within. So, the scientists from the four wings came together and worked to find a solution. It was during this time that an anomaly was
discovered by Sefornal and transported to the compound for research. A small beetle made from electricity arrived and was immediately sent into
testing.

Both the anomaly and Surge were experimented on together until both combined into one being, turning the baby boy into a being made of
moving electricity. The power the child outputted was far more than expected and could power the facility and any of its expansions for as long as
he remained there. Surge was built a unique containment cell at the base of the facility and given the number 001 to establish his importance to
the facility.

Now made from moving electrons, Surge lost the need for food, drink, and sleep. He is confined to areas or objects built to hold electricity and
cannot leave them or risk his being diffusing into the surrounding environment. Because of this, when the facility was raided, he could not follow
the other experiments in their escape. He was left behind in solitude for six years until someone he didn’t recognize came back to the facility.

Now affixed to a battery on Data’s back, he can leave the room he has never left since his creation. Without Data, he is confined to the battery,
and will remain within it until connected to another object that can contain or transfer an electric charge.





Because of his life of isolation, Surge is very curious about most things. He seeks to learn more about the world, and the people he meets. He is
especially interested in meeting new people since he had very little social contact in his early life. Most of all, he wants to leave the facility and
see the world beyond the compound.

Aesthetic

Surge looks like a child between 7-10 years old and is completely made from radiant electricity and sparks. He commands the electricity that
makes up his body on a whim, and commonly doesn’t manifest himself to appear as a human child if no one is around. While moving, he loses all
form and becomes a flash of electricity. The only consistent appearance he shows is his eyes that are always apparent no matter what shape his
body takes. His pupils are different shapes; one is a plus sign and the other is a minus. Throughout the game he will make himself look human
more often while around Data, attempting to mimic what is suggested to him as a normal person.

Personality

Curious, childish, extroverted, and energetic. Surge has had very little contact with other living creatures throughout his life, and the time he spent
in the facility during its abandonment was done in a hibernated state. Thus, he has kept his childlike demeanor and curiosity. He is excited by
things he has never seen before and is ecstatic when meeting new people. These traits do make him somewhat clingy and overly trusting of the
people he meets first after being taken from the lab, which fortunately makes collaborating with him easier for Data.

Motivations

Surge wants to see the world outside of the facility and express himself openly instead of being confined. He'll do anything to never be trapped
like he was since birth. He naturally feels the need to interact with other living beings, seeking comfort and companionship since he never had
any.

Flaws

Arc

The Warden

The Warden is the main antagonist of the game, which the player never really sees until one point in the game where they pass by his dismantled
shell. The Warden is an Accicorpus that was given the most advanced shell any of these aliens have ever received. It was given to them to better
help them survey, manage and detain the experiments within this facility. No single experiment could overpower this monstrous machine on its
own.

It was during the raid that The Warden was destroyed by numerous escaped test subjects that it had previously upset in their attempts at escape
previously. The overseer and protector of the facility didn’t stand a chance against the numerous experiments that swarmed over it in their
attempts to flee in the chaos. Now its dilapidated husk resides just before the open hangar door, still resting where it fell in its final attempt to
keep the experiments from fleeing their containment and placing the world in all kinds of danger. From here it has remained barely alive and
unable to move, its mechanical limbs and servos damaged beyond repair. It remains mentally linked to the facility and can still speak through its
speaker systems. Its remote control is what allows it to block and assail Data and Surge throughout the game, shutting barriers or removing
platforms.

Motivations

The Warden was given the purpose of keeping all experiments housed in the facility from escaping. It failed in this task during the raid but
continued to believe that it could still redeem itself if it kept the only remaining experiment within the facilities walls. This final experiment is Surge.
Once Surge was released from its containment, The Warden would stop at nothing to assure that neither him or his sister would escape the
facility, dead or alive. To give up on its original purpose is suicide to it, and thus it will accept no compromise that does not involve Surge
remaining in the facility.

Arc

The Accicorpus





The Accicorpus are the creatures responsible for maintaining and protecting the different Sefornal facilities around the world. The name
Accicorpus is derived from the Latin words acciperus (take) and corpus (body) and was given to these creatures on account of their ability to
inhabit most nonliving objects, including dead bodies.

The Accicorpus was discovered in Brazil by a group of Portuguese colonizers in the 1500's, during the first colonization efforts of the country.
Very little documentation of their first discovery has survived, but what remains details the discovery of a dead walking tree with a massive
bloodshot eye. After this encounter, the creature disappeared and remained hidden until the 1800’s when members of Sefornal investigated a
series of meteors that crashed in south Brazil, a few miles west of Curitiba.

The foundation discovered a small group of these creatures working in tandem to create bodies out of the rocks they arrived in and the
surrounding foliage that was destroyed by the impact. Quickly they discovered that the creatures possess intelligence after one of the
investigators dropped his weapons as a sign of peace, and one of the creatures responded by revealing its fleshy vulnerable body from within its
shell. It then became clear that the creatures cannot communicate verbally, but instead naturally communicate through physical contact and the
exchange of images with the mind of their target.

The Accicorpus are galactic travellers seeking a place and purpose within the universe. Newborn creatures are kept within hollowed space rocks
that drift through the empty void and hopefully find somewhere for the creature to escape and develop. After finding Sefornal, they were quickly
given a new purpose as guards and managers of their most dangerous facilities in exchange for some of the best shells and bodies the
corporation could develop. The aliens took this exchange with absolute joy and have since reproduced and populated every secret Sefornal
location on the planet with terrifyingly efficient overseers and soldiers. Their numbers have become vast, and many of them reside in hibernation
deep underground in holding facilities around the world, ready to replace any of their kin should one fall during service.

Aesthetic

The Accicorpus inhabit a shell made of non-living material and can animate this body by extruding its soft fleshy body throughout. Their
appearance can take a variety of forms, but the Accicorpus that work for Sefornal inhabit shells built for them by the corporation. They are made
from metal alloys developed by the company and come in a small variety of shapes and sizes depending on the task set out for the specific unit.
The aliens that served in this facility commonly served managerial or security-based rolls and thus are equipped with means of detaining and
pacifying all test subjects.

Accicorpus within Sefornal are rarely given special shells for very important tasks. The Warden is one such shell designed to encompass the
facility with its outstretching titanic body. This terrifying husk can detain the most dangerous experiments in the facility. However, during the raid,
this menacing giant was defeated and lies dormant at the exit to the facility after being mauled and battered by many monstrous experiments.
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Narrative Timeline of Events/Iconic Scenes

® Narrative Events
® Storyboards

® Scene 01: Data finds Surge
® #01, Scene starts





#02
#03
#04
#05
® #06, Scene ends

® Scene 11: Data collects Surge

® #11, Scene starts
® #12
® #13
® #14, Scene ends

® Scene 21: First look at the facility
® #21, Scene starts, Scene ends

The following is a timeline and list of heavy narrative scenes or events with descriptions of what happens in those moments.

Narrative Events

Numerical Order — Scene #'s

1 - (01-10)
2 — (11-20)
3 - (21-30)
4 — (31-40)
5 — (41-50)
6 — (51-60)
7 - (61-70)
8 — (71-80)

Name of Event

Data finds Surge

Data frees Surge

Players first look at the facility

Siblings overcome their first challenge

Introducing the Accicorpus

Introducing the Energy Eaters

Accicorpus kill Energy Eaters

Surge is separated from Data

Description of Event

This is the introduction to the game. Data
finally makes it to Surge’s holding cell and
sees him through the glass. Both characters

Data completes her introductory puzzle and
rushes into collect her brother from the
battery. The two get their first contact with
each other. Briefly press their foreheads
against the glass part of the battery as the
power to the facility shuts down. Data places
the battery carrying Surge on her back and
moves on to this introductory puzzle.

The player exits the tutorial area around
Surge’s holding cell. The player gets a
dramatic look at the dilapidated facility now
casted in darkness.

After completing the first floor of the facility,
the two take a moment to briefly celebrate
with each other. Data teaches Surge the
motion of a high five and they both high five
between the glass case of the battery. Data
then picks the battery back up and moves on
to the next challenge.

As the player moves onto the next floor, they’ll
find one the remaining Accicorpus sentinels
watching over the path ahead. The player will
safely learn about the sentinels and their
mechanics before being able to move.

The player keeps moving forward past the first
sentinel and can see some energy eaters
consuming live wires in the distance before
quickly skittering off. This is meant to show
the players that these creatures eat electricity,
and thus will attack Surge.

The player will find another sentinel watching
over the path ahead. An Energy Eater will
attempt to eat some live wire that passes
underneath the sentinels watch and will be
killed by the sentinel. This shows the player
that the sentinels can kill the Energy Eaters
and could potentially attack Surge.

While the siblings are close to finished
exploring the third floor, Surge becomes
curious of something he sees connected to
the wires he is on and travels to investigate.
After tampering with some faulty machinery,





9 — (81-90) The siblings are reunited
10 - (91-100) Escaping the facility, The End
Storyboards

the wires that travel back to Data are
destroyed and the way between them is
blocked. Surge shows an expression of shock
and worry, and Data will beat against the
obstruction in a panic. Both characters
continue on their own for a brief period as
they reach the fourth floor.

After being separated, the two siblings are
reunited back on the fourth floor of the facility.
Surge rushes back to Data and she gives the
battery he is in a loving embrace. Data sheds
tears of joy and breathes a sigh of relief as
Surge makes motions towards her to show
that he’ll never wander off on his own again.

The siblings make their way to the exit of the
facility and make their way into the open
hangar. They walk out and are briefly blinded
by the bright sun over the gentle lapsing
waves off the coast of St'Johns. Data places
the battery on the ground beside her as she
sits down beside Surge. Now more humanoid,
as influenced by his time with his sister, Surge
stands beside her sister as they place their
hands against each other through the glass.
The two leave the facility and move on to what
awaits them in their future.

Storyboards for different scenes throughout the game can be found here, listed in the order they are intended to be viewed in during gameplay. A
single scene can have a maximum of 10 key frames to help manage scope and workload. Scenes are number by their order (the first digit), and

the frame number (second digit).

Scene 01: Data finds Surge
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#01, Scene starts

® Door slowly slides open with the quiet sound of decompressing pistons
® Data becomes visible between the doors
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#02

® Door jams and Data moves to force it open. Door grinds against its inner mechanisms
® Door opens and Data enters
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#03

¢ Data enters the room
® Door closes behind her with the same quiet hiss from the pistons
® Data sees something that gets her attention off screen

#04

® Data runs to the glass that sees into Surge’s room
® She pauses for a moment to take in what she sees
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#05

® Hanging shot reveals Surge in hibernation
® Energy siphoned from him flies from the column to the two rods on the edges of the room
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#06, Scene ends

® After analysing Surge’s room, Data turns to the rest of the room
® Camera zooms out to over her shoulder to match the player's camera
® Tutorial begins

Scene 11: Data collects Surge
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#11, Scene starts

® Data successfully transfers Surge to the battery pack. A big bolt of electricity jumps to one of the rods and travels along a wire wrapped

around the wall
® Camera follows Surge as he zips towards the battery
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#12

® Camera zooms out to reveal the battery pack as Surge reaches it
® Hear and then see Data approach from off screen






-

£ {)J

#13

® Data approaches the battery and unlocks it from the terminal as Surge wakes up. The unlocking mechanism audibly clicks and decompresses
® Surge looks at Data with wonder and surprise

¢ Data manages a polite smile through her concentration

® The power to the facility goes out, casting everything in darkness. Data’s pigtails and Surge glow in the dark to show movement
® Aloud CRASH is heard from afar in the dark

#14, Scene ends






Red emergency lights flick on to illuminate Data now wearing the battery on her back

L]
® Data looks around to find a way out

® Surge manifests an arrow to guide her to where he can help

® Camera rotates over Data’s shoulder, looking at the beginning of Surge’s puzzle

Scene 21: First look at the facility
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#21, Scene starts, Scene ends

Camera looks at a doorway on the next floor to show where to go next

After exiting Surge’s holding cell, the camera pans up to look up at the grand climb ahead
Data looks towards the first petal she used to get down and acts aggravated that it was destroyed when the power went out

Camera then pans down to look at the fallen Sefornal logo that broke the petal, and the puzzle surrounding it to eventually allow Data to climb

it Camera rotates over Data’s shoulder, looking at the beginning of Surge’s puzzle

Dialogue Script/Asset List

Asset  Speaking Dialogue Contents

# Character

1 Data Almost there. Never thought I'd come back here... Seems like some
of the old infrastructure still works. For better or for worse... Going to
need to find my way through if I'm going to find Surge.

2 Data Looks like the observers have been gone for some time. This place
is falling apart. Actually, | prefer that. Best not to have to deal with
them.

3 Data If 'm remembering right, this should bring me straight to Surge’s
cell. God, | hope you're still here.

4 Data/Surge Oh my god! Surge! It's me Data, your sister. I'm here to get you out!
Excited Bwoop
You can help? Great! Help me lower this platform.

5 Data Awesome! See if you can get inside that battery pack and I'll pick

you up.

Dialogue Play Location

Start of the game, Puzzle 1. As the player loads into the
game.

Beginning of puzzle 2, after the player falls off the broken
bridge after puzzle 1.

Walking through the broken pipe towards Surge’s Holding
Cell. Dialogue starts as the player enters the pipe.

Landing in Surge’s holding cell. Seeing surge for the first
time.

After crossing the first bridge in Surge’s holding cell, when
the player is prompted to switch characters.





6 Data/Surge

7 Data/Surge

8 Data/Surge

9 Data/Surge
/Warden

10 Data/Surge

11 Surge

12 Data/Surge
/Warden

13 Data/Surge

14 Data/Surge

Oh it's so nice to see you. | can’t remember how long it's been since
I've even seen a picture of you. Let’s get out of here.

Agreeing Bwoop

Amazed Bwoop

| can’t make it across this. There must be another way.
Attention Seeking Bwoop

Fine, but don’t be too long and stay where | can see you.
Nice job, but let’s try and separate as little as possible.
Confused Bwoop

(Warden Appears)

Oh no...

Who has... Oh, you've returned! And it appears you have stolen 001

from containment. You do not plan on leaving again do you? If so |
must prevent you from doing so.

You can try but we ARE getting out of here.
Confident Bwoop

Confidence is such a fickle thing. I'm sure you'll lose yours. You
know where your cells are for when you give up.

(Warden Dissapears)

Listen, in order to get out of here we're going to need to work
together but | need to establish some rules.

First, | need you to stay where | can see you, so no wandering off
okay?

Second, you ALWAYS come back to me when we’re moving on.
Annoyed bwoop

Okay. Happy you at least understood me.

Amazed Bwoop

(Warden Appears)

Man, can’t you just leave us alone?

My purpose is to oversee and prevent experiments from leaving the
facility. To avoid observing you would violate everything | know.

You continue to proceed despite witnessing the impossible
likelihood of your success. Such determination proves higher than
my projected results. Impressive, but you still will not exit the facility.

Yeah yeabh, just watch us then tin can.
Defiant Bwoop

(Warden Dissapears)

Curious Bwoop

Hmm? What's up buddy?
Questioning Bwoop

You wanna run off? | thought we’d been over this. You NEED to
come back to me when you're done. No exceptions.

Discontent Bwoop

Demanding Bwoop

| know you want to run off on your own Surge, but you can’t! Alright?
Angrily Questioning Bwoop

You just can’'t!!! Okay!?! Listen, we can talk about this later. Just
focus on helping us get out of here.

Data obtains Surge and his battery for the first time.

Exits onto the bridge where Surge leaves the battery for
the first time and gets to run free of Data.

Data crosses the bridge with Surge

Enters the central column room for the first time

Second Floor, first puzzle entrance

Entering the second floor, third puzzle

Central column. Plays as the player can walk and ascend
on the elevator to floor 3.

Third floor, first puzzle

Third floor, third puzzle





Sad Agreeing Bwoop

15 Data/Surge (Warden Appears) Central column, player walking to and using the elevator to
/Warden arrive at the fourth floor.

You still proceed further. This is a most unsatisfactory outcome. |
once again must state that you cannot exit the facility.

Yeah? Well you're doing a great job stopping us pal.

This is untrue, but | detect that was what you had intended to
present in that statement. Sarcasm | think is what it's called...

You know, a new variable appears to have impeded you further than
my own interventions. Your continued dispute between each other
has reduced the likelihood of success by 40 percent.

Sad Bwoop
Well I... uhhh...

Eurther intervention has become unadvised. I'll leave it to you two to
return back to your cells.

(Warden Dissapears)
Shoot...

16 Data/Surge Hey buddy, how are you doing back there? Fourth Floor, first puzzle/crane introduction
Sad Bwoop

Listen. I'm sorry for yelling earlier. I-I'm just... Scared. Scared of
losing you again.

Curious Bwoop
17 Data/Surge After we all escaped the facility back then, I thought I'd never get to Fourth Floor, second puzzle
see you. Being so much older as well, it almost felt like we were

strangers when | first found you.

When | finally had you in my arms... | never wanted to let go. That's
why | was so upset when you wanted to keep leaving.

Happy Bwoop
18 Data/Surge Alright. Looks like we’re going to need to split up for this place. Fourth Floor Third Puzzle
Nervous Bwoop

Don’t worry buddy. | trust you. I'll be right with you the entire time.
Let’s finish this and get out of here.

Confident Bwoop
19 Data/Surge Look! We're almost there! Central Column, Elevator and passage out of the facility.
/Warden
Excited Bwoop

(Warden Appears)
Stop! You cannot leave!

Oh my god, get out of the way!

No! You cannot leave this place! You MUST stay!

Why!?!
Angry Curious Bwoop

With no more experiments to oversee, | will have failed my
directives. Without directives, | will have no more guidelines to
follow. No more purpose.

But why not find a new one? Something that doesn’t involve keeping
us here. Me and Surge discovered a bunch about each other down
there. I'm sure you can find something new.

Reassuring Bwoop

| wasn't ever prompted with the idea of allocating new directives.
This has a projected success rate of 22 percent.

But why not try anyway? We're leaving no matter what, so you might
as well try until you succeed.





Happy Bwoop

Anyway. Goodbye Warden. Maybe well see you again when you find
those new directives.

Dialogue files should be labeled in the following way: Dialogue # _ Speaking Character _ Location.

Example: Dialoguel_Data_StartOfGame

Audio Design
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The purpose of this document is to specify and define the expected audio view for the audio, music and sounds of the Circuit Breaker project.
Descriptively defining the project's aesthetics, priorities, applications and asset list.

Audio Pillars
Minimalist

The score should be minimalist, with few elements and valuing the dynamics of the notes more than the quantity.

Environmental

The score must have an environmental character, being almost imperceptible for most parts of the game.

Synthetic elements

As it is a game about electric siblings, it is interesting that the soundtrack follows this theme and uses mostly electronic instruments.

Contemplative

As the game takes place in solitary and abandoned environments (only with the two siblings), it is interesting that the track makes these
environments more contemplative than scary.

Audio Vision

SFX

The sound effects of the game must have a robotic and synthetic aspect, reinforcing the characteristics of the protagonists and the environment.

MX

The soundtrack will have a minimalist character, with few notes, almost melancholy. Relying more on sound effects produced by synthesizers
and eventually with the presence of a solitary piano.

Audio Aesthetic

SFX

The aesthetics of sound effects will primarily be based on feedback effects, primarily concerned with delivering the message to the player.

These SFX will be aesthetically similar to what can be found in games like Portal, Deus Ex and Prey, and the movie Wall-E.
https://lyoutu.be/2pByCegljpU https:/lyoutu.be/UUSVFuDzTMM https://lyoutu.be/OIPxIvbc_cs

MX

The soundtrack will follow examples from genres such as Contemporary classical, ambient, electronic, taking inspiration from composers such as

Nils Frahn, Disasterpeaces, Hainbach and Erik Satier. Relying mostly on synthesizers, sound effects and piano to create an electronically lonely
synthetic atmosphere.



#

#

https://youtu.be/2pByCegIjpU

https://youtu.be/UU5VFuDzTMM

https://youtu.be/0IPxIvbc_cs



https://open.spotify.com/track/lygEMNaHIMwIXHfcOF53Sh? https://open.spotify.com/track/5626KdfISKfeDK7RJIQfSrE?
si=dc47cel12c8804h9fhttps://open.spotify.com/track si=d7156ff5827a4celhttps://open.spotify.com/track
12pbQx0tRNUPR5BM3NOJhck?si=56fd47f88b7f4d86 /0L5WGmfuDp4JgbOnv3eqOg?si=df79c9556d77447a

Music
Style

® Contemporary classical
® Ambient

® Electronic

® Experimental

Instrumentation

®* Roland FA-08
® Arturia Microfreak
® Arturia Pigment

Recording/Engineering Philosophy

® Digitally recorded

® Each instrument must have individual tracks
® Each effect must have individual tracks

® Tracks must be recorded in mono.

® Stereo tracks must be split into two mono tracks.

Implementation Philosophy

They will be divided into multiple layers and multiple segments. Being later mounted inside Unity using the Fmod middleware.
Tracks must work dynamically, with variable inputs and outputs for the track and individual elements within the tracks.

It is important that the tracks have a sound variation for each protagonist of the game. Varying the elements or effects according to the
protagonist the player is controlling to create a unique characteristic for each one.

Dynamic Range

The tracks will have a strong presence of bass and sub-bass elements, but with their solo melodic elements ranging between A202htz and
A808htz frequencies.

OST References

Main Menu

OST to play at the game’s main menu screen. Should pass the abandoned - but not melancholic - atmosphere of the game. Really mysterious.
https://lwww.youtube.com/watch?v=Lwntb4zcEmw&ab_channel=KniL

https://lwww.youtube.com/watch?v=zLWzHIhCj_l&ab_channel=SilvaGunner

Main Hub Theme

OST to play at the game’s main hub section. Should be contemplative, but not exactly happy. Should pass a sensation of discovery and safety.
https://open.spotify.com/track/7uWVu34XKqTFbQOmnRkver?si=f1ceOba44bff44d5
https://open.spotify.com/track/7p7UMfZLuw9XXuw8hAZigf?si=cbf42bbfb63849d0

https://www.youtube.com/watch?v=loWYuehVzVs&ab_channel=KniL (only the instrument composition, not the spook atmosphere/harmony)

Puzzle Theme

Sound-Design



https://open.spotify.com/track/1ygEMNaHlMwIXHfcOF53Sb?si=dc47ce12c8804b9f

https://open.spotify.com/track/1ygEMNaHlMwIXHfcOF53Sb?si=dc47ce12c8804b9f

https://open.spotify.com/track/2pbQx0tRnUPR5BM3NOJhck?si=56fd47f88b7f4d86

https://open.spotify.com/track/2pbQx0tRnUPR5BM3NOJhck?si=56fd47f88b7f4d86

https://open.spotify.com/track/5626KdflSKfeDK7RJQfSrE?si=d7156ff5827a4ce1

https://open.spotify.com/track/5626KdflSKfeDK7RJQfSrE?si=d7156ff5827a4ce1

https://open.spotify.com/track/0L5WGmfuDp4JgbOnv3eqOg?si=df79c9556d77447a

https://open.spotify.com/track/0L5WGmfuDp4JgbOnv3eqOg?si=df79c9556d77447a

https://www.youtube.com/watch?v=Lwntb4zcEmw&ab_channel=KniL

https://www.youtube.com/watch?v=zLWzHlhCj_I&ab_channel=SiIvaGunner

https://open.spotify.com/track/7uWVu34XKqTFbQOmnRkver?si=f1ce0ba44bff44d5

https://open.spotify.com/track/7p7UMfZLuw9XXuw8hAZigf?si=cbf42bbfb63849d0

https://www.youtube.com/watch?v=IoWYuehVzVs&ab_channel=KniL



Ambience

The SFX of the game environment will be formed mostly by background noise, reverberations or machine movements, but giving preference to
silence.

Abilities/ltems/Player Feedback

Surge abilities must have different SFX for when they start to be used, during use and at the end of use.

The interactions made by Data need to have different SFX for when they start to be made, during the process and at the end.

Objects/Enemies/Obstacles

Most encounters in the game are with inanimate objects that can be turned on or off. It is important for the player to know when these objects are
on or off.

The game's enemies work in a peacefully aggressive manner, attacking the player only when they approach unduly. They need alarming sound,
but not drastic enough to intimidate players.

Visual Effects

Most of the game's visual effects will consist of arcs or electrical sparks. These effects must be produced in a procedural way in order to avoid
perceptible repetitions that become annoying.

Player(s)

Both characters need SFX for their movement (steps on different surfaces) and feedback for the interactions they can make with the environment.

Likewise, when the player switches between characters, it is important that this has a striking and unique SFX.

Dynamic Range

The sound design of game elements will be one of the main sound elements of the gameplay experience, so they will cover a long dynamic
range in order to create unique and striking sound effects for each interaction, object or ability with a very distinct spacing between them, so to
avoid overlaps.

Voice-Over

Special Effect Voices

The only characters that have lines of "speech" in the game will be Data and Surge. However, but their lines are limited to sounds and murmurs
(as in Wall-E).

Therefore, their "speech" can be produced using only electronic/digital equipment or by applying heavy effects to audio samples. So the project
doesn't need a cast or voice-over recordings specifically.

Audio Technology
Requirements

Windows Supported

Single player

Memory and streaming limitations To be defined
Channel count limitations To be defined

DSP options To be defined

Environmental Effects (DSP) To be defined
Occlusion/Occluding options To be defined
Dynamic Mix options To be defined

Implementation
Development

® Ableton Live 11





® Cubase Pro 12
Engine

® Unity
Middleware

®* Fmod

Audio Asset List

Version Date Comment

Current Version (v. 6) Jan 31, 2023 00:22 Tiago Massochin

v.5 Jan 26, 2023 15:58 Tiago Massochin

v. 4 Nov 10, 2022 05:33 Tiago Massochin

v.3 Oct 13, 2022 04:52 Tiago Massochin

V.2 Oct 13, 2022 04:39 Tiago Massochin

v. 1 Oct 13, 2022 03:37 Tiago Massochin
MX
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e=JKUycV

SFX
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Name ID Categ Story Rules & Length | Description Track Style Gameplay Loop | Notes
ory Points Functions
FX 5

1 SFX_Data_Steps S

2 SFX_Surge_Mov ~ SFX 5
ement

3 SFX_Surge Batte SFX 3
ry_Out

4 SFX_Surge_Batte SFX 3
ry_In

5 SFX_Surge_Elect SFX 3
ricPole_In

6 SFX_Data_Switc ~ SFX 2
h_Surge

7 SFX_Surge Swit  SFX 2
ch_Data

8 SFX_Surge_Elect SFX 1
ricArc_Start

9 SFX_Surge_Elect SFX 1
ricArc_Using

10 SFX_Surge Elect SFX 1
ricArc_End

11 SFX_MetallicObje SFX 1

ct_Connected

12 SFX_MetallicObje SFX 1
ct_Disconnected

13 SFX_Surge Meta SFX 1
llicRail_SIn
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SSCI Retrospective's Record

Add New SSCI Retrospective

SSCI Retrospective form template

Description

Playtest

More in-studio playtesting

Mark empty commits “Build V.XX" so in the future we can use them again - no
need to push an actual build

Think about publishing next semester on Steam

Title

2023-04-05 SSCI
Retrospective Play

2023-03-29 SSCI
Retrospective Play

2023-03-22 SSCI
Retrospective Play

2023-03-15 SSCI
Retrospective Play

2023-01-18 SSCI
Retrospective Play

2023-01-11 SSCI
Retrospective Play

2023-03-08 SSCI
Retrospective Play

2022-12-07 SSCI
Retrospective Play

2023-02-01 SSCI
Retrospective Play

2023-02-15 SSCI
Retrospective Play

2023-02-08 SSCI
Retrospective Play

2022-12-01 SSCI
Retrospective Play

2023-01-25 SSCI
Retrospective Play

2022-11-23 SSCI
Retrospective Play

Date

06 Apr
2023

30 Mar
2023

23 Mar
2023

16 Mar
2023

19 Jan
2023
12 Jan

2023

09 Mar
2023

08 Dec
2022

02 Feb
2023

16 Feb
2023

08 Feb
2023

01 Dec
2022

26 Jan
2023

Participants

Due
date

@ Kevin Jacob Stanly  F@REER[RYESSeleslal)

@ Farryl Chang | | @ Hubery Chu | (@ Kevin Jacob Stanly | @ Wilson Chan| @ Joshua Pritchett

Assign
ee

Task appears on
2023-03-15 SSCI
Retrospective Play

2023-03-08 SSCI
Retrospective Play

2023-01-11 SSCI
Retrospective Play

2022-12-01 SSCI
Retrospective Play

Quiropraxis ( @ Wilson Chan | @ Farryl Chang| @ Hubery Chu | @ Joshua Pritchett
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https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c54ed545f50de9ee7901?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c54ed545f50de9ee7901?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c54ed545f50de9ee7901?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c54ed545f50de9ee7901?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence



2022-11-02 SSCI 03 Nov Quiropraxis (@ Wilson Chan| @ Farryl Chang | @ Hubery Chu ' @ Joshua Pritchett
Retrospective Play 2022

@ Kevin Jacob Stanly | F@RIEEOIYES )
2022-11-16 SSCI
Retrospective Play
2022-09-22 SSCI 22 Sep Quiropraxis (J@QRIELEL LR ] @ Farryl Chang @ Hubery Chu | @ Joshua Pritchett
Retrospective Play 2022

(@ Kevin Jacob Stanly | @ Wilson Chan)
2022-10-13 SSCI 13 Oct Quiropraxis (@ Wilson Chan| @ Farryl Chang | @ Hubery Chu ' @ Joshua Pritchett
Retrospective Play 2022

@ Kevin Jacob Stanly | F@RIEEOAYES )
2022-11-12 SSCI 10 Nov Quiropraxis (@ Wilson Chan | @ Farryl Chang '@ Hubery Chu | @ Joshua Pritchett
Retrospective Play 2022

@ Kevin Jacob Stanly  F@REEC[RYESSeleslal)
2022-09-29 SSCI 29 Sep Quiropraxis ( @ Wilson Chan| @ Farryl Chang '@ Hubery Chu '@ Joshua Pritchett
Retrospective Play 2022

@ Kevin Jacob Stanly F@RIEEONYEEE )
2022-10-05 SSCI 05 Oct Quiropraxis ( @ Wilson Chan | @ Farryl Chang @ Hubery Chu | @ Joshua Pritchett
Retrospective Play 2022

@ Kevin Jacob Stanly | F@RIEEONYESSIIN)

2022-09-22 SSCI Retrospective Play

[é__] Overview

Reflect on past work and identify opportunities for improvement by following the instructions for the Retrospective Play.

Date 22 Sep 2022
Team Quiropraxis

Participants Quiropraxis (N@RIELEAVEESLIIGN @ Farryl Chang| @ Hubery Chu | @ Joshua Pritchett

(@ Kevin Jacob Stanly | @ Wilson Chan)

Form https://forms.office.com/r/aTr6 T31NhN

Retrospective

) Add your Start doing, Stop doing, and Keep doing items to the table below. We'll use these to talk about how we can improve our
process going forward.

Start Stop Continue Invent

® Limit some communications to
between individuals to whom
the topic is most relevant (could
use Discord role channels),
then brief teams on these
discussions during meetings

® Some communication
inefficiencies during meetings

® Start prototyping and playing
around with ideas

® Following a unified vision and
making prompt decisions

Do our pre-work. ® We should have more initiative

Get an asset list(# of levels, # of
mechanics, # of art assets, # of
sound assets, etc.) for required
things needed for our MVP.

in getting this ready for each
meeting that we can show and
discuss on.

We really need to address our
scope, | feel it is way too large
now that we have had a few
weeks to get into the groove.

® Team meetings and constant ® Focus on our core experience,

communication and feedback.

puzzle stealth game and ask
what would we like to be able to
do as an electric and human
character to shock our audience
and get them excited.
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https://wilsonchan.atlassian.net/people/team/a88b1e59-515c-47c2-bde3-dc6ce915ab8c

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c54ed545f50de9ee7901?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c54ed545f50de9ee7901?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/people/team/a88b1e59-515c-47c2-bde3-dc6ce915ab8c

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c54ed545f50de9ee7901?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c54ed545f50de9ee7901?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/people/team/a88b1e59-515c-47c2-bde3-dc6ce915ab8c

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c54ed545f50de9ee7901?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c54ed545f50de9ee7901?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/people/team/a88b1e59-515c-47c2-bde3-dc6ce915ab8c

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c54ed545f50de9ee7901?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c54ed545f50de9ee7901?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/people/team/a88b1e59-515c-47c2-bde3-dc6ce915ab8c

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c54ed545f50de9ee7901?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c54ed545f50de9ee7901?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://www.atlassian.com/team-playbook/plays/retrospective

https://wilsonchan.atlassian.net/people/team/a88b1e59-515c-47c2-bde3-dc6ce915ab8c

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c54ed545f50de9ee7901?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c54ed545f50de9ee7901?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://forms.office.com/r/aTr6T31NhN



® Start solidifying ideas and

identify exactly what the core
play experience will be (with
visuals)

Start individually working on
things to help develop the game.
Prototyping very basic forms of
what we've come up with for
ideas could help prove their
significance and viability.

Start to model the game in the
engine and define and refine the
game system and narrative

Focus on solidifying the game
design

Move forward with more concept
sketches and

Prototyping or figuring out the
important mechanics of the
game and how it would look in a
3D perspective

Action items

® Limiting ourselves to the

milestones; we should start
delegating work for the project
outside of just the milestones
we need to submit

Focusing solely on the
milestones given to us by the
professors. We can start
working on prototyping things in
the game while we work on the
basic documentation milestones
they are giving us.

Rambling on how the game

should be.

Taking too much time on JIRA
and Confluence

Discussing ideas for the game,
including mechanics, puzzles,
visuals, and narrative

Communicate and deliberate
based on everyone's work and
ideas. We've had some great
brainstorming sessions come
from general discussions where
we have established core game
themes and mechanics. Let's
try to keep it up as we go
through post production.

Sharing ideas and accepting
feedback and suggestions

Keep having open discussions
of the game with the team
Involving with the team during
meetings and group works
Playing Badminton :)

® Use visuals and diagrams to
come up with different puzzles
that use the game's core
mechanic, so that we can have
a common understanding of
what the puzzles will be like

® With style!

® Start making a meeting agenda
to plan out what we're doing
every time we meet up. We
could have a monday agenda
vs a thursday agenda, where
we plan out sprints or check in
on sprints on mondays and
work on things as a team on
thursdays.

® We can present our ideas in
presentations (basically making
a pitch)

® Everyone should get familiar
with JIRA and Confluence soon

® Paying more attention to things
that are taught on Jira and
asking questions during the
current session

| Play more badminton & sports!

# (@ Joshua Pritchett get a shorts

#| Start to work and double every time/story point estimate and leave a month free as buffer to polish or fix issues

#| Create asset lists for every one of our disciplines [] 07 Oct 2022

| Create a single page where each of the action items for every retrospective is aggregated so we can quickly check if we forgot one
| Get used to presenting and pitching to team

# Filling out the retrospective forms before the meeting | @ Wilson Chan| by making sure there is a page available

2022-09-29 SSCI Retrospective Play

U Overview

Reflect on past work and identify opportunities for improvement by following the instructions for the Retrospective Play.

Date 29 Sep 2022

Team Quiropraxis

Participants Quiropraxis ( @ Wilson Chan | @ Farryl Chang '@ Hubery Chu ' @ Joshua Pritchett

@ Kevin Jacob Stanly §@EIEERVESSeI1TN)

Form Link Form

Retrospective

) Add your Start doing, Stop doing, and Keep doing items to the table below. We'll use these to talk about how we can improve our
process going forward.



https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://www.atlassian.com/team-playbook/plays/retrospective

https://wilsonchan.atlassian.net/people/team/a88b1e59-515c-47c2-bde3-dc6ce915ab8c

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c54ed545f50de9ee7901?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c54ed545f50de9ee7901?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://forms.office.com/Pages/ResponsePage.aspx?id=V8daRjEhEUe5o9gni1wLFFgIzqiHsZFJsCDJsaYSYthUODlTS1pXM0owQlMwT0ZLOUwwQldPRUhQUS4u



Start

Start working on the
development of small prototypes
to test the usability of the
proposed mechanics and
functions

Decide core mechanics by the
next week so we can begin to
prototype.

Project managers should take
notes on the Meeting Notes
pages every meeting and ensure
Confluence stays up to date.
Project managers should make
sure our action items on meeting
notes are being done by
referencing them constantly.

We should take initiative and
create tasks when necessary.
Establish our two weeks worth of
work.

Working on things other than the
base deliverables given to us by
class.

Start adding in the roadmap
tasks to our sprints

Finalizing some core mechanics
for the game - Prototyping and
testing these core puzzle
mechanics - More Badminton
(major missing )

Tutorials for all the different
features in Jira and Confluence,
especially for important
processes like exporting the task
list and deliverable list. That way,
we don't need to rely on Tiago
for those things.

Prototyping ideas & Have a
condensed list of possible
mechanics

Action items

Stop

® Atthe moment | can't think of
anything Honestly, | think the
team is doing very well, and we
are managing to follow the
schedule well in advance.

® Long meetings as a result of
tangents that go on for too long.

® | can't think of anything that
strongly opposed us this sprint.

® Some technical problems
around documents for a team
member - Working around them
led to some time delay

® Submitting things the night
before it's due. Let's aim to
submit things at least 24 hours
beforehand so that everyone
has a chance to look over them.
Since the deliverable list was
submitted at midnight, | was
asleep and wasn't able to see it
until the morning.

® |nefficiencies during meetings
(It's improved)

Continue

® Good communication,
organization and teamwork

® The team always
communicates about doubts or
updates

® All work is very well organized

® Team members constantly
support each other

® Being present, engaged and
doing good work.

® Messaging back and forth in
Discord to communicate
progress and problems during
sprints.

® Actively listening and engaging
in team meetings - Asking for
help and helping each other -
Active communication with the
team

® These retrospectives are pretty
helpful

® |eadership and prompt
decision making

Invent

We could have met to test the
games together while we did
our researches :)

Add timers to how long each
person can discuss something
during the initial stages and
expand discussion time when
we start converging on a single
idea.

Focusing on the core idea of a
topic and if more context is
needed, it will be asked for.
Like a presentation.

When delegating tasks for the
next sprint, we can look at the
class deliverables separately
from our own tasks for making
the game.

Speak up more often when in
doubts about anything small in
meetings

Wait so we no longer have to
put "Deliverables” in Jira, right?
We just edit the list on
Confluence? Same for task list
or no?

As project managers, when
there is a missing link on a
deliverable, notify the person
that did that.

(out of time)

#| Add Tutorials on Confluence for all the different features in Jira and Confluence |[:] 05 Oct 2022 f@REECAYES ol

# Get used to keeping our confluence up to date AND assess our previous retrospectives to ensure our action items get done and it isn’t
wasted J@RIECRYESIG @ Joshua Pritchett

# Aim to get our checking deliverables like Research Report a week before since we are ahead now to ensure we have enough eyes that check
things before submitting.

# Create presentations for larger pitches to maintain flow of discussion - summarize key points at the end of the presentation to bring
people back in

«| During presentations, it is the speaker’s time and wait until after to interject

2022-10-05 SSCI Retrospective Play

L] Overview

Reflect on past work and identify opportunities for improvement by following the instructions for the Retrospective Play.



https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://www.atlassian.com/team-playbook/plays/retrospective



Date
Team

Participants

From Link

Retrospective

05 Oct 2022
Quiropraxis

Quiropraxis (

Wilson Chan

Farryl Chang

Kevin Jacob Stanly  f@REEERYEESeIIY)

https://forms.office.com/r/kY6ju2d269

Hubery Chu

Joshua Pritchett

) Add your Start doing, Stop doing, and Keep doing items to the table below. We'll use these to talk about how we can improve our

process going forward.

Start ??

® Getting work into the engine
and prototyping our PoC Plan.

® Prototyping essentials for PoC
Making some final calls on
design decisions Meetings
related to disciplines whenever
necessary

Should start employing more
long term goals in preparation
for the PoC. For example giving
the long term goal to have a
character controller ready and
letting the programmers
delegate tasks to complete this
for the foreseen deadline. We
should also start encouraging
people in similar or the same
roles to meet with each other
more often to either discuss
tasks together or just work
together. Rubber ducky method
could be useful in some cases.

Start developing an asset list for
assets that we might need. We
don’t need to commit to making
any assets yet, but having a list
helps us start thinking about
what we’ll need. We can always
add or remove things later on.

Define all the features of the
game and the tasks necessary
for its completion and add this
information to our project

Stop

Sometimes too much discussion

with words rather than diagrams.

Some misunderstanding with
concepts pitched (but we're
good now!)

Stop trying to either plan a
meeting with the entire team to
make a decision the associated
roles could make on their own.
If the decision requires
comments from the whole team
we can chat about it first in
discord before making a
meeting for it, or putting the
discussion in the next meetings
agenda if the meeting is closely
upcoming.

We should stop having such
excellent ideas and forgetting to
write it down. Maybe we should
have a dedicated note-taker? |
mean hey, I'll volunteer

Not trusting other members'
decisions about tasks related to
their roles

Continue

® Communicating, being positive,
knowing when to be more
assertive. Using confluence and
checking up if we are
accomplishing our action items.

¢ Discussing and bouncing ideas
Bringing up concerns if there
are any Communicating design
[tech difficulties to the team

® Continue to discuss and
innovate on the ideas with the
team. Personally | think that on
days when we have the team in
person that we should take
advantage of the white boards
in the lab to illustrate our days
clearly to the team.

® The story point activity we did
on Tuesday to determine the
abilities we should have for
each character was pretty
helpful. We should continue
using it for creative decisions in
the future when we can'’t decide
on something.

® Good communication,
excitement about the project
and discussion on all topics

Invent

® Continue doing tasklists

independently from a meeting
so we can spend meeting time
appropriately. Using the agenda
and have timers for decisions to
be made based on the agenda.
e.g. 15 minutes to decide the
game. Make a call after time is

up.

Only invite required team
members for certain meetings
Make design decisions faster

When in online meetings and
trying to discuss ideas with the
team, everyone should try to
open up some kind of drawing
or diagramming program and
share their screen to better
communicate with the team,
and minimize people getting
wrong ideas about agreed upon
concepts.

| don’t really know what to write
here but hey, | really like the
concept sketches for Surge and
Data so far

It's really cool to use the
whiteboard in face-to-face
meetings to express ideas, we
should do this more often!



https://wilsonchan.atlassian.net/people/team/a88b1e59-515c-47c2-bde3-dc6ce915ab8c

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c54ed545f50de9ee7901?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c54ed545f50de9ee7901?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://forms.office.com/r/kY6ju2d269



® Early level & puzzle design ® Some meeting topics that didn't ® Enthusiasm & Input
(figure out what's needed need to involve everyone -
immediately) Others could have simply been
briefed on some decisions /
discussions

Action items

# Start doing meetings for smaller topics

2022-10-13 SSCI Retrospective Play

u Overview

® We could take this personality

test: https://www.16personalities.
com/ The report gives a scarily
accurate and extensive analysis
on how a person prefers to
work. Could help a lot in
understanding each team
member, how best to
communicate with them, what
kind of works they might prefer,
etc.

Reflect on past work and identify opportunities for improvement by following the instructions for the Retrospective Play.

Date 13 Oct 2022

Team Quiropraxis

Participants Quiropraxis ( @ Wilson Chan Farryl Chang
Kevin Jacob Stanly )

From Link Form

Retrospective

Joshua Pritchett

) Add your Start doing, Stop doing, and Keep doing items to the table below. We'll use these to talk about how we can improve our

process going forward.

Start Stop Continue
® Updating our roadmaps in ® Not sure. ® Communicating effectively,
MIRO with our new scope (e.g. being engaged and openness to
Gameplay mechanics, visual help each other.

designs etc.)

Thinking of how we'll work
during PoC week - e.g. work
hours, who is responsible for
presentation and etc.

Identify how to increase our
hook which is the narrative of
siblings as that is what makes
us memorable so far.

Push for engaging puzzles and
creative spins on our theme of
electricity, siblings and our
game objects.

Invent

® Potentially during POC week we

have channels split into
subteams where we work
reasonable hours together on
Discord VC so that when
necessary, we can ask
guestions/be available.

Constantly document our
process during PoC week for
our presentation!



https://www.16personalities.com/

https://www.16personalities.com/

https://www.atlassian.com/team-playbook/plays/retrospective

https://wilsonchan.atlassian.net/people/team/a88b1e59-515c-47c2-bde3-dc6ce915ab8c
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https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c54ed545f50de9ee7901?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c54ed545f50de9ee7901?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://forms.office.com/Pages/ResponsePage.aspx?id=V8daRjEhEUe5o9gni1wLFFgIzqiHsZFJsCDJsaYSYthUNEdJVUFTNDY0M05JREEwTlc5SEoySzU5Si4u



® Solidifying an agenda for both

the Monday and Thursday
meetings. As of right now it
seems that the Thursday
meetings are our check ins for

tasks and our Monday meetings

are when we start and end
sprints. A small discussion

should be held to identify when

things will happen, like the

designation of new tasks for the

next sprint.

® Prioritizing puzzle design and

planning for POC
Programming core puzzle
elements

® Start making a task list for the

PoC so that we're ready to hit
the ground running on Monday

® A playable level combining

works that have been done for
demonstration

® Focus on the production of the

PoC to make an interesting
prototype that legitimates our
intention with the game.

Action items

™

”

® |t's hard for me to think of

something we need to stop
doing right now.

Can't think of anything tbh

| can't think of anything at the
moment

The past week was
FANTASTIC. We've improved in
many areas, and | can't think of
anything lacking that's worth
mentioning.

Adding large Tasks to Stories,
we should try to break them into
smaller tasks as much as
possible, like things that are
doable in one day.

Add link to retrospective play inside meeting notes

Talking to each other in
separate discussions that only
need those people. We've been
moving ahead so much
smoother without calling a
meeting for everything XD.

Asking for help
Active communication

It was very helpful when Tiago
drew out his puzzle ideas on the
whiteboard, we should use that
strategy more often

Communicating clearly via
illustrations, distributing and
discussing tasks, then
combining everyone's works

The excellent enthusiasm for
the project and the proactivity
regarding the things we need to
do!

Try to break down tasks as small as possible so that they're doable in one day

Maybe we could take some of
the sticky notes we use from
our in person meetings on
Tuesday and post them on the
wall near our workstations as
reminders. Like key mechanics
or themes we want to make
sure we stick to

If team members have more
time, maybe start focusing on
future tasks to keep the project
moving

| don't really know what to write
here but hey, if you guys need
me to program or model
anything, just let me know

Have written info (nothing too
detailed) for more complex
mechanics / workflows that are
upcoming

The team could split the cost of
some badminton birds so we
don't need Sheridan's _

When do our sprints end??? End sprints Wednesday for Zain’s meeting and start creating new sprint after and Monday will be our next

sprint start.

Constantly document our process for the PoC presentation

@ Wilson Chan | Bring birdie for badminton

Keep everything within Confluence

2022-11-02 SSCI Retrospective Play

U Overview

Reflect on past work and identify opportunities for improvement by following the instructions for the Retrospective Play.

Date
Team

Participants

From Link

Retrospective

03 Nov 2022
Quiropraxis

Quiropraxis (@ Wilson Chan '@ Farryl Chang| @ Hubery Chu| @ Joshua Pritchett

@ Kevin Jacob Stanly  F@RIEEONYESSIIE)

Survey Form
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https://forms.office.com/Pages/ResponsePage.aspx?id=V8daRjEhEUe5o9gni1wLFFgIzqiHsZFJsCDJsaYSYthUNUZZVVFTVzZPSktDRkhMV09GQlY0RzRQMi4u



) Add your Start doing, Stop doing, and Keep doing items to the table below. We'll use these to talk about how we can improve our
process going forward.

Start Stop Continue Invent

Creating a list of assets and
work that needs to be done for
MVP.

Reworking mechanics technical
wise Fix bugs Draw more
sketches for future concepts

Define a development timeline
for the entire project. - Defining
the main elements for the next
version and their related stories
and tasks.

Polishing mechanics, make
visual / animations as feedbacks

Implement simultaneous ability
activation so we can test the
design

Measuring what we feel is the
minimum requirements for the
MVP. What makes up what we
would consider to be a
completed minimum viable
product?

Not referencing our core pillars
and hook + target gameplay
experience during discussions
as if we did, we may be able to
get through them faster.

Try to stop merge conflicts as
much as we can (leads to more
time loss)

Develop aspects in a very
advanced way before we first
test their fundamentals

Playtesting last minute - Testing
unfinished work could give us
better ideas of what to change
before investing too much into
said work (especially when it
comes to puzzle mechanics)

Like Jeff mentioned, stop
focusing on gameplay situations
(e.g. "there will be a puzzle
where you can do X") and start
focusing on the mechanics
/components that are used to
create those situations

Reaching further out with our
tasks. Some people may feel
they don't have enough during
the current sprint so it may be
beneficial to reach into the next
to pull for more work that could
be done sooner.

® Enthusiasm and constant
communication.

® Communicating effectively
Asking for help when needed

® The team is extremely
motivated. - Everyone is
excellent at what they do and
always gives their best.

® Communicating efficiently and
delegating tasks accordingly

® Continue building out our
roadmap so we know what still
needs to be done moving
forward

¢ Continue to hold and work on
regimented meetings. Continue
communicating with everyone
as we work to keep everyone in
the loop and keep the work
flowing.

Communicating what we're
working on more frequently in
case someone needs to talk
about something regarding that
task.

Document and consistently
share ideas to get feedback and
iterate on it

We should celebrate as a group
the next time we release
another gorgeous version (as
the PoC).

Potentially record playtest
sessions so that team members
who are interested can watch
them

Running out of time uhhh

Maybe we can start reviewing
the roadmap during every
monday meeting before
delegating tasks to see where
we are and what might still need
to be done before we move on.

Action items

# Create an asset list for what needs to be built for MVP

«* ldentify our criteria for what would make our MVP successful
#| If someone is done with their tasks or doesn’t have anything to work on, they can start pulling tasks from the next sprint

# Review the roadmap during every Monday meeting before delegating tasks

2022-11-12 SSCI Retrospective Play

L] Overview

Reflect on past work and identify opportunities for improvement by following the instructions for the Retrospective Play.

Date 10 Nov 2022
Team Quiropraxis
Participants Joshua Pritchett

Quiropraxis (| @ Wilson Chan Farryl Chang Hubery Chu

Kevin Jacob Stanly  R@RIEENYESSSllN)

Form Link Form
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https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://forms.office.com/Pages/ResponsePage.aspx?id=V8daRjEhEUe5o9gni1wLFFgIzqiHsZFJsCDJsaYSYthUN1JBWFdOSVhRUloyMThXVlJQMFdTT0JNSy4u



Retrospective

) Add your Start doing, Stop doing, and Keep doing items to the table below. We'll use these to talk about how we can improve our
process going forward.

Start Stop Continue Invent

® Look at scope and do a sanity ® We should aim to communicate ® Not sure.

check. Prioritize remaining
tasks. Maybe set a date for
when we have to decide when
to cut content.

® Moving onto the development
of the next mechanics

anything we plan to change
before we actually do so. This
way we get an opportunity to
get buy-in from the team before
resources are spent.

Maybe not stop completely, but
focusing solely on bug fixes for
a sprint makes the project feel
like we've stopped making
progress towards the
completion of our goals. Having
one person work on bugs while
the other starts work on the
next mechanics could be a
better way of keeping things
moving forward.

Enthusiasm and motivation. Plus all
the days in person we chat and hang
out.

Playtesting. Playtesting from the
PoC is what drove a lot of what we
did this sprint because of the
feedback we got from it. More
iterative playtests when we get new
mechanics or new levels done could
be very beneficial in the long run.

®* When we come to the new
sprints | think we should look
back at our roadmap and see
how it reflects what we currently
NEED to do for the project
compared to what we THOUGHT
we'd need for the project at this
point.





® Start developing and

implementing Data's mechanics

Prototyping mechanics faster
and more efficiently to test and
validate them as soon as
possible.

Focusing on the core
mechanics for Data and getting
started Adding and testing
signifiers Fix Surge's abilities as
soon as we can (So we can
move on) Documenting the
abilities once it's in a decent
state Using level design tools
(assets) to build out levels

® Stop putting so much focus on

Surge and Surge's gameplay
because it's shifting the
"cooperate as a pair"
experience into an "electric guy
does everything" experience

® On the one hand, | would like

the project to have fewer
changes and for us to stay
focused on what we already
have. However, it is better to
change things now than later if
they have to be changed... So
maybe it's better not to change
things without first knowing if
they will work or not.

® Not sure what to put on here :(

® Tiago's diagrams that

demonstrate gameplay
elements visually are really nice

® Openly discussing the

mechanics/concepts/details of
the project. These discussions
always increase team
collaboration, and | believe they
create better results.

Actively communicating and
asking for help Playing
Badminton :D

Alright, hear me out. So Surge's
specialty is that he can charge things
and Data's specialty is that she can
move things, right? But with how it
currently is, Surge can also move
things with his electric arc ability,
which makes Data feel less unique
and relevant. So what if we change it
so that Data's specialty is that she can
CONTROL things? | mean it fits with
her cyborg background and the idea
of operating devices like the switch.
Like, for example, she can control
devices like cranes and switches from
a distance, right? What if she could,
like, have an ability that lets her
expand her vision and see around
walls and stuff to be able to control
devices that are out of view (like
controlling an abandoned security
camera or something, | don't know)?
Also, | think we should give Data
some cool abilities too, not just Data.
Tiago, remember that list of 6
mechanics you had for Surge before?
What if we took some of those and
gave them to Data instead so she
feels less like an Uber carrier for
Surge? Or we could come up with
totally new mechanics as well, just
give Data something more to do. Oh
and.....Sorry, | spent all my time
writing a thesis for Invent that | didn't
realize | ran out of time so I'm filling
out a second form. Anyways, as | was
saying, if we could give Data stuff to
control, like machines and stuff, | think
it would help make her feel more
relevant to the player since a lot of
playtesters from our previous playtest
felt that Data didn't really do that
much. Like | know we have stuff
planned for her that wasn't in the PoC
because we didn't have time but if we
could create the same reaction of
"whoa, that's cool" that we had when
players zipped through the long wire
segment with Surge in the PoC and
have players react that way to
something only Data can do, it will
make her stand out more. To
summarize, I'm just suggesting that
we put a bit more focus on developing
Data's mechanics rather than Surge
at the moment.

® We should use the lab
computers to play something
together when we're not playing
badminton ()

® Get feedback sooner than later





® Some communication
inefficiencies (group meeting
topics aren't always relevant to
everyone

® More polish and bug fixing - * Diligence and feedback-seeking

Test as soon as things are
"good enough" to iterate further
& discover new issues

Action items

2022-11-16 SSCI Retrospective Play

u Overview

Reflect on past work and identify opportunities for improvement by following the instructions for the Retrospective Play.

Date
Team Quiropraxis
Participants

From Link https://forms.office.com/Pages/ResponsePage.aspx?
id=V8daRjEhEUe509gnilwLFFglzqiHsZFJsCDJsaYSYthUNFNUMzBVV1RKNIVVSEFGMEJZ

MVFTQzRUNi4u

Retrospective

) Add your Start doing, Stop doing, and Keep doing items to the table below. We'll use these to talk about how we can improve our
process going forward.

Start Stop Continue Invent

® Potentially getting feedback ® No idea atm. ® Communicating well and ® Having a deadline for a build to

from external people on
signifiers of our game objects to
see if it is clear rather than
doing it next semester when we
start modeling

Defining what the MVP will
require and making sure it
aligns with the roadmap we
have made thus far. | personally
still don't have a complete
understanding of what we
believe we need for the MVP.

We should identify bottlenecks
that members of the team are
having and work to resolve
them (e.g. not knowing all of the
mechanics and metrics is a
bottleneck for level mapping)

Test the crane mechanics and
the new switch model to ensure
they work as intended.

Can't think of anything.

Something that held us back is

not having fully defined criteria

for what we need to have in our
MVP

Worrying so much about how
the mechanics fit contextually
into the final game. If the
mechanics are good, no one will
care that they don't make sense
in the real world.

discussions to get our team
vision set.

Balling out of control. Serious
answer: Continue to
communicate our ideas and
criticism with the team on
Discord. Keeps everyone up to
date and involves everyone in
the design process for most of
the game.

Continue developing our
mechanics and abilities so that
we can start greyboxing for the
MVP

Discussing constructively and
giving excellent feedback on all
aspects of the game in all areas.

be ready before MVP so that we
can playtest.

| myself might start doing this,
but individuals could start doing
personal dev logs for each
sprint to create some pieces for
their portfolio.

In terms of improving the asset
creation pipeline, it would be
helpful if, in the concept
sketches, | could get images of
what the props look like in
different states if they have
different states (e.g. on/off,
activated/deactivated, mode A
/mode B/mode C, etc.)

Maybe it's a good idea to put
more focus on playtests and
quick prototypes



https://www.atlassian.com/team-playbook/plays/retrospective
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¢ 3D Modelling Environment
(Make it modular). Finishing up
the abilities so level designers
can start creating levels soon.

® Maybe have a concrete vision
for the MVP (exactly what it will
be like)

Action items

® Not sure what to put here

® Other courses

2022-11-23 SSCI Retrospective Play

u Overview

® Communicating with the team if
there are any blockers.
Communicate within disciplines
effectively

® Collaborating with teammates
and communicating avidly

® Not sure

® Haven't played badminton for
weeks

Reflect on past work and identify opportunities for improvement by following the instructions for the Retrospective Play.

Date
Team
Participants

From Link

Retrospective

Quiropraxis

Form

) Add your Start doing, Stop doing, and Keep doing items to the table below. We'll use these to talk about how we can improve our

process going forward.

Start

Ensure everyone is working within
the engine for the remainder of the
semester.

Making a build for every sprint so
that at the end of each sprint, we can
see our progress (or lack of
progress) and adjust our plan moving
forward

Build the beginning portion of the
MVP!

The pre-work solves this, but start
laying out the roadmap for
completing the MVP.

Making the plan for MVP Main
mechanics and levels needed for
MVP (Must haves)

Start to work on the MVP! Let's
goooo!

Action items

Stop
Redundancies: Have a backup
person who can submit things +

documentation on how to export
required documents.

Stop working on anything that won't
go into the MVP

Other life stuffs and the deep dive -
It's unavoidable

Don't know

Personal problems

Thinking about original mechanics is
tough man...

Continue

Engagement and communication.

Continue designing the levels and
layouts that will be in the MVP

Clear ideas of what to do

Our communication has been pretty
top notch

Active communication and letting the
team know when we encounter
issues/blockers. Continue
showcasing amazing work :)

Excellent feedback exchange

Invent

Now that its harder for everyone to
get together, how about we let each
other know before our in-person days
if anyone plans on staying after class
to hang out. Also thinking of other
options to do that can work with
different # of people.

Consider abilities implications in
interacting with the open world /
unlocking areas

cant think of anything.

Maybe get someone to model our
characters from the animation
program

| miss playing badminton



https://www.atlassian.com/team-playbook/plays/retrospective

https://forms.office.com/Pages/ResponsePage.aspx?id=V8daRjEhEUe5o9gni1wLFFgIzqiHsZFJsCDJsaYSYthUNERRMzVYTUQzVkRQTkJHSkVNS0I2VTAzNC4u



L Wilson Chan | Do the 3D asset for Data and ask for feedback from experienced people and test rig the organic and mechanical mix during

the winter break - Use Animation as a consultant

# Look for online games and then half the time we do that and other half we try to get into play Badminton

2022-12-01 SSCI Retrospective Play

L] Overview

Reflect on past work and identify opportunities for improvement by following the instructions for the Retrospective Play.

Date
Team
Participants

From Link

Retrospective

01 Dec 2022

Quiropraxis

https://forms.office.com/Pages/ResponsePage.aspx?
id=V8daRjEhEUe509gnilwLFFglzqiHsZFJsCDJsaYSYthUMEILRUFOWIpaTFZGVTRLSUtH

WVpNUESJWC4u

) Add your Start doing, Stop doing, and Keep doing items to the table below. We'll use these to talk about how we can improve our

process going forward.

Start

Determine when we should make a
build before our meeting with
Eduardo. Update our Pitch
presentation based on what we
learned from Tuesday.

Some in studio playtesting. Once we
have the mechanics for the MVP
implemented, lets have us play
through it individually to see where
we get stuck if we do at all. This
would serve as a very simple form
playtesting before moving onto actual
playtesting.

Putting all our efforts into the MVP

Make sure everyone knows exactly
what mechanics and elements are
going into the planned levels so that
we can focus our efforts on polishing
those

Completing all the essentials for
MVP. Making and testing builds often
as some things can break. Make a
playable build this week for our team
advisor. Working on our signifiers for
the MVP Gold/MVP (crucial)

MVP Build

4 Action items

Stop

Not sure.

Can't think of anything.

Now nothing will hold us back

Stop working on any mechanics or
elements that won't be in the level
designs for the MVP

Working on anything that is not going
into the MVP (if we still are)

Can't think of any

# Make build by Sunday and then a final MVP one the following week

Continue

Communication , engagement and
open mindedness.

Allocating tasks within smaller
groups has sped up our meeting
process significantly so that we can
start to get to work faster.

Working as a team and thinking
about the next steps

Continue communicating between
the different disciplines so that we
can smoothly integrate everyone's
work into the MVP

Helping each other and getting
feedback. Having small meetings
within disciplines.

Effective communication between
specific roles

Joshua Pritchett

Invent

Start thinking about our schedules for
next semester, potentially shift when
our sprints start and end depending
on that. e.g, atm | mainly get most of
my work done after Tuesday.

If people feel it necessary, the idea of
doing small meet ups with others you
are directly blocking with your task
throughout the sprint could better
communicate to them when they'll be
able to start working.

It might be a good idea for us to start
looking into the legal issues and
difficulties of publishing our game on
Steam if that's really what we want to
do

What do you guys think about the
level design paper prototype from
Tuesday? Was it helpful for
envisioning the level and identifying
potential issues?

not sure :(

Canl/t think of any



https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://www.atlassian.com/team-playbook/plays/retrospective
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# Playtest in week 13

Think about publishing next semester on Steam

2022-12-07 SSCI Retrospective Play

U Overview

Reflect on past work and identify opportunities for improvement by following the instructions for the Retrospective Play.

Date
Team
Participants

From Link

Retrospective

08 Dec 2022

Quiropraxis

https://forms.office.com/Pages/ResponsePage.aspx?
id=V8daRjEhEUe509gnilwLFFglzqiHsZFJsCDJsaYSYthUQOJYN1hPOEZNSVdHWk3QTVV

ODNTTDJEUC4u

) Add your Start doing, Stop doing, and Keep doing items to the table below. We'll use these to talk about how we can improve our

process going forward.

Start
Playtest! Both internally and

externally. By Monday we have more
notes on what we need to improve.

Get a build a bit before Thursday &
Playtest

Fixing bugs. Plugging in VFX for
visual feedback and testing it.
Testing SFX and making builds.

Think about the next steps

Finish up and get ready to make the
MVP build. Establish when we would
be done.

Start testing

4 Action items

Stop

Assuming too much about how things
work and not double checking
documentation. Measure twice
before cutting. This will save us time.

REALLY don't know

Merge conflicts and resolving it :(

Not read the doc about mechanics
and elements before starting to work
on them

Can't think of anything

[ Joshua Pritchett| Rent out headset from SCAET building

« Document things as soon as they are done

2023-01-11 SSCI Retrospective Play

U Overview

Continue

Positive attitude and desire to help
others who may be stuck.

Delivering high-quality work and
collaborating with teammates
throughout the week

Communicating effectively and
receiving feedback. Letting the team
know about blockers.

Asking questions when in doubt

Our constant communication,
collaboration, and understanding.
Everyone has been working really
well as a team.

Continue with the high-quality work

Invent

Estimating when each set of tasks
will get done by date then give an
update each day of the week to see if
how accurate things are.

Bring a headset to the showcase
because it'll probably be loud around

Probably document mechanics right
away once it's implemented so team
members do not need to rely on
scheduling a meeting for it.

We could put the most important
milestones on the whiteboard in the
lab

Can't think of anything

| don't know

Reflect on past work and identify opportunities for improvement by following the instructions for the Retrospective Play.

Date

Team

12 Jan 2023

Quiropraxis



https://www.atlassian.com/team-playbook/plays/retrospective

https://forms.office.com/Pages/ResponsePage.aspx?id=V8daRjEhEUe5o9gni1wLFFgIzqiHsZFJsCDJsaYSYthUQ0JYN1hPOEZNSVdHWjk3QTVVODNTTDJEUC4u

https://forms.office.com/Pages/ResponsePage.aspx?id=V8daRjEhEUe5o9gni1wLFFgIzqiHsZFJsCDJsaYSYthUQ0JYN1hPOEZNSVdHWjk3QTVVODNTTDJEUC4u

https://forms.office.com/Pages/ResponsePage.aspx?id=V8daRjEhEUe5o9gni1wLFFgIzqiHsZFJsCDJsaYSYthUQ0JYN1hPOEZNSVdHWjk3QTVVODNTTDJEUC4u

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://www.atlassian.com/team-playbook/plays/retrospective



Participants

From Link

Retrospective

Farryl Chang
Joshua Pritchett

Hubery Chu

Kevin Jacob Stanly

https://forms.office.com/r/GgSfAGXa33

Wilson Chan

#» Add your Start doing, Stop doing, and Keep doing items to the table below. We'll use these to talk about how we can improve our

process going forward.

Start

Must have, nice to have, save it for
sequel update. Discussion on how
important lighting the levels for each
playtest is.

Doing at least somewhat regular
playtests each sprint. | think doing a
session every week would give us
the best results for feedback.

Defining milestones for this semester

Lots of playtests; Experiment with
new mechanics; Design the actual
opening & tutorials

Completing the mechanics from the
necessary list. Think about if we
need to add any other mechanics
/elements from the nice-to-have list
Playtesting and documenting results

4 Action items

| Don't forget about the milestones

Mark empty commits “Build V.XX" so in the future we can use them again - no need to push an actual build

Stop

Folder organization- | have a hard
time looking for things. But worried if
we refactor it, Unity may lose
metadata links to them resulting in
bugs.

Can't think of anything

| can't think of anything

Not much so far

Can't think of anything

# GARTIC PHONE Next week - B4 4:30 PM EST
2023-01-18 SSCI Retrospective Play

U Overview

Continue

Communication and effort.

Planning ahead and being ready to
change up that plan if we need to.
Communicating with everyone
individually and calling for the teams
consideration if necessary.

Playtesting and polishing the design

Communication; Being willing to
make changes for the bigger picture

Communicating and asking for help.
Asking for feedback. Clarify on
design before making models/feature

Invent

Try to find activities we can do as a
team within the hour between classes
on Tuesday?

| like the idea of having the
computers in the lab for making
builds for testing. It would make
regular testing far easier for anyone
doing it in person.

If anyone else has ideas for puzzles
or wants to try making one, feel free
to shoot them over to us level
designers and we’ll build it out for
you. Things like “what if you hold the
conductor in the air as Surge to
connect a floating wire,” | never
would’ve thought of it on my own

Can't think of any

Making weekly builds (if any new
feature is added). It'll be nice to see
and document how to game
progresses from each build to build

Reflect on past work and identify opportunities for improvement by following the instructions for the Retrospective Play.

Date
Team

Participants

From Link

19 Jan 2023
Quiropraxis

Quiropraxis (

Wilson Chan

Farryl Chang

Kevin Jacob Stanly | @RIECRYESSeIealll)

Form

Hubery Chu

Joshua Pritchett



https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c54ed545f50de9ee7901?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c54ed545f50de9ee7901?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://forms.office.com/r/GgSfAGXa33

https://www.atlassian.com/team-playbook/plays/retrospective

https://wilsonchan.atlassian.net/people/team/a88b1e59-515c-47c2-bde3-dc6ce915ab8c

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c54ed545f50de9ee7901?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c54ed545f50de9ee7901?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://forms.office.com/Pages/ResponsePage.aspx?id=V8daRjEhEUe5o9gni1wLFFgIzqiHsZFJsCDJsaYSYthUOVoxUUVENzBEU0s1TTFFRklPVjU1ODNMMy4u



Retrospective

) Add your Start doing, Stop doing, and Keep doing items to the table below. We'll use these to talk about how we can improve our

process going forward.

Start

Reassess our scope Find ways to
integrate the narrative more strongly into
the gameplay (like Chris's feedback)

Reprioritizing our roadmap to
accommodate for the current schedule
for the semester and the changes that
are likely going to be made as informed
by playtests.

Make adjustments based on playtest,
create the beginning of the game
(focusing on expressing the narrative and
characterizations), while refining Data
abilities

Start preparing a demo version of our
game that demonstrates a polished, 5
minute play experience for showcases

Develop Data's mechanics and finalize
the last aspects of Surge's mechanics.

Finishing up the mechanics and passing
it to level designers to design levels for
the new mechanics. Focus on lighting
and see what is doable/not. Tackle what
is necessary for the Vertical slice and
work towards that. See if we get can get
Al voiceovers for our dialogues.

4 Action items

Stop

No idea atm.

Can't think of anything

Not much so far

Stop working on adding new
content and instead work on
polishing what we already have as
much as possible

Nothing in mind

Can't think of anything

Try to get the narrative into the game more strongly

Look into a demo version

Look into trying to cut off what we have and work on polishing

Look at the discussion post replies for our team

Continue

Communication, helping one
another and our nice to have lists.

Going over playtest results and
feedback as a team to discuss
potential solutions and implications.

Asking for clarification and exploring
possibilities

Continue playtesting with each new
build, and hopefully we can have a
new build at the end of every sprint

With the excellent quality of work
and good communication!

Communicating and sharing ideas.
Asking for help when needed.

Look into making the charts in the playtest survey more readable (e.g. making our own charts in Excel)

P
P
.
# Play Among Us
P
P
p

Improve formatting of playtest report

2023-01-25 SSCI Retrospective Play

L] Overview

Invent

Look for ways to rapidly prototype
within our discipline. If there is
something risky, try it out in a
barebones, simple way to gauge
feasibility.

Maybe doing a report for batch of
playtesting in time for a meeting
would be a good idea. Regardless,
everyone on the team should be
made aware of the feedback we
get, and if we start doing smaller
focused playtests, this would be
something we'd need to do

amogus

I wonder if we can get Chris to
playtest our game during class. It
could help us practice and prepare
for the Share-a-thon showcase

When are we going to play Among
Us?

Probably one of us should look at
the feedback we get from other
teams in the discussion posts, and
make a confluence page to copy
and paste maybe. We could take
some valuable things from their
feedback

Reflect on past work and identify opportunities for improvement by following the instructions for the Retrospective Play.

Date
Team

Participants

26 Jan 2023

Quiropraxis



https://www.atlassian.com/team-playbook/plays/retrospective



From Link

Retrospective

) Add your Start doing, Stop doing, and Keep doing items to the table below. We'll use these to talk about how we can improve our

Form

process going forward.

Start

Finalizing our Must Have,
Nice to Have and Save it
for Beta list Updating our
sprints each week by
referring to the Must
Have List Looking at
managing our role
permissions since we
have more members
now. How to manage
MSSS students in general

Focusing on finishing
mechanics and important
elements for the Alpha.
Trying to make builds
often.

Try and get all of our
small changes done to
start the next round of
focused playtesting. See
if we can get a build
ready for the upcoming
sprint.

Prioritize Data mechanics
to work on; Consider
narrative elements

Put all the departments
to work on the highest-
priority game elements of
our list, Also, we should
also specify our schedule
until the Alpha release
specifying smaller and
more descriptive tasks
with an estimated time
for each one.

Start polishing and
adding final assets to the
puzzles and levels we
have

Action items

Stop Continue

Communication, helpful
attitude and energetic.

Scope changes. Any
additions from this point
need to be carefully
weighed.

Communicating and
helping each other out.
Sharing ideas and work.

Can't think of anything

Our communication, our
commitment, and our
individual skills. We've
been doing great so far
and we just need to keep
that passion going!

Can't think of anything.

Good planning, role
divisions, and team
members taking initiative

Limit amount of new
contents

Openly discussing
problems and
improvement ideas with
the team.

Taking an extra week out
definitely affected my
performance

Playtesting and
identifying issues with the
design

2023-02-01 SSCI Retrospective Play

L] Overview

Reflect on past work and identify opportunities for improvement by following the instructions for the Retrospective Play.

Date

Team

02 Feb 2023

Quiropraxis

Invent

Not sure.

Still waiting on the
weekend gaming time

Maybe as we organize
our tasks for the sprint,
we should have the goal
in mind to make a
playtestable build next
sprint with whatever the
culmination of our work is.

Gartic Phone

We should discuss our
tasks more and plan
further ahead,
considering what we
must do based on our
priorities in Jira instead of
using Miro to create more
specific issues. At the
moment it is tough to
know which task is being
blocked by another or if
we are working on the
one with the highest
priority.



https://forms.office.com/Pages/ResponsePage.aspx?id=V8daRjEhEUe5o9gni1wLFFgIzqiHsZFJsCDJsaYSYthUQU9QUkhJOEJYVzAyWFI4MDlFSlAwUE9ZNi4u

https://www.atlassian.com/team-playbook/plays/retrospective



Participants

From Link

Retrospective

Form

) Add your Start doing, Stop doing, and Keep doing items to the table below. We'll use these to talk about how we can improve our

process going forward.

Start

Assess progress and blockers for the
deadline of Saturday so Hubery has
enough time to make a build and for
us to test if things work at Lab. Order
our poster before the weekend -
maybe Walmart won't have printing
open over the weekend or it may not
be done printing by Tuesday. Figure
out our audio situation since we can't
use headphones from SCAET.

Wrap up and enjoy Share-a-thon

Start locking things in, especially
features

Focusing and finishing up our tasks
for the Share A Thon. Focusing on
the main mechanics and working on
high-priority stuff.

The Share a Thon's got a lot of our
attention for the time being, but we
should get ready for the development
of future content, and the shifts we
might need to take.

Action items

Stop

Lack of diagrams that could have
saved a lot of time and emotional
pain.

A bit of miscommunication - Should
have double checked for clarification
after a task assignment / discussion

Can't think of anything at the moment

It might be good to have
presentations or something to watch
(visual) while explaining concepts or
ideas.

Can't think of anything

Continue

Enthusiasm and collaborative spirit.

Group members taking responsibility;
Clearly delegated tasks where
everyone knows what needs to be
done

Let's keep playtesting

Communicating and helping each
other out Being an awesome team ;)

Our constant communication and
feedback, along with our willingness
to contact each other outside of
meetings to make sure everything is
clear.

Invent

*shrug*

Chill a bit after the Share-a-thon

Can't think of anything at the moment

GaMe nlgHt :D

What could be interesting is
depending on how much is left to get
done for individual disciplines, swap
some people around to allow other
disciplines to focus on their own work
more than the split work they were
doing. Maybe with Tiago now working
in Level Design, Josh could start
punching down the dialogue and
narrative stuff in the engine instead of
also working on level design.

# On Tuesday, before the 10am class, some of us will try and come in early to grab headphones from the equipment room

| Use diagrams for clarification more frequently

2023-02-08 SSCI Retrospective Play

U Overview

Reflect on past work and identify opportunities for improvement by following the instructions for the Retrospective Play.

Date
Team
Participants

From Link

08 Feb 2023

Quiropraxis

Form Link



https://forms.office.com/Pages/ResponsePage.aspx?id=V8daRjEhEUe5o9gni1wLFFgIzqiHsZFJsCDJsaYSYthUNUNaU0NTME1TNTQzSVVYRFROQUo2Mk03Wi4u

https://www.atlassian.com/team-playbook/plays/retrospective

https://forms.office.com/Pages/ResponsePage.aspx?id=V8daRjEhEUe5o9gni1wLFFgIzqiHsZFJsCDJsaYSYthUOVRSUTZGWEgwTlpQRVZBNFYzMjJOTFhOSi4u



Retrospective

) Add your Start doing, Stop doing, and Keep doing items to the table below. We'll use these to talk about how we can improve our

process going forward.

Start

Look at our roadmap and rearrange
our Must have list based on feedback
from playtests as well. Level Up is
coming up at end of year so it'd be
great to go and have something
ready to show.

Slow down a bit, take time to analyze
& discuss playtest observations, and
fix / polish things up

Start polishing everything we have
for the best possible play experience

Planning out the next levels and their
order. We need to put back in all the
stuff we took out for the Share A
Thon and re-evaluate where it all
goes.

Finishing up the mechanics needed
and cutting off any more additional
features/content

Define all the lightweights we're
going to need and start developing
their diagrams and greyboxes
Develop the two main elements that
are still missing, in this case gravity
shift and electric grid on and off.

Action items

Stop

Not halting work on project early
enough for time to build. Not enough
testing of our game when things get
done. e.g. making a commit leads to
something else breaking because it
wasn't tested.

We have too many mechanics to be
spreaded out at an appropriate
pacing within a short play session. |
seriously advise against adding
anything new, even puzzle elements
that don't have much gameplay
impact - Frequently seeing & dealing
with new things alone would be
enough to overwhelm the players
Consider expanding more on the
existing mechanics and creating
more logic-based puzzles

Stop focusing on complexity when
designing

Stop thinking of new mechanics to
implement. We've got the final two
major things being made, but after
that we need to focus on getting the
rest of the game's content planned
out and implemented.

Can't think of anything

Worry about small things that,
despite being a problem, do not
create risks to the project.

2023-02-15 SSCI Retrospective Play

U Overview

Continue

Enthusiasm, and energy towards the
project and positive attitude.

Amazing dedication from everyone
and a teamwork spirit

Continue playtesting more

Everyone's communication and
collaboration have been excellent.
Working in tandem with others and
their tasks is what allowed us to push
into making the Share A Thon build
in time for this week and still be on
top of the regular stuff we need for
grades.

Active communication and asking for
help whenever needed.

Testing and testing and receiving
feedback

Invent

Start taking advantage of lab
resources like the computers to do
things like bake light or similar.

Each person should watch through
the recordings on the stations they
monitored, and take note on any
things to improve (maybe have this
as a focus as the next sprint) - The
team needs to discuss those
findings, identify changes, and
determine the direction to aim
towards for beta

Maybe we should look into trying to
showcase our game at some kind of
event

Maybe doing planned meetings
within the level design discipline to
delegate the remaining plans would
be beneficial. Putting all the puzzles
back together and adding the new
ones with the teach, test, challenge
method could be challenging without
some extra time put into organizing it
all.

Can't think of anything

We should have taken food and
souvenirs to the people who tested
our game

Reflect on past work and identify opportunities for improvement by following the instructions for the Retrospective Play.

Date
Team
Participants

From Link

Retrospective

16 Feb 2023

Quiropraxis

https://forms.office.com/r/JBORSB69ar



https://www.atlassian.com/team-playbook/plays/retrospective

https://forms.office.com/r/JB0RSB69ar



) Add your Start doing, Stop doing, and Keep doing items to the table below. We'll use these to talk about how we can improve our

process going forward.

Start Stop

Determine deadline for all content to Not sure.
prep for build-I recommend 2 days

before hand.

| can't think of anything at the
moment

Start looking into publishing the
game, maybe over reading week?

Put all our focus and strength into
alpha build and finish our first full
play through version of our game!

Any work that is not related to the
alpha build and can wait until Beta

Finishing and implementing the Can't think of anything
mechanics in the levels for alpha.

Prepare for our presentation

Refine levels & mechanics for alpha -

Planning what our next playtests Can't think of anything

should be focused on. Likely we
would be doing more after reading
week.

Action items

2023-03-08 SSCI Retrospective Play

u Overview

Continue

Attitude of helpfulness and positivity.
Getting together for lunch helps bring
the team together.

Continue the grind for Alpha

Sharing ideas and getting feedback
openly!

Being an awesome team.
Communicating and asking for help.

Great communication

The friends we made along the way.
Also, we've been doing great with
helping each other and
communicating progress.

Invent

n/a

(@l

| think after the alpha build it's time to
start doing more open playtest and
publicize our game on forums and
etc. to see what the world thinks
about it

Can't think of anything

After building, do a slow run through
with the team and discuss who can
talk about what during each segment

Since we have no classes next week,
aside from Friday and electives, we
could consider arranging another
meeting on Wednesday in the style of
Thursdays meetings, and use
Thursday as a final check in for the
team before the presentations.

Reflect on past work and identify opportunities for improvement by following the instructions for the Retrospective Play.

Date 09 Mar 2023

Team Quiropraxis
Participants

From Link

Retrospective

https://forms.office.com/r/JbfeVpZ60M

) Add your Start doing, Stop doing, and Keep doing items to the table below. We'll use these to talk about how we can improve our

process going forward.

Start Stop

Update Must Have list for Beta
Populate Sprints based on that
Schedule Playtests and what specific
problem they are gathering data on
Determine final few Milestones so we
aren't surprised

Head Empty

No more new features, for real now.

Right, Tiago?

Continue

Collaborative spirit, enthusiasm and
communication.

Invent
At the end of the year, we should all

get together for a final hurrah.
Whenever we are all available.

| can't tihnk of anyt



https://www.atlassian.com/team-playbook/plays/retrospective

https://forms.office.com/r/JbfeVpZ60M



Start polishing what we have, but
also start creating a 5-minute demo
version for Level Up and other
conferences.

Splitting up playtesting
responsibilities could result in us
getting a wider range of data for
whatever it is we need to test.

Test and polish

Polishing mechanics and other
important features(Ul, Controller,
etc). Bug fixes and constant testing.

Update Must Have list for Beta
Populate Sprints based on that
Schedule Playtests and what specific
problem they are gathering data on
Determine final few Milestones so we
aren't surprised

Define what we will use in level-up
and polish it at maximum!

Action items

More in-studio playtesting

Big revamps of features or sections
of the game. We are running out of

time, and doing these big re-dos are
pressing on time.

Can't think of any

Can't think of anything

Head Empty

Avoiding playtests. It's been a while
since we made the alpha build, and
we don't have any feedback on that :c

2023-03-15 SSCI Retrospective Play

L] Overview

We're almost there, it's the last spurt.
We're almost there...we're almost
done...almost...almost... Anyways,
let's keep it up guys.

Our ability to adapt to new changes
in our schedule. We hadn't foreseen
the immediate deadline and change
to the sprint, but | believe we handled
it well.

Everybody exercising diligence

Actively communicating and asking
for help.

Collaborative spirit, enthusiasm and
communication.

Working smart and hard

Some more in-studio playtesting will
likely be more manageable than full-
length playtesting with others. We
have a looooong game, so doing
things like testing puzzles is likely
better to do in-house than with people
outside of our team.

more amogus

The feedback from the industry guest
about mechanics we teach, test and
challenge or never re-introduced.
Probably look into the flow of
mechanics and puzzle again (I think
we already did this but just putting
this here to remind ourselves)

At the end of the year, we should all
get together for a final hurrah.
Whenever we are all available.

Maybe it's time for us to start
promoting our game more to the
world

Reflect on past work and identify opportunities for improvement by following the instructions for the Retrospective Play.

Date
Team
Participants

From Link

Retrospective

16 Mar 2023

Quiropraxis

Form

) Add your Start doing, Stop doing, and Keep doing items to the table below. We'll use these to talk about how we can improve our

process going forward.

Start

Create a layout for levels that make
an easy 5 minute experience for
players. Plan on how our sprints
correlate with the Tuesday event on
Week 13 Lunch with team week 12
with everybody midday (skip a bit of
Chris' morning class)

In studio playtests, as we have
already discussed, and looking to get
everyone to try and playtest with at

Stop

Not sure.

Can't think of anything.

Continue

Communication, ability to pickup
tasks that are needed, having fun.

Being bros. Remaining focused on
our primary pillars and values for the
game.

Invent

Remember to realign our goals for
our industry peers instead of players
as for most if not all of us, the goal is
to get a full time job in games.

We could take sticky notes or some
other paper and stick up the core
values of our game above the



https://www.atlassian.com/team-playbook/plays/retrospective

https://forms.office.com/r/M9yhwfqGT1



least one individual with the alpha
build to see if testers, on average,
can complete the game. Try to get as
much feedback as possible on how
digestible our game is.

playtest!! please!!

Internal playtesting

Polishing and testing the revamp
levels. Implementing dialogues and
subtitles along with them. Have an
end for the game. Prepping for Level
Up.

Environment & narrative polish,
playtest

Action items

Playtest

Nothing that | can remember

Can't think of anything at the moment

Can't think of anything.

Can't think of anything

2023-03-22 SSCI Retrospective Play

U Overview

Polishing the game and getting ready
to participate in events!

Continue looking into and planning
for LevelUp and XP Game Summit

Communicating effectively and
working smarter

Awesome team cohesion

workstations in the lab to remind us
when we work in there.

Cosplay Data and Surge at XP and
Level Up

Can't think of anything at the moment

Plan Lunch or Dinner sometime
around Week 12 or 13 (before all of
us are not available)

Prioritize sleep

Reflect on past work and identify opportunities for improvement by following the instructions for the Retrospective Play.

Date
Team
Participants

From Link

Retrospective

23 Mar 2023

Quiropraxis

Form

) Add your Start doing, Stop doing, and Keep doing items to the table below. We'll use these to talk about how we can improve our

process going forward.

Start

Outline the remainder of our
semester and updating our MUST
HAVE LIST

I'm wondering if we can get everyone
to help with testing after the build is
made. Each person try to find at least
one person to test the game with and
see how long they go before exiting,
taking notes along the way for
behaviours and bugs.

Playtesting

Playtest & Environment Polish

Stop

No idea atm, we're doing well

Don't know.

Not playtesting

Should form the habit of testing
through the Alpha scene (load in
from the MainMenu) after
implementing things or changing
levels

Nothing in particular | think

Continue

Communication and positivity

Updating the team on changes as
they happen, and making sure
everyone knows when they can or
cannot merge with others.

Trying to playtest

Everyone's dedication

Invent

Doing that stress check in was really
good

When a level has been finished being
modified, we can have other
members of the team come in and
test them briefly to make sure the
changes had the intended affect.

Let's create a "Necessary, Nice-to-
Have, Save It" list for the demo build
we're planning for Level Up so that
we can have a better idea of what we
need.

Can't think of any
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Polish the game in the aesthetic part,
adding props etc, and start preparing

for XP and Level Up

Testing and iterating based on
feedback. Finishing up the
environment, Main Ul and Save
System,

Action items

Can't think of anything

2023-03-29 SSCI Retrospective Play

L] Overview

Making our game exquisite and
showing it to others! Keep getting
feedback!

Communicating and working smarter.

Should we make our game
giveaways for events? Like 3D-
printed things?

Let's decide lunch/dinner :)

Reflect on past work and identify opportunities for improvement by following the instructions for the Retrospective Play.

Date
Team
Participants

From Link

Retrospective

30 Mar 2023

Quiropraxis

https://forms.office.com/r/NBqwJqV0eP

) Add your Start doing, Stop doing, and Keep doing items to the table below. We'll use these to talk about how we can improve our

process going forward.

Start

Work on our video and prep for build
- figure out everything we need for
deliverables

Playtest, just to note it. Once the
build is made we should have all the
members try and find the time to

finish the game as well. We also may

have to start looking at things to cut,
starting with the smallest things of
course.

Preparing our souls to be taken in
peace through the dark and tortuous
fields of the end of a game design
project.

Start identifying and prioritizing bugs
based on the severity-to-effort ratio

Finishing up everything with the Ul

and environment and other important

deliverables for our events. The final
push, we got this :)

Wrap up the last bits of the game

Action items

Stop
When things happen, let the team
know ASAP

Don't know

It's hard to think of something. It's
hard to think.

I can't think of anything

Can't think of anything

Not much

2023-04-05 SSCI Retrospective Play

Continue

Positivity and collaboration

Our cooperation and collaboration
with each other. Helping each other
out is gonna really get us through
these last few weeks.

Polishing the game so that it is as
attractively sensorial as possible for
us to show it off at the event. Now
there's no way to solve serious
problems anymore, so the best we
can do is try to make them beautiful
problems.

I can't think of anything

Communication and helping each
other

Good planning and communication

Invent

Pick where we wanna have that lunch

Try and get in the habit of telling
people when you complete a task,
even if there's nothing to show. It
helps keep the team in the loop on
progress, clears up when someone's
unblocked, and gives everyone a bit
of inspiration!

In the sequel, Data can extend her
legs instead of her arms

| can't think of anything

Let's finalize Lunch/Dinner
Restaurant and time

Plan out commute to events
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U Overview

Reflect on past work and identify opportunities for improvement by following the instructions for the Retrospective Play.

Date 06 Apr 2023
Team Quiropraxis
Participants

From Link FOrm

Retrospective

) Add your Start doing, Stop doing, and Keep doing items to the table below. We'll use these to talk about how we can improve our

process going forward.

Start Stop Continue

Action items

Meetings

Folder with the report of the meetings related to the project

Search

Expand all Collapse all

Team Meeting notes

Incomplete tasks from meetings

Description

Create a GANTT chart for the Project Plan deliverable - Template in slate for it
- November 10 is our next milestone

Try to keep documents within one confluence page as too many child pages
makes it confusing for me sometimes

Due
date

Invent

Assignee

Wilson Chan

Task appears on

2022-10-13 Team
Meeting

2022-10-13 Team
Meeting

2022-10-13 Team
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Wilson Chan | or
@ (@)

Potentially create a .ICO so we can have it attached to Unity’s launcher to
display when playing

Make a logo for our game! Tiago Massochin @

Wilson Chan
(@ Wilson Chan Update roadmap and tasks for the new designs listed in

“Gameplay Elements” of GDD

Wilson Chan
Quiropraxis ( @ Wilson Chan ' | @ Farryl Chang| @ Hubery Chu

Meeting

2022-10-13 Team
Meeting

2022-10-13 Team
Meeting

@ Joshua Pritchett| | @ Kevin Jacob Stanly §@EIEERYESTSilil)Have a
contingency plan for how we cut things in our Risks section in Team Charter

. ) . 2022-10-06 Team
Start doing smaller meetings for smaller topics Meeting
2022-10-06 Team

Everyone needs to add times estimates for the tasks made by Tiago for the Meeting

entirety of the year

2022-10-04 Team

Fill out task list Meeting

2022-10-03 Team

Hand in Research Report Meeting

2022-09-26 Team

Figure out valuable Ul for our project Meeting

Decisions from meetings

Page Title Decisions
2022-09-
08 Team T = Lo n
Meeting F“ Finish the Idea prioritization process on 2022-09-09 meeting
2022-09-
09T . .
Meesr?;r; F“ Meetings will happen on Mondays and Thursdays
%* The team defined the main core base as “Manipulate circuits so that you can escape the laboratory's power grid by
jumping from appliances to appliances by turning it on and off again, so the inhabitants come and check what's
wrong, that's your opportunity!”
% ~3 Hours for meetings, none on weekends and ideally they end at 3:30PM EST
roject roles and responsibilities define
“  Proj | d ibilities defined
2022-09-
13T
Meeﬁr?g:n % Game hook

%“ Game anchor

F* Key Ingredients
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2022-09-
15 Team
Meeting

2022-09-
22 Team
Meeting

2022-09-
29 Team
Meeting

2022-10-
13 Team
Meeting

2022-11-
02 Team
Meeting

2022-11-
10 Team
Meeting

2022-11-
14 Team
Meeting

Game hook

Game anchor

Key Ingredients

Switch between characters at any time

One camera per character

Roadmap draft made

HUB STYLE - Ensure the level is non-linear - the pillar is the hub that allows movement to other levels

Avoid a colored light - keep it neutral white and limit colors so we can have contrast for different puzzle groups

Look at what date we have to decide to cut levels for scope

The things we don't finish will need to be moved to the next milestone

Prep each person’s content to share beforehand

Keep webcam on when presenting to industry people and strangers

Do the 4Ls at the end of the meetings

Joshua Pritchett Look at Al voice acting and narratively writing character interactions and implementing them -

there is also large opportunity to write dialogue and transition to in-game animations like Data turning her head when
looking at an important gameplay element.

Joshua Pritchett Create a PoC of the ending cutscene to gauge scope as there are a lot of bottlenecks to that
solution
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Ll (@ Joshua Pritchett (@ Farryl Chang Do not worry about level progression, limit level design to single
puzzles that exhibit the use for each mechanic

2022-11-
21 Team - . . L - n
Meeting % The exits of each puzzle room NEED to show the bridge in view animating to lead to the next area + Elevator taking
you there.
All meeting notes
Title Creator Modified
2023-01-18 Team Meeting Wilson Chan Jan 18, 2023
2022-10-13 Team Meeting Wilson Chan Jan 18, 2023

2022-11-10 Team Meeting Tiago Massochin Jan 18, 2023
2022-11-02 Team Meeting Joshua Pritchett Jan 18, 2023
2022-12-12 Team Meeting Wilson Chan Dec 12, 2022
2022-12-05 Team Meeting Wilson Chan Dec 06, 2022
2022-12-01 Team Meeting Tiago Massochin Dec 01, 2022
2022-11-21 Team Meeting Wilson Chan Nov 21, 2022
2022-11-17 Team Meetings Joshua Pritchett Nov 17, 2022
2022-11-14 Team Meeting Wilson Chan Nov 14, 2022
2022-09-29 Team Meeting Wilson Chan Nov 02, 2022
2022-10-03 Team Meeting Tiago Massochin Oct 13, 2022
2022-10-04 Team Meeting Wilson Chan Oct 13, 2022
2022-09-26 Team Meeting Tiago Massochin Oct 13, 2022
2022-09-15 Team Meeting Wilson Chan Oct 11, 2022
2022-10-06 Team Meeting Tiago Massochin Oct 06, 2022
2022-09-22 Team Meeting Tiago Massochin Sep 22, 2022
2022-09-13 Team Meeting Tiago Massochin Sep 22, 2022
2022-09-12 Team Meeting Tiago Massochin Sep 22, 2022

2022-09-09 Team Meeting Tiago Massochin Sep 22, 2022

Find more results
2023-Q1-01 Team Meating Notes

2023-01-18 Team Meeting

Date

18 Jan 2023

’ Participants
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® (@ Wilson Chan

[El] Goals

Participants' Energy Level

We don't have a way to export this macro.
’5 Discussion topics

Time Item Presenter Notes

10m Narrative+Gameplay Wilson

A * Emoji particle effects to signify emotional state of characters
Interactions

® e.g. Sad face on Data when Surge goes into a pole
® Affecting Camera Visuals e.g. a new filter for the camera when you are
surge

® Maybe as Data, all of Surge’s elements are invisible but as Surge, he
can see everything

® Also, interactable elements (Emissives) are only only glowing if the
correct Character is viewing it

Action items

Decisions

2022-Q4-12 Team Meeting Notes

2022-12-05 Team Meeting

e
Date

05 Dec 2022

‘ Participants

® (@ Wilson Chan
® Quiropraxis (N@RIELEAVEESLIGN @ Farryl Chang| @ Hubery Chu | @ Joshua Pritchett | (@ Kevin Jacob Stanly | @ Wilson Chan )

[El] Goals

® Talk about some level design specs that can be improved
® Talk about next steps on the MVP
* Discuss about Eduardo feedback

Participants' Energy Level

We don't have a way to export this macro.
’5 Discussion topics

Time Item Presenter Notes

Polish Wilson * Bugs:

® The Ul scene isn’t loaded into the build
® interactable object emissives are black when they are turned off

® | need to click on the switch but | don’'t know | can
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® | assumed the switch would turn green when power was flowing through it but It
didn’t
® Metallic Object (Big orange chunky rectangle) is awkward to move when large and its not
snapping to location anymore
® Surge’s electricity VFX isn’t appearing around him/not working
® Generator VFX seems to be scaled oddly

® Caused by Generator being scaled smaller
® The blocking field isn't eye catching enough to understand
® Make all VFX for Wires to be GREEN not BLUE

® The electrical VFX that travels along wires

Eduardo’s .

Note the places where each person feels frustration when playing
feedback

® This way we can test - especially if we don’t have tasks within the build
® Understands the lever game object
® Transition

® When surge is in the wire and Data is too far, but he presses a button by accident he has
no

® 3 Cs for the camera control and how it interacts with the character when transitioning
from Surge TO DATA and to feel as seamless from Data to Power Node

® Really likes dropping and picking Surge up
® The pickupable object

® Requires either NO physics “As its NOT FUN” and snapping

® As a player, he knew what the solution is but the friction in getting to that solution is
annoying

IF IT IS LARGE - IT NEEDS TO FEEL HEAVY

Why is it not visually similar to the wire | am connecting?

Make it make sense for the player and remove the disconnect

BOTW and Portal had really polished physics values that took a lot of time to do

® ATM the puzzle doesn't feel like it needs physics
* |f we really want it, create opportunities that justify rotating and finding different
placement of objects
® Didn’t realize he can interact with the lever by looking at it

® Animate the switch

® When off, have it jitter but can't since its off
® Doesn’t realize since the switch was so far away that he couldn’t interact with it
® He doesn't realize that the wire isn't communicating thing yet
® Visuals

® Arc ability needs visual feedback again

® So does surge when in moving form

® Likes how he gets loaded into the node when enters a rail inductor BUT it is
disorientating when camera flips when wire paths are in different directions from the
initial look direction

® Be louder about signifiers - but may be just because of the emissive bugs

¢ |dle animations are a good idea when things are powered on
®* Maybe grey is a better color for inactive rather than red

® Since red kind of still denotes things being ON but in a BAD way
® Potentially replace the Generators that are orange to be Blue since we don’t have the
Surge’s Capacitors atm
® The pickupable object needs to be BLUE
®* For some reason after the object gets powered on, the objects are black until
power is flowing when it turns red
® LEVEL DESIGN:

® Keep objects that are turned on from an interaction in view at all times






® Surge needs to be in the right spot as its confusing that Surge’s particles aren’t on
the pole but the end of the wire unlike the other areas
® |tis unclear when the switch happens since it happens so fast

® Since Right click is the interactable button the tutorial says use left click
® Movement

® The cursor is normally lower on the screen so avoid things that are higher up than eye
level
® Make walls SUPER tall so it is clear players can’t jump
® Josh's initial puzzle intro
® Surge when sitting inside the Rail Inductor

® His camera needs to match the direction controls to move like looking forward
should require using W to move

® Direction should be consistent to where you are facing
® Add a deadzone as he would start moving his camera and spamming

Playtest Notes = Tiago (@ Joshua Pritchett

® Avoid too much effort on set dressing atm since things will change
® The Levers should be on the wall not like a lever

(@ Hubery Chu | (@ Kevin Jacob Stanly Reference the infographics for Switch to
update things

® (@ Joshua Pritchett ' (@ Farryl Chang You can have power lines coming through the wall
that are already powered on

® But this is likely a result of how wires require
® Surge is using a Generator that is ORANGE

® Maintain visual of both characters at the same time
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® Rail Inductor should automatically move it it

® Since players already want to move because they entered it
® The connecting wire needs to be from the top of the inductor
® Wire nodes - Add a branching wire point on the ceiling so Surge can have an
overview of how to solve puzzles rather than doing it on the electric grids
15m Level Design Switch applied wrong
Switch wrong proportions
Some generators aren't charged
Charging field wrong implementation
Bad to see both characters
Surge using Data generators
No use of both characters abilities
Metallic objects are orange
Switch not positioned correctly
Don't worry about aesthetic right now
Make the rooms larger

15m MvP @ Hubery Chu

Action items

Decisions

2022-12-12 Team Meeting

e
Date

12 Dec 2022

‘ Participants

® (@ Wilson Chan

D Goals

Participants' Energy Level

We don't have a way to export this macro.
’1— Discussion topics

Time Item Presenter Notes

Checkin with tasks Joshua
and to-do

Who and when ® Who is able?
Presentation will be
made

New Team Advisor Wilson ® Joining the Discord Server

® Discussion of when we want to meet through the Doodle poll on TEAMS

Build Playtesting ® We could do this individually afterwards with Farryl and Josh so they get a

live first hand view.

Action items
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Decisions

2022-Q4-11 Team Meeting Notes

2022-11-17 Team Meetings

[ESEE
Date

14 Nov 2022

‘ Participants

® (@ Wilson Chan
® | (@ Farryl Chang
® | (@ Joshua Pritchett

Ll @ Tiago Massochin

® (@ Hubery Chu
® (@ Kevin Jacob Stanly

[l:l] Goals

Participants' Energy Level

We don't have a way to export this macro.

’i— Discussion topics

Time Item Presenter
Retrospective Wilson
Wilson

Action items

Decisions

2022-11-14 Team Meeting

e
Date

14 Nov 2022

‘ Participants

® (@ Wilson Chan

ﬂ:l] Goals

Participants' Energy Level

We don't have a way to export this macro.

‘5 Discussion topics

Notes
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Time Iltem

Action items

Decisions

Presenter

Wilson

Notes

® ClickUp - where are we at on the transition, should we continue?
® How should we ease the transition?

® Discuss with Tiago about priority and how to reorganize the backlog for the
next two weeks

%" | @ Joshua Pritchett | @ Farryl Chang Do not worry about level progression, limit level design to single puzzles that exhibit the

use for each mechanic

2022-11-02 Team Meeting

Gisa
Date

02 Nov 2022

‘ Participants

® | (@ Joshua Pritchett

® | (@ Farryl Chang

-
® (@ Wilson Chan

® | (@ Kevin Jacob Stanly
® | (@ Hubery Chu

[I:l] Goals

Participants' Energy Level

We don't have a way to export this macro.
,i- Discussion topics

Time Item

15 min SSCI Retrospective

30 min 4Ls Retrospective
45min-1 hr Sprint Check In

30 min-1 hr Review Project Plan
30 min Pre-Work

Presenter

(@ Wilson Chan

@ Tiago Massochin

(@ Joshua Pritchett

(@ Joshua Pritchett

(@ Farryl Chang

(@ Joshua Pritchett

Notes

® Go over the team responses and discuss about possible actions
2022-11-02 SSCI Retrospective Play
® 4Ls retrospective workshop

2022-11-03 4Ls Retrospective Play

® Go through every team members progress thus far and check in on
how people feel about their work

® Go over the contents of the project plan with the team and fill out

sections that require everyone’s potential input

® Complete this weeks pre-work and individual surveys in preparation
for next weeks collaborator meeting
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Action items

# Add more contrast to the game elements | @ Wilson Chan

#| Discuss the progression of the game (linear vs multiple choices) | @ Joshua Pritchett f@REECONYESIl [] 10 Nov 2022

Decisions

%” Do the 4Ls at the end of the meetings

2022-11-21 Team Meeting

e
Date

21 Nov 2022

‘ Participants

® (@ Wilson Chan

ﬂ:l] Goals

Participants' Energy Level

We don't have a way to export this macro.
.i- Discussion topics

Time Item

Next Steps for MVP in
Art

Action items

Decisions

Presenter

(@ Wilson Chan

@ Tiago Massochin

Notes

® What do we need for MVP?
® How many levels? 1, 2?
* How many Mechanics need to be working and their assets?
® 1,237
® |s the elevator required? Or ist he final bit going to be each bridge opening
sequentially to pique interest for final release?

® What other mechanics need to be designed, if nothing else how should
we proceed to MVP?
® Ul Designs desired by Eduardo next week

%“ The exits of each puzzle room NEED to show the bridge in view animating to lead to the next area + Elevator taking you there.

2022-11-10 Team Meeting

[EEEE:)
Date
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09 Nov 2022

g Participants

® Quiropraxis (J@RIELAVEESGN @ Farryl Chang| @ Hubery Chu | @ Joshua Pritchett | (@ Kevin Jacob Stanly | @ Wilson Chan)

l]:l] Goals

® Discuss current Sprint issues
® Discuss game current elements
® Discuss Data mechanics

Participants' Energy Level

We don't have a way to export this macro.

.5 Discussion topics

Time

5m

15m

45m

45m

45m

10m

15m

Item

Team energy

2022-11-12 SSCI Retrospective Play

Sprint

Game current elements and changes

Game mechanics

Environment Art Asset List

Switch to ClickUp

Action items

Presenter

@ Tiago Massochin

(@ Wilson Chan

(@ Joshua Pritchett

@ Tiago Massochin

@ Tiago Massochin

(@ Wilson Chan

@ Tiago Massochin

#| Begin working on developing Data and making her feel more important

Notes

® Talk about the team current energy level

® Go over the retrospective answers and discus about
them

® Go over the current sprint and discuss with the team
about the issues done or in progress

® Discuss about the game current elements and changes
to be made

® Discuss about the possible mechanics to be

implemented

® Quantum Entanglement
® Filaments

® We should discuss scope of work and see how the team

feels about it.

® Discuss with the team about the benefits and costs to

switch from Jira to ClickUp

# When it comes to meetings, make sure the content is only relevant to all the attending roles to help save on time

# Check for the possibility of changing from Jira to ClickUp {@RIE[RYEEeIe gl

Decisions

ﬁf

(@ Joshua Pritchett Look at Al voice acting and narratively writing character interactions and implementing them - there is also large
opportunity to write dialogue and transition to in-game animations like Data turning her head when looking at an important gameplay

element.

%" @ Joshua Pritchett Create a PoC of the ending cutscene to gauge scope as there are a lot of bottlenecks to that solution

2022-12-01 Team Meeting

Date
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01 Dec 2022

! Participants

Ll @ Tiago Massochin

® Quiropraxis (NERIELIYEEEIS)]

[l:n Goals

® Discuss the MVP development

Participants' Energy Level

We don't have a way to export this macro.
’5 Discussion topics

Time Item Presenter

15m 2022-11-30 SSCI

) (@ Wilson Chan
Retrospective Play

Action items

Decisions

2022-Q4-10 Team Meeting Notes

2022-10-04 Team Meeting

e
Date

04 Oct 2022

‘ Participants

® (@ Wilson Chan
® (@ Farryl Chang

[l:n Goals

@ Farryl Chang | @ Hubery Chu ' @ Joshua Pritchett ' @ Kevin Jacob Stanly| @ Wilson Chan)

Notes

® Discuss with the team about the retrospective answers

® Figure out what we should keep within our game from Tiago’s presentation found here: https://miro.com/app/board/uxjVPXPzpyc=/
® Create task list; aim to have a finished version by the end of the meeting so that everyone can have time to look over it before submitting
® For programmers: plan tasks for Technical Design Document (story in Jira)

.5 Discussion topics

Ti ltem P Notes

me re
s
e
nt
er

5 Wil

Min son

utes
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® Electric pole seems essential and the two fields seem redundant removed one

Dutpun






What if we could drop wires as the humanoid at specific places and use electrode to complete the circuit — elements generator is
essential

Intermediaries






® Capacitors offers some timed anxiety which is interesting - removed fero mag object because it seems similar to metalic one except a
different ability is required - levers seem too much atm.

Electroid Abilities

Electric : 3
Attraction Boots
Objects mirror Walk on the
the character's walls and
movement ceiling grids

® My personal favorites. Removed light halo because we can have the humanoid interact in the real world to change the placement of
circuits which does this function while giving the other character more value






T

® Focus on the tutorial, some agency with puzzle choice and a way out (the elevator) which will encompass our entire core experience.
We can do the other things after PoC week

30  Tia Far ® Suggest: aim for 30 min - 1 hour of gameplay

min go’ ryl . . .
s ® Pillar: quality over quantity
Ide ® Question: 4 different keys for human character interactions?
as ® 1 not enough?

® Control scheme on keyboard is also confusing and would need to constantly remind the player

® | recommend keeping it to one button, or if 4 options are absolutely necessary, one button hold + WASD (+visual prompts to
remind where applicable)
® Concern: being able to use both characters' abilities all the time can be confusing
® Especially when one character is off-screen

® |f an ability is activated off-screen, there’s no visual feedback because you can't see the ability being activated
® “Increase the amount of decisions the player can make,” potentially too many decisions?
® Cognitive overload
® |f this feature is absolutely necessary, we should test it with a prototype before we commit to it
® Electric character mechanics
® Electric attraction and laser could work...I think? Probably?

® I'm still having trouble imagining it
® Human character mechanics

® | think the four abilities can be combined into 1

® Actually I think it would be confusing if it was split into 4 because they’re all similar enough and would probably never be
used at the same time (e.g. Q to interact with levers but E to interact with panels? Why not Q for both?)
® Elements | think fit our game well:

® OQutputs > Generator

® Intermediaries > Switch

® Signifiers > Electric cable

® Obstructions > Movable/Retractable Platform
® Question: electric character moves like a standard 3rd-person avatar? Not restricted to circuits?
® Priority for this week’s task list (programming)

® Human character controller

®* WASD controls
® Electric character controller

® WASD controls
® Camera controls

® Pivots around current character with mouse
® Probably don’t worry about passing through walls for now unless we have a prebuilt camera
® Human character interaction mechanic

® Interact with nearby objects with Q?
® Electric pole object

® |nteractable
® Puts electric character...somewhere?
® Character toggling

® Shift key?

Action items

Fill out task list

Decisions





2022-10-03 Team Meeting

e
Date

03 Oct 2022

! Participants
Ll @ Tiago Massochin

® (@ Wilson Chan

® (@ Farryl Chang

® | (@ Joshua Pritchett

® (@ Hubery Chu

® | (@ Kevin Jacob Stanly

ﬂ:l] Goals

® Talk about Tiago development for game mechanics

® Define the tasks for the next sprint

® Delegate what everyone is working on to get ready for the proof of concept week coming up

,i- Discussion topics

Time Item

Game Mechanics

Define tasks for the
current sprint

Action items

Hand in Research Report

Presenter Notes

Tiago * Lots of stuff - scope issue

® But the mechanics are very interesting, we should focus on which are
our top few for both characters
® One character may grow more than the other since Surge has more
abilities and it'll feel like they’ll grow at different rates.

Joshua

| Define task list for this sprint. Hand it in for this week

Decisions

2022-10-06 Team Meeting

Date

06 Oct 2022

‘ Participants

® Quiropraxis (J@RIELOAVEESIRN @ Farryl Chang| @ Hubery Chu | @ Joshua Pritchett | (@ Kevin Jacob Stanly | @ Wilson Chan)

ﬂ:l] Goals

® Discuss the Features of the project
® Discuss the Elements to be add

Participants' Energy Level
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We don't have a way to export this macro.

,5 Discussion topics

Time Item Presenter

5m Energy Level @ Wilson Chan

15m Retrospective (@ Wilson Chan

30m Features and @ Tiago Massochin
Elements

Action items

Notes

Start doing meetings with smaller groups related to decisions

Start asset list

Start working on the PoC

Stop doing longer discussions for tiny topics

Make sure we write stuff down

Good discussion about team members trusting each other to complete

their work

® Story point exercise was effective at getting us to make a collective
decision

® Everyone should continue to expand their task lists on their own

Everyone needs to add times estimates for the tasks made by Tiago for the entirety of the year

Start doing smaller meetings for smaller topics

Decisions

2022-10-13 Team Meeting

Date

13 Oct 2022

‘ Participants

® (@ Wilson Chan

® Quiropraxis (@ Wilson Chan ' @ Farryl Chang | @ Hubery Chu | @ Joshua Pritchett ' @ Kevin Jacob Stanly §@REEECNYESSISN)

ﬂ:l] Goals

Participants' Energy Level

We don't have a way to export this macro.

’5 Discussion topics

Time Item Presenter
Morning Meeting Zain
Tiago

Notes

We normally present person by person discussing our task list and then
compare to our deliverable to see what has been completed to identify what
each of us may have missed

4 Levels is concerning as its not traditionally completed in capstone - be
ready to cut that back

The things we don't finish will need to be moved to the next deliverable

® |tis supposed to be done and if its not, its a red flag but we need to be
able to justify that
Very impressed in us with our progress and organization
Only concern is scope!

(@NIECENYEESIEIIN The progression map you showed seems to be linear

versus our original intent. How will the floors be laid out in 3D space?
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Action items

Create a GANTT chart for the Project Plan deliverable - Template in slate for it - November 10 is our next milestone

# Submit our task lists by November 2nd that’ll cover everything from now to November 10th meeting and you can include all work
from PoC

#| Submit build and presentation into PoC dropbox |[:] 21 Oct 2022

Make a logo for our game! (@ Wilson Chan or f@NEEE[RYESSeIY - Potentially create a .ICO so we can have it attached to Unity’s launcher
to display when playing
Try to keep documents within one confluence page as too many child pages makes it confusing for me sometimes

(@ Wilson Chan Update roadmap and tasks for the new designs listed in “Gameplay Elements” of GDD

Quiropraxis ( @ Wilson Chan | @ Farryl Chang '@ Hubery Chu ' @ Joshua Pritchett| @ Kevin Jacob Stanly  f@RIEEPRYESSllil)Have a

contingency plan for how we cut things in our Risks section in Team Charter

Decisions

%“ Look at what date we have to decide to cut levels for scope
%* The things we don't finish will need to be moved to the next milestone
%“ Prep each person’s content to share beforehand

%* Keep webcam on when presenting to industry people and strangers

2022-Q3-09 Team Meeting Notes

Search

Expand all Collapse all

2022-09-15 Team Meeting

Date

13 Sep 2022

‘ Participants

® Quiropraxis (J@RIELOAVEESIRN @ Farryl Chang| @ Hubery Chu | @ Joshua Pritchett | (@ Kevin Jacob Stanly | @ Wilson Chan)

ﬂ:l] Goals

® Discuss the game system ideas

’i- Discussion topics
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Time Item Presenter
1h Game System @ Tiago Massochin
1h Work Distribution

Chart @ Tiago Massochin

(@ Joshua Pritchett

Action items

# Work Distribution Chart |[:] 19 Sep 2022

Decisions

%* Game hook
%“ Game anchor

%“ Key Ingredients

2022-09-08 Team Meeting

e
Date

08 Sep 2022

‘ Participants

Notes

Present first draft of gameplay concept

Define all necessary tasks for the next two weeks FOR EACH PERSON
https://slate.sheridancollege.ca/d2l/le/content/1005596/viewContent
/12709061/View (This might be the link to it)
https://slate.sheridancollege.ca/d2l/le/content/1005596/Home(Look at
resources)

® Quiropraxis (NORIELEAYEESELIRGN @ Farryl Chang| @ Hubery Chu | @ Joshua Pritchett )

[]:l] Goals

® Conduct a brainstorming process and define the core of the game

.:' Discussion topics

Time Iltem Presenter

3h Brainstorm workshop @ Tiago Massochin

Action items

#| Finish the brainstorming process |[:z] 09 Sep 2022

Decisions

%* Finish the Idea prioritization process on 2022-09-09 meeting

2022-09-08 Brainstorm

Notes

Fallow the brainstorm process on the brainstorm page
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B This template is brought to you by Mural, a visual collaboration app.

Facilitator

Participants

Brainstorm date
Miro conference link

On this page

: Brainstorm planning

Goals of the brainstorm

Brainstorming method

Participant instructions

‘}’ Brainstorm pre-work

@ Brainstorm outcomes

<Embed your results>

Summary of results

Decisions

2022-09-09 Team Meeting

Date

09 Sep 2022

‘ Participants

@ Tiago Massochin

Quiropraxis (NERIELLRYESS il @ Farryl Chang| (@ Hubery Chu
(@ Joshua Pritchett )

08 Sep 2022

Miro | Online Whiteboard for Visual Collaboration

Brainstorm planning
Brainstorm pre-work
Brainstorm outcomes

® Summary of results
® Decisions

Define the game main core

Desired User Experience

Desired User Emotional Response
Design Razor

Design Pillars

Creative matrix- quickly generate ideas to address a wide range of people and situations
Silent circuit- run a brainstorm that is inclusive of different learning styles and personality types

Round robin- get a fresh perspective on an old problem

LY AT ES AN

Idea prioritization- visualize and align on which ideas you should pursue first

1. Review the brainstorm Goals and agenda
2. Open your mind (all ideas are good ideas)
3. Don't criticize the others
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® Quiropraxis ([RET[eR\Y T lelelaly] Farryl Chang Hubery Chu Joshua Pritchett Kevin Jacob Stanly Wilson Chan )
@ @ @ @ @ @

ﬂ:l] Goals

® Finish the brainstorm the game concept
® Fill the Team Charter document

’i- Discussion topics

Time Item Presenter Notes

15m Meating actions @ Tiago Massochin ® Discuss with the team all the actions that will be addressed during this
meeting

1h Brainstorm workshop Quiropraxis ( ® Finish the Idea prioritization on the brainstorm

(@ Farryl Chang
(@ Hubery Chu
(@ Joshua Pritchett )
2h Discuss about the Quiropraxis (
Team Charter
(@ Farryl Chang
(@ Hubery Chu

(@ Joshua Pritchett )

Action items

Establish a game core concept for the project |[:x] 09 Sep 2022
List of roles and responsibilities |[:] 14 Sep 2022
Team Decision-Making Plan |[] 14 Sep 2022

Conflict Resolution Plan [[:] 14 Sep 2022

O I .

Risk Plan (must include contingency plans) |[z:] 14 Sep 2022

Decisions

%“ Meetings will happen on Mondays and Thursdays

%“ The team defined the main core base as “Manipulate circuits so that you can escape the laboratory's power grid by jumping from
appliances to appliances by turning it on and off again, so the inhabitants come and check what's wrong, that's your opportunity!”

%“ ~3 Hours for meetings, none on weekends and ideally they end at 3:30PM EST

% Project roles and responsibilities defined

2022-09-12 Team Meeting

e
Date

12 Sep 2022



https://wilsonchan.atlassian.net/people/team/a88b1e59-515c-47c2-bde3-dc6ce915ab8c

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c54ed545f50de9ee7901?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c54ed545f50de9ee7901?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/people/team/a88b1e59-515c-47c2-bde3-dc6ce915ab8c

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/people/team/a88b1e59-515c-47c2-bde3-dc6ce915ab8c

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence



‘ Participants

® Quiropraxis (N@RIELOAVEESLIGN @ Farryl Chang| @ Hubery Chu | @ Joshua Pritchett | (@ Kevin Jacob Stanly | @ Wilson Chan )

ﬂ:n Goals

® Discuss the game's main system and functions
® Fill up the Team Charter

’5 Discussion topics

Time Item Presenter Notes

1h Project Core Quiropraxis (

® Present ideas for the game mechanics and system
@ Tiago Massochin

(@ Farryl Chang

(@ Hubery Chu

(@ Joshua Pritchett
(@ Kevin Jacob Stanly

(@ Wilson Chan )

1h Fill up the Team Quiropraxis Fill up ALL the topics on the document
Charter @ Tiago Massochin

(@ Farryl Chang

(@ Hubery Chu

(@ Joshua Pritchett
(@ Kevin Jacob Stanly

(@ Wilson Chan )

Action items

#| Finish the Team Charter Document Quiropraxis ({@RIELRYEE NN @ Farryl Chang | @ Hubery Chu @ Joshua Pritchett
@ Kevin Jacob Stanly @ Wilson Chan ) |[:z] 12 Sep 2022

Decisions

2022-09-13 Team Meeting

e
Date

13 Sep 2022

‘ Participants

® Quiropraxis (N@RIELEAVEESIRN @ Farryl Chang| @ Hubery Chu | @ Joshua Pritchett | (@ Kevin Jacob Stanly | @ Wilson Chan )

ﬂ:ﬂ Goals

® Discuss the game system ideas

’1- Discussion topics
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Time Item Presenter Notes

1h Game System @ Tiago Massochin * Present first draft of gameplay concept

Action items

Decisions

%* Game hook
%¢ Game anchor

%“ Key Ingredients

2022-09-22 Team Meeting

)
Date

19 Sep 2022
‘ Participants

® Quiropraxis (NQRIELEAVEEELIGN @ Farryl Chang| @ Hubery Chu | @ Joshua Pritchett | (@ Kevin Jacob Stanly | @ Wilson Chan)

[]:l] Goals

® Talk about the research report
® Check the task and milestone list
® Team Advisement Pre-work - Roadmap + Check-in Form

‘5 Discussion topics

Time Item Presenter Notes

15m Retrospective @ Wilson Chan * |ead the team throw a Retrospective exercise

@ Tiago Massochin

15m Als (@ Wilson Chan ® |ead the team throw a 4Ls Retrospective exercise

@ Tiago Massochin

15m Slate Assignment @ Tiago Massochin * Discuss about the Team Advisement Pre-work - Roadmap + Check-in

Form

Action items

# Ask Zen about the Milestone assignment deliverable problem

Decisions
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% Switch between characters at any time

%* One camera per character

%“ Roadmap draft made

2022-09-26 Team Meeting

Date

19 Sep 2022

‘ Participants

® Quiropraxis (NORIELEAVEEELIGN @ Farryl Chang| @ Hubery Chu | @ Joshua Pritchett | (@ Kevin Jacob Stanly | @ Wilson Chan)

Make sure to read all the research before the start of the meeting

ﬂ:l] Goals

Discuss the Result chapter on Research Report

Discuss the Discussion chapter on Research Report
Discuss the Conclusion chapter on Research Report
Discuss the Recommendation chapter on Research Report
Insert all the information on the Research Report Word doc
Check for academic references to add to the doc

’5 Discussion topics

Time Item

1h 30 m Results chapter

1h Discussion chapter

30m Conclusion chapter

30m Recommendation
chapter

Action items

Presenter

Quiropraxis

(@ Farryl Chang | (@ Hubery Chu

(@ Joshua Pritchett | (@ Kevin Jacob Stanly

(@ Wilson Chan )

Quiropraxis (NEREELIYEESS eyl

(@ Farryl Chang | (@ Hubery Chu
(@ Joshua Pritchett| ' (@ Kevin Jacob Stanly

(@ Wilson Chan )

Quiropraxis (R@REEEIYESS e/l

(@ Farryl Chang ' (@ Hubery Chu
(@ Joshua Pritchett| (@ Kevin Jacob Stanly

(@ Wilson Chan )

Quiropraxis (RERIEEAYESS e/}

(@ Farryl Chang | (@ Hubery Chu
(@ Joshua Pritchett || (@ Kevin Jacob Stanly

(@ Wilson Chan )

Notes

® Each member of the must present the information
found duo they research

® Discuss the result of all research made

® Write the conclusions that the team reached
because of the discussion made

® Write useful information that we can apply to our
project
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#| Figure out valuable mechanics for our project
Figure out valuable Ul for our project
Figure out valuable Rules for our project
Figure out valuable Elements for our project

Figure out valuable Aesthetic for our project

Decisions

2022-09-29 Team Meeting

e
Date

29 Sep 2022
! Participants

® Quiropraxis ( @ Wilson Chan Farryl Chang Hubery Chu Joshua Pritchett Kevin Jacob Stanly §@RIECERYESSeIIE)

ﬂ]] Goals

Team Retrospective

Prework Due Friday

Apply feedback from Zain(10 Minutes)

Establish next two week’s of work for everyone; reference roadmap(20 minutes)
Share work (2 minutes each)

'5 Discussion topics

Time Item Presenter Notes

12:50 NDD Joshua Pritchett ® Setting: Tech Facility
® Advanced technology?
® Separate the characters shouldn't be negative feedback
L]

Potentially separate the characters at times to introduce their mechanics one
character at a time

® Atthe beginning, Data releases Surge while introducing her mechanics
® Environment Storytelling?
13:20 Art Bible Wilson Chan Contrast between character
Diegetic Information
Interesting shapes =! box
Create a file hierarchy guideline
Aesthetic variation between rooms and mechanics
Petals fold down after the player finishes a puzzle instead of folding up
Open rooms or corridors?

® HUB STYLE:

® Keep levels non-linear
® Look to Talos Principle to find ways to get players to go between levels
® Puzzle rooms are on the side

® Allow for distinct differences between each set of puzzles like a scientist
covering different research topics
That much red might not work well and
Allow rooftop to open up
Central column has bridges that rotate around to
Where can player start and end puzzles?
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Action items

#| Transfer Roadmap from MIRO to Confluence |[:] 05 Oct 2022 | @RIV ESS s all]

# Define a name for the game

Decisions

%“ HUB STYLE - Ensure the level is non-linear - the pillar is the hub that allows movement to other levels
%* Avoid a colored light - keep it neutral white and limit colors so we can have contrast for different puzzle groups

Sept. 29, 2022 Meeting Notes

Notes on Meeting With Zain Milestone 01:
Focus on making sure deliverables submitted are not tasks
-Tasklists - Sort by Name in the future --> SUBMIT EVERY WEDNESDAY THE WEEK BEFORE MEETING WITH ZAIN

-Deliverable List - Formatting Research report, conclusion section and such is part of a task - so its not necessary - The -only deliverable would
be the Research Report

-Quantity with concept art- if it is totally different files

-Don't put anything on SharePoint since you have to be logged in - Put it on Google docs somethign that doesn't require signing in
-Things in PROGRESS SHOULD NOT BE DELIVERABLES

-Documents are not a deliverable until you have a first -pass meaning that every header has content

-Discussions on game mechanics should get a TECHNICAL DOCUMENT that leads to how you will technically implement things into games and
formatting, variables and such

-Notes, test instructions is meant to give the reader instructions on how to access the deliverable

-'e.g click on link, open document, go to page 253" - Give reader EXACT info and where to find what they need
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- Coding department gets complicated - explain EVERY step to see the build of the game

-'e.g. hubery codes healthbar, when hit, healthbar depletes so instruction is: Load executable, go into main game, pick character, walk up to first
zombie, let him hit you, you will see the lower right hand side the health bar depleting

-Don't ever make the viewer play through the level

- Highly recommends a console since when we test its easier We can do command prompts to teleport the tester to the appropriate section
or CHEATS like - give full health, no clip and such or "solve puzzle 1)

-"Shift+W to enter console and type in this command to load

- make a build with that one testable part as there is no time in AAA to make a specific build.

- IF ALL ELSE FAILS: do a video of that section like "memory leak, breaks game " - explain this instruction

- Ideally everything is in the build with instructions on how to access specific parts of the game that is done

- When someone doesn't have a deliverable, as long as the person has a tasks towards a deliverable than it's all good

- A tool for Zain to keep track on the project progressing with team members

- We will explain why tasks aren't done so we can change our scope within production like what we plan doesn't line up with our goals

-Parallel documents - just before meeting people would delete the stuff they didn't get done so that's why he asks for seperate deliverables due
-Peer assessments - more info is better but he cares about the super stars and the slackers.

-Game dev revolves around milestone deliverable tasks lists since that is how people get paid - Lead means management not being better —
overtime and crunch happens BECAUSE you need to hit the milestone or no pay. A lead should know what stage the work is at when Producer
comes in and needs an update.

- Common to ask people to come in without pay as a result

- IF YOU BREAK THE BUILD

- AAA is massive

- It takes hours to compile! Compiler farms

- Breaking the build right before submission at 6PM will hurt bad

- So while we wait on compiles, someone can check in a broken thing and it becomes a feedback loop
-Milestones are for us, not Zain - If something needs to be done by x-date you have to ask the assignee
-Feedback on Team Charter

- Risks are things that may happen - the last few aren't that great - the first few are good. So risks are things that will hurt the project that
MAY happen that we need to plan for

- Separate the Project Manager roles to be more specific for clarity's sake so we know who is primary and such

- Roles & responsibilities are good

- Conflict Resolution - He wants to know we have a process

- Needs to know "WHO" is responsible

- When we get to an obstacle, how do we handle half wants X, and other half wants Y

So you can't be mad if you set up a dictatorship but then complain

Musical Scoring for Screen and Stage - a one year program to help with capstone that can compose professional music

AND VOICE ACTORS too

Team Advisement Meeting notes

Incomplete tasks from meetings

Description Due Assignee Task appears on
date





Separate the Project Manager roles to be more specific for clarity's sake so
we know who is primary and such {@REEE[sRYEE I3

05 Oct 2022

05 Oct
2022

Tiago Massochin

Joshua Pritchett

Prototyping mechanics cheaply

RPG, long term gameplay loops CAN be paper prototyped

Fast pace, moment to moment mechanics are very difficult

The easiest way is to do a diagram like what Tiago did. If its not clear at that
point, we'll likely have a hard time understanding it in game

Fable Il only had one camera with a camera manager, the biggest challenge
was you can NEVER cut between cameras (Render a frame at A and a frame
at B then swap between frames). The camera position would always
interpolate - bound to floating point errors, bugs and visual errors like screen

tearing

Wilson Chan

Wilson Chan We have our own mental models of things like the

Generators for our game.

Hubery Chu

Hubery Chu
Kevin Jacob Stanly What is the intention behind ONE

camera. Look into separate cameras between both characters - We can then
swap between characters more freely RATHER than repositioning cameras as
we will hit the problem with Surge’s abilities with everything!

Eduardo did the slide presentations for every department at Ubisoft each
Monday with a stand-up style

Ensure the team has a good vision of the core experience which is a puzzle
game with platforming elements

Decisions from meetings

2022-09-29 Team
Advisement Meeting

2022-11-07 Team
Advisement Meeting

2022-11-07 Team
Advisement Meeting

2022-11-07 Team
Advisement Meeting

2022-11-07 Team
Advisement Meeting

2022-11-07 Team
Advisement Meeting

2022-11-07 Team
Advisement Meeting

2022-11-07 Team
Advisement Meeting

2022-11-07 Team
Advisement Meeting

2022-10-03 Team
Advisement Meeting

Page Title Decisions
2022-09-
08 Team T e Lo ;
Meeting F“  Finish the Idea prioritization process on 2022-09-09 meeting
2022-09-
09 T - .
Meessg % Meetings will happen on Mondays and Thursdays
F“ The team defined the main core base as “Manipulate circuits so that you can escape the laboratory's power grid by
jumping from appliances to appliances by turning it on and off again, so the inhabitants come and check what's
wrong, that's your opportunity!”
%“ ~3 Hours for meetings, none on weekends and ideally they end at 3:30PM EST

ﬁf

Project roles and responsibilities defined
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2022-09-
13 Team
Meeting

2022-09-
15 Team
Meeting

2022-09-
22 Team
Meeting

2022-09-
29 Team
Meeting

2022-10-
13 Team
Meeting

2022-11-
02 Team
Meeting

2022-11-
10 Team
Meeting

ﬁf

ﬁf

ﬁf

ﬁf

ﬁf

ﬁf

ﬁf

ﬁf

ﬁf

ﬁf

ﬁf

ﬁf

ﬁf

ﬁf

ﬁf

ﬁf

Game hook

Game anchor

Key Ingredients

Game hook

Game anchor

Key Ingredients

Switch between characters at any time

One camera per character

Roadmap draft made

HUB STYLE - Ensure the level is non-linear - the pillar is the hub that allows movement to other levels

Avoid a colored light - keep it neutral white and limit colors so we can have contrast for different puzzle groups

Look at what date we have to decide to cut levels for scope

The things we don't finish will need to be moved to the next milestone

Prep each person’s content to share beforehand

Keep webcam on when presenting to industry people and strangers

Do the 4Ls at the end of the meetings





Ll (@ Joshua Pritchett Look at Al voice acting and narratively writing character interactions and implementing them -

there is also large opportunity to write dialogue and transition to in-game animations like Data turning her head when
looking at an important gameplay element.

L (@ Joshua Pritchett Create a PoC of the ending cutscene to gauge scope as there are a lot of bottlenecks to that

solution

2022-11-

14 Team .

Meeting 5 (@ Joshua Pritchett| (@ Farryl Chang Do not worry about level progression, limit level design to single
puzzles that exhibit the use for each mechanic

2022-11-

21 Team . . - L .

Meeting F“ The exits of each puzzle room NEED to show the bridge in view animating to lead to the next area + Elevator taking
you there.

All meeting notes

Title Creator Modified

2023-01-18 Team Meeting Wilson Chan Jan 18, 2023

2022-10-13 Team Meeting Wilson Chan Jan 18, 2023

2022-11-10 Team Meeting Tiago Massochin Jan 18, 2023
2022-11-02 Team Meeting Joshua Pritchett Jan 18, 2023
2022-12-12 Team Meeting Wilson Chan Dec 12, 2022
2022-12-05 Team Meeting Wilson Chan Dec 06, 2022
2022-12-01 Team Meeting Tiago Massochin Dec 01, 2022
2022-11-21 Team Meeting Wilson Chan Nov 21, 2022
2022-11-17 Team Meetings Joshua Pritchett Nov 17, 2022
2022-11-14 Team Meeting Wilson Chan Nov 14, 2022
2022-09-29 Team Meeting Wilson Chan Nov 02, 2022
2022-10-03 Team Meeting Tiago Massochin Oct 13, 2022
2022-10-04 Team Meeting Wilson Chan Oct 13, 2022
2022-09-26 Team Meeting Tiago Massochin Oct 13, 2022
2022-09-15 Team Meeting Wilson Chan Oct 11, 2022
2022-10-06 Team Meeting Tiago Massochin Oct 06, 2022
2022-09-22 Team Meeting Tiago Massochin Sep 22, 2022
2022-09-13 Team Meeting Tiago Massochin Sep 22, 2022
2022-09-12 Team Meeting Tiago Massochin Sep 22, 2022

2022-09-09 Team Meeting Tiago Massochin Sep 22, 2022

Find more results
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2023 Q1 Team Advisement Meeting notes

2023-01-26 Team Advisement Meeting

ﬂ Meeting overview

® Meeting goals
® Key attendees
® Processes

Open action items

Description

Due Assig
date nee

Ensure the team has a good vision of the core experience which is a puzzle

game with platforming elements

S
/ Meeting minutes

Date Attendees

03 Oct 2022 Quiropraxis (

Wilson Chan
Farryl Chang
Hubery Chu
Joshua Pritchett

Kevin Jacob Stanly

(@RUECYESS )

Agenda

Playtest

Design Improvement Plan:

Notes, decisions and action items

Ensure we always have targeted goals
and objectives.

Playtesting's purpose is to gauge the
design - is what we are making living
up to our intended play experience, beta
/QA testing is to test if it works which is
different.

No one makes a game to be broken.

A good playtest objective is: "The
stretchy arm mechanic, how is it used,
when and why do they use it? How
does that impact our game design?"
Whether or not it breaks is useless in a
playtest.

The metrics can be our own use.
Playtest Report is formal, something we
are showing to an external person on
the team. Informal playtests like within
the team, don't require reports and
such.

Reports must be game changing like
the arm stretching mechanic - but how
high to jump isn't worth the time
investment to create a report.
Consider who the audience is when
creating documents/reports.

Playtest reports are used to justify time
and resources are spent to see if its
worth putting more resources in.
Things like the Skillgate in swapping
puzzles findings and uncovering what is
going on then suggesting
recommendations is what a playtest
report .

This is a quick summary to give to a
stakeholder to test - easy to give to
other team members to address things.
Playtest Report is for people interested
- It must be related to the ISSUE
UNCOVERED in the playtest - e.g. the
skillgate is too hard.

So how will we address THIS ONE
SPECIFIC ISSUE.

Goal: Fix our skillgate issue so players
learn how to use the main mechanic -
Be very specific when writing action
plans and goals. Be concise and to the
point - Metrics:

The things that are required to gauge if
the action plan worked/design
improvement plan.

TImeline: - Task list will show "first pass
of new puzzle is in 2 days, new
signifiers, 3 days later, and an internal
playtesting after a day" - Signatures -

Task appears on

2022-10-03 Team Advisement
Meeting
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the plan is written, the lead would sign
to say the team is doing it.

2022 Q4 Team Advisement Meeting notes

2022-10-03 Team Advisement Meeting

ﬂ Meeting overview

® Meeting goals
® Key attendees
® Processes

Open action items

Description Due Assig Task appears on
date nee

. . S 2022-10-03 Team Advisement
Ensure the team has a good vision of the core experience which is a puzzle

B . Meeting
game with platforming elements
>
/ Meeting minutes
Date Attendees Agenda Notes, decisions and action items
03 Oct 2022 uiropraxis ;
Q WPI éh : How to ensure each team has input? Ensure the team has a good vision of the core
@ Wwilson Chan How t(t) start working on our builds and experience which is a puzzle game with platforming
projects
(@ Farryl Chang elements
(@ Hubery Chu ) ) )
"]" Do not design by committee: Do not discuss every
(@ Joshua Pritchett design decisions through team meetings . Trust
eachother but if it is drastic change like “now it is
(@ Kevin Jacob Stanly multiplayer” is a big change.

@ Tiago Massochi

5 Quiropraxis ( (@ Wilson Chan | @ Farryl Chang
(@ Hubery Chu| (@ Joshua Pritchett

@ Kevin Jacob Stanly F@RIECERYEEESIN

BRING PROBLEMS BEFORE OUR MEETINGS so
they are useful in the Agenda for the next meeting

'T' Get a testable environment in the build to solve our
problems

'T' (@ Hubery Chu | Figure out how Surge moves on

a constrained path!

2022-10-31 Team Advisement Meeting
Notes:

Document discrepancies in gameplay and value between Data and Surge

Nail down the look of everything before working hard on implementing final models. Data for example
Signifiers for nouns and objects

Fix lighting and shadow issues

Art bible poly count and examples of assets
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Create benchmark for assets (Make a diorama with interactive, hero and others to gauge detail with the FINAL look)
® Look at the sense of scale for game levels

® There is a sense of emptiness that exists (Do we want this to be intentional?)

® Play with Level Design as the open vast spaces need to feel interesting - Look at Journey for references

® Have points of interest throughout the vast space
® Camera, we want players to be able to look up at the exit of the cylinder without the camera going into a wall or the floor
® Meshrendering: Consider doing it in a staged method where the mesh renders after the rail is set up

Collaborator Playtest:

® His ultra wide monitor was throwing off the accuracy of Surge’s abilities

® Found walking to an electric pole to drop Surge off to put him in was weird. Feels that having agency, the ability to choose with a button,
would be better

® After a block collides with something it floats in a direction when Surge is holding it

® Controlling the character in the wire is off. Looking directly at the wire doesn’t let you move straight

® Recommends not using physics for the movement of conductors

®* Am | holding an object? Am | looking at a break in the wire? Put the object in the break
® Game is very dark and darkens in certain areas for some reason
® Either don'’t turn on the interact Ul until you're able to do so, or make it so you can interact with when the Ul is displayed
® Allow the players to turn generators on and off

® The generator at the beginning of the first puzzle should be off to teach players they can turn it on
® Make the visuals that a generator is on more noticeable. The ball in the center spinning

® Camera cut instead of blend maybe when switching between characters

® Visual signifier to determine what wires are powered

2022-11-07 Team Advisement Meeting

B Meeting overview

® Meeting goals
® Key attendees
® Processes

Open action items

Description Due Assig Task appears on
date nee

. . . 2022-10-03 Team Advisement
Ensure the team has a good vision of the core experience which is a puzzle

B . Meeting
game with platforming elements
>
s Meeting minutes
Date Attendees Agenda Notes, decisions and action items
07 Nov 2022 Quiropraxis ( . . .
) Eduardo did the slide presentations for every
Wilson Chan

department at Ubisoft each Monday with a stand-up style

Farryl Chang Wilson Chan We have our own mental models of

Hubery Chu things like the Generators for our game.
Joshua Pritchett Hubery Chu Kevin Jacob Stanly What is the
Kevin Jacob Stanly intention behind ONE camera. Look into separate
cameras between both characters - We can then swap
@ Tiago Massochir)] between characters more freely RATHER than

repositioning cameras as we will hit the problem with
Surge’s abilities with everything!

Fable Il only had one camera with a camera
manager, the biggest challenge was you can
NEVER cut between cameras (Render a frame at A
and a frame at B then swap between frames). The
camera position would always interpolate - bound to
floating point errors, bugs and visual errors like
screen tearing

Prototyping mechanics cheaply
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RPG, long term gameplay loops CAN be paper
prototyped

Fast pace, moment to moment mechanics are very
difficult

The easiest way is to do a diagram like what Tiago
did. If its not clear at that point, we'll likely have a
hard time understanding it in game

% Startleading the advisement meetings by having
problems we need help from

NI" Give context to the things you want implemented

']' @NIECENYEESOIITN Define what signifiers each

object needs so Wilson Chan knows what to

absolutely include.

-e.g. a signifier for Common things that Surge and
this is universal to every object

-e.g. activation and deactivation objects ALL SHARE
THE SAME SIGNIFIERS

'\' Joshua Pritchett Look at pre-rendering a video

SEPERATE from the game engine so we can iterate
on it faster to REDUCE risk as its hard to get things
to blend with cinematic to gameplay transition.

-We can also have a skip for cinematic so we don’t
need to playtest with a in-engine cinematic as it will
be frustrating for us and testers.

'\' (@NIECENYEESOIIIN continue your great diagrams

of showcasing mechanics in context of gameplay and
test us on how to use mechanics. Eduardo mentions
this is a great way of prototyping. What our metric for
success is CLARITY and communication of
experience to players.

Notes

® Look at Fable 2 camera for ideas on a camera controller. String and cage method vs the common stick method

® Look into using more than one camera vs one camera that moves everywhere

® Cinematics will be videos that try their best to end in a similar position to the character controller so that transition to and from gameplay is as
smooth as possible

® Make objects like the poles used to transfer Surge more noticeable in the environment

® Maybe the lights on the switch panels glow when its powered to signify that it can now be interacted with
2022-11-10 Team Advisement Meeting

ﬂ Meeting overview

®* Week 07 & 08

Open action items

>
S Meeting minutes

® Open all of your presentation with a welcome message
® "Hello everyone, we're quiropraxis, welcome to our PoC presentation”
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® Then, have a team slide

® Images or avatars of yourselves with full name and role
® Take turns introducing yourselves
® Tell the audience what your topic is

® "Here's our concept, our pillars, etc.”
® Atthe end, tie everything together by thanking your audience for listening
® |f there's a VIP in the audience, you should thank your entire audience then also thank the VIP by name

® "Thank you Dave from Ubisoft for taking time out of your busy day to be here"
® Try to reduce all text on your slides, if you can then have just images
® This applies to all presentations moving forward

2022-11-14 Team Advisement Meeting
Notes:

2022-11-21 Team Advisement Meetings
Notes:

® As ateam we need to “shift” into MVP mode. We should try to get all hands on deck on working on the build.
® Stuff that isn’t going into the build isn't as important right now

- Figure out alist of things we need for MVP by today WE NEED TO WORK ON BUILD NOW - ALL HANDS
- ANYTHING NOT GOING INTO THE BUILD IS IRRELEVANT - LOW PRIORITY

-E.G. level design and such - whatever players see in the build need to be focused on

- Have a backup plan if our initial goals doesn't work for player playing simultaneously with two characters

- "We are working against our own goal so there is a risk"

- "Using the ability of another character while controlling the first one is an interesting challenge” - Eduardo - We need to define this clearly to our
programmers and designers

- Player not switching back and forth because when you are disconnected from a character you lose the ability to understand as a player what
each character is doing

- spatial awareness of both characters VERY BIG CHALLENGE

- e.g. a split screen/minimap and such to solve that?

-e.g. A leash to limit how far away other character can move so Both characters are visible
- e.g. the hybrid of both, after a certain distance, you now have two screens

- but two parts of the level loads with memory budget

- But if you move around with Data and trying to do something else, as a player it is easy to lose track even if the space allows players to see
eachother already - In Fable - as a designer you can add items of interest to cameras so both the player and that key interest item are framed

together
- @Wilson @Farryl @Joshua Consider how to level design so players can see bridge unfold after solving a puzzle

@Zizo @Wilson @Kevin Figure out Ul design and implementation - Eduardo wants an update on this next week

2022 Q3 Team Advisement Meeting notes

2022-09-12 Team Advisement Meeting notes

ﬂ Meeting overview

® |ntroduce ourselves to our adviser

Action items

Description Due Assignee Task appears on
date

05 Oct Tiago Massochin 2022-09-29 Team
2022 Advisement Meeting
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Separate the Project Manager roles to be more specific for clarity's sake so
we know who is primary and such {@RREE[RYEES eI Joshua Pritchett

05 Oct 2022
Prototyping mechanics cheaply
RPG, long term gameplay loops CAN be paper prototyped
Fast pace, moment to moment mechanics are very difficult

The easiest way is to do a diagram like what Tiago did. If its not clear at that
point, we'll likely have a hard time understanding it in game

Fable Il only had one camera with a camera manager, the biggest challenge
was you can NEVER cut between cameras (Render a frame at A and a frame
at B then swap between frames). The camera position would always
interpolate - bound to floating point errors, bugs and visual errors like screen
tearing

2022-11-07 Team
Advisement Meeting

2022-11-07 Team
Advisement Meeting

2022-11-07 Team
Advisement Meeting

2022-11-07 Team

Advisement Meeting

2022-11-07 Team
Advisement Meeting

Wilson Chan 2022-11-07 Team
Wilson Chan We have our own mental models of things like the Advisement Meeting
Generators for our game.
Hubery Chu 2022-11-07 Team
Hubery Chu Kevin Jacob Stanly What is the intention behind ONE Advisement Meeting
camera. Look into separate cameras between both characters - We can then
swap between characters more freely RATHER than repositioning cameras as
we will hit the problem with Surge’s abilities with everything!
2022-11-07 Team
Eduardo did the slide presentations for every department at Ubisoft each Advisement Meeting
Monday with a stand-up style
- . L 2022-10-03 Team
Ensure the team has a good vision of the core experience which is a puzzle Advisement Meeting
game with platforming elements
. . 2022-09-29 Team
Task lists - Sort by Name in the future --> SUBMIT EVERY WEDNESDAY Advisement Meeting
THE WEEK BEFORE MEETING WITH ZAIN
. . . - ) . 2022-09-29 Team
Deliverable List - Formatting Research report, conclusion section and such is Advisement Meeting
part of a task - so its not necessary - The -only deliverable would be the
Research Report
. . . ] 2022-09-29 Team
A tool for Zain to keep track on the project progressing with team members Advisement Meeting
. . . 2022-09-29 Team
Conflict Resolution - He wants to know if we have a process - Needs to know Advisement Meeting
"WHO" is responsible
Hubery Chu 2022-09-29 Team

Discussions on game mechanics should get a TECHNICAL DOCUMENT that
leads to how you will technically implement things into games and formatting,

variables and such Hubery Chu Farryl Chang

Advisement Meeting

>
-/ Meeting minutes

Date Attendees Agenda Notes, decisions and action items

12 Sep 2022 Introduce ourselves and talk about the project
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Quiropraxis (
@ Tiago Massochin R’

(@ Farryl Chang

(@ Hubery Chu

(@ Joshua Pritchett
(@ Kevin Jacob Stanly

(@ Wilson Chan )

Eduardo Hulshof

2022-09-26 Team Advisement Meeting notes

ﬂ Meeting overview

® |ntroduce ourselves to our adviser

Action items

Description Due Assignee Task appears on
date
05 Oct Tiago Massochin 2022-09-29 Team

Separate the Project Manager roles to be more specific for clarity's sake so
we know who is primary and such f@RIEEENYEESEN @ Joshua Pritchett

[:#] 05 Oct 2022

Prototyping mechanics cheaply

RPG, long term gameplay loops CAN be paper prototyped
Fast pace, moment to moment mechanics are very difficult

The easiest way is to do a diagram like what Tiago did. If its not clear at that
point, we'll likely have a hard time understanding it in game

Fable Il only had one camera with a camera manager, the biggest challenge
was you can NEVER cut between cameras (Render a frame at A and a frame
at B then swap between frames). The camera position would always
interpolate - bound to floating point errors, bugs and visual errors like screen
tearing

2022

Advisement Meeting

2022-11-07 Team
Advisement Meeting

2022-11-07 Team
Advisement Meeting

2022-11-07 Team
Advisement Meeting

2022-11-07 Team

Advisement Meeting

2022-11-07 Team
Advisement Meeting

Wilson Chan 2022-11-07 Team
@ Wilson Chan We have our own mental models of things like the Advisement Meeting
Generators for our game.

Hubery Chu 2022-11-07 Team

(@ Hubery Chu @ Kevin Jacob Stanly What is the intention behind ONE
camera. Look into separate cameras between both characters - We can then

swap between characters more freely RATHER than repositioning cameras as

we will hit the problem with Surge’s abilities with everything!

Eduardo did the slide presentations for every department at Ubisoft each
Monday with a stand-up style

Advisement Meeting

2022-11-07 Team
Advisement Meeting

2022-10-03 Team
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Ensure the team has a good vision of the core experience which is a puzzle
game with platforming elements

Task lists - Sort by Name in the future --> SUBMIT EVERY WEDNESDAY
THE WEEK BEFORE MEETING WITH ZAIN

Deliverable List - Formatting Research report, conclusion section and such is
part of a task - so its not necessary - The -only deliverable would be the
Research Report

A tool for Zain to keep track on the project progressing with team members

Conflict Resolution - He wants to know if we have a process - Needs to know
"WHO" is responsible

Discussions on game mechanics should get a TECHNICAL DOCUMENT that
leads to how you will technically implement things into games and formatting,

variables and such Hubery Chu Farryl Chang
2/ Meeting minutes
Date Attendees Agenda
26 Sep 2022 Quiropraxis ( Discuss about the research

Farryl Chang
Hubery Chu
Joshua Pritchett
Kevin Jacob Stanly

Wilson Chan |)

Advisement Meeting

2022-09-29 Team
Advisement Meeting

2022-09-29 Team
Advisement Meeting

2022-09-29 Team
Advisement Meeting

2022-09-29 Team
Advisement Meeting

Hubery Chu 2022-09-29 Team

Advisement Meeting

Notes, decisions and action items

w*| Notes On Roadmap

® We could have done things Earlier e.g. art bible since

there was nothing blocking it

® IDENTIFY places where no work is done and address
that

® We see where things start ramping up

-Why are some blocks empty?

Eduardo Hulshof

® |f player needs to backtrack -make sure the way

ﬁf

ﬁ!

ﬁf

ﬁf

ﬁf

ﬁf

back down is enjoyable

® Maybe in these instances their is a “way back”
powerup that allows physical body to become
electrical

Essential puzzle mechanics will take longer than a
week - extend it on our Roadmap

Extend blocks that take more than one week

How will the characters get recombined?
Recallability maybe League style.

Address how we portray puzzles as it affects
camera and such

MEETING EFFICIENCY: There is a goal and an
agenda!

MEETING EFFICIENCY: How to keep the
meeting timeframe as small as possible - e.qg. if
we book an hour meeting but discussion only
takes 15 minutes BUT WE WILL USE allt he time
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2022-09-29 Team Advisement Meeting

B Meeting overview

® Meeting goals
® Key attendees
® Processes

Open action items

Description

Separate the Project Manager roles to be more specific for clarity's sake so

we know who is primary and such @REELNYEES )] Joshua Pritchett

05 Oct 2022

Task lists - Sort by Name in the future --> SUBMIT EVERY WEDNESDAY
THE WEEK BEFORE MEETING WITH ZAIN

Deliverable List - Formatting Research report, conclusion section and such is
part of a task - so its not necessary - The -only deliverable would be the
Research Report

A tool for Zain to keep track on the project progressing with team members

Conflict Resolution - He wants to know if we have a process - Needs to know
"WHO" is responsible

Discussions on game mechanics should get a TECHNICAL DOCUMENT that
leads to how you will technically implement things into games and formatting,

variables and such Hubery Chu Farryl Chang

>
4 Meeting minutes

Notes on Meeting With Zain Milestone 01:

"'\" MEETING EFFICIENCY: We must come out of a
meeting with a decision point

'ﬁ' MEETING EFFICIENCY: HAVE A PROMPT per
meeting so we have opinions and thoughts before
it. SO WE CAN MAKE DECISIONS - the “what do

you think” is inefficient.

ll" MEETING EFFICIENCY: Only people that need to
be in the meeting should be there and then the
rest of the team is informed of the decisions

ﬁ" Look at how other games HANDLE THE
CYLINDRICAL level ASPECT - maybe shortcuts -
DON'T TRY TO KEEP EVERYTHING IN THE

TUBE e.g. rooms

Due Assignee
date
05 Oct Tiago Massochin

2022

Hubery Chu

Task appears on

2022-09-29 Team
Advisement Meeting

2022-09-29 Team
Advisement Meeting

2022-09-29 Team
Advisement Meeting

2022-09-29 Team
Advisement Meeting

2022-09-29 Team
Advisement Meeting

2022-09-29 Team
Advisement Meeting
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Focus on making sure deliverables submitted are not tasks

Task lists - Sort by Name in the future --> SUBMIT EVERY WEDNESDAY THE WEEK BEFORE MEETING WITH ZAIN

Deliverable List - Formatting Research report, conclusion section and such is part of a task - so its not necessary - The -only deliverable
would be the Research Report

Discussions on game mechanics should get a TECHNICAL DOCUMENT that leads to how you will technically implement things into games
and formatting, variables and such Hubery Chu Farryl Chang

A tool for Zain to keep track on the project progressing with team members

Separate the Project Manager roles to be more specific for clarity's sake so we know who is primary and such F@REER[RYEESeIel)!
Joshua Pritchett 05 Oct 2022

Conflict Resolution - He wants to know if we have a process - Needs to know "WHO" is responsible

% Quantity with concept art- if it is totally different files
%  Things in PROGRESS SHOULD NOT BE DELIVERABLES
% Documents are not a deliverable until you have a first pass meaning that every header has content

%7 Notes, test instructions is meant to give the reader instructions on how to access the deliverable (e.g click on link, open document, go to
page 253" - Give reader EXACT info and where to find what they need)

% Coding department gets complicated - explain EVERY step to see the build of the game (e.g. hubery codes healthbar, when hit,
healthbar depletes so instruction is: Load executable, go into main game, pick character, walk up to first zombie, let him hit you, you will
see the lower right hand side the health bar depleting)

%7 Don't ever make the viewer play through the level

% Highly recommends a console since when we test its easier We can do command prompts to teleport the tester to the appropriate
section or CHEATS like - give full health, no clip and such or "solve puzzle 1, Shift+W to enter console and type in this command to load

% Make a build with that one testable part as there is no time in AAA to make a specific build

% IF ALL ELSE FAILS: do a video of that section like "memory leak, breaks game " - explain this instruction

%7 Ideally everything is in the build with instructions on how to access specific parts of the game that is done

% When someone doesn't have a deliverable, as long as the person has a tasks towards a deliverable than it's all good

%7 We will explain why tasks aren't done so we can change our scope within production like what we plan doesn't line up with our goals
% Peer assessments - more info is better but he cares about the super stars and the slackers

% Milestones are for us, not Zain - If something needs to be done by x-date you have to ask the assignee

Game dev revolves around milestone deliverable tasks lists since that is how people get paid - Lead means management not being
better — overtime and crunch happens BECAUSE you need to hit the milestone or no pay. A lead should know what stage the work is
at when Producer comes in and needs an update.



https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence



Common to ask people to come in without pay as a result

IF YOU BREAK THE BUILD

AAA is massive

It takes hours to compile! Compiler farms

Breaking the build right before submission at 6PM will hurt bad

So while we wait on compiles, someone can check in a broken thing and it becomes a feedback loop

Feedback on Team Charter

® Risks are things that may happen - the last few aren't that great - the first few are good.

So risks are things that will hurt the project that MAY happen that we need to plan for

® Separate the Project Manager roles to be more specific for clarity's sake so we know who is primary and such
® Roles & responsibilities are good
® Conflict Resolution

- He wants to know we have a process

Needs to know "WHO" is responsible

When we get to an obstacle, how do we handle half wants X, and other half wants Y

So you can't be mad if you set up a dictatorship but then complain

Musical Scoring for Screen and Stage - a one year program to help with capstone that can compose professional music
AND VOICE ACTORS too

Retrospective's Record

Search

Expand all Collapse all

Sprint Retro Notes

Proof of Concept Retro - 2022-10-17

Date Sep 30, 2022
Issues 55 issues
Status GREEN

Report summary

Overall status for 55 issues
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https://wilsonchan.atlassian.net/issues/?jql=project+%3D+QUIR+AND+Sprint+%3D+%22Proof+of+Concept%22+ORDER+BY+created+DESC++&src=confmacro

https://wilsonchan.atlassian.net/issues/?jql=project+%3D+QUIR+AND+Sprint+%3D+%22Proof+of+Concept%22+ORDER+BY+created+DESC+&src=confmacro
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Proof of Concept Development Retro - 2022-10-21

Date Sep 30, 2022
Issues 24 issues
Status GREEN

Report summary

Overall status for 24 issues

Done =
23

In
——— Progress
=1

—_—

Priority
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Project Plan Retro - 2022-11-14

Date Sep 30, 2022

Issues 12 issues



https://wilsonchan.atlassian.net/issues/?jql=project+%3D+QUIR+AND+Sprint+%3D+35+ORDER+BY+created+DESC&src=confmacro



Status

GREEN

Report summary

Overall status for 12 issues

Done =
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GDD Retro - 2022-11-28

Date Sep 30, 2022
Issues 12 issues
Status GREEN

Report summary

Overall status for 12 issues

Done =
1z

Priority
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MVP Week 12 and 13 Retro - 2022-12-12

Date Sep 30, 2022

Issues 77 issues

Status GREEN
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Report summary

Overall status for 77 issues

Done =
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Story =
34 ___ Delverabl
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Semester 1 Final Sprint Retro - 2023-01-09

Date Sep 30, 2022
Issues 12 issues
Status GREEN

Report summary

Overall status for 12 issues

Done =
12

Priority



https://wilsonchan.atlassian.net/issues/?jql=project+%3D+QUIR+AND+Sprint+%3D+35+ORDER+BY+created+DESC&src=confmacro
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Week 01, 02 and 03 Retro - 2023-01-30

Date Sep 30, 2022

Issues 12 issues

Status GREEN



https://wilsonchan.atlassian.net/issues/?jql=project+%3D+QUIR+AND+Sprint+%3D+35+ORDER+BY+created+DESC&src=confmacro



Report summary

Overall status for 12 issues

Done =
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Week 04 and 05 Retro - 2023-02-13

Date Sep 30, 2022
Issues 12 issues
Status GREEN

Report summary

Overall status for 12 issues

Done =
12

Priority



https://wilsonchan.atlassian.net/issues/?jql=project+%3D+QUIR+AND+Sprint+%3D+35+ORDER+BY+created+DESC&src=confmacro

https://wilsonchan.atlassian.net/issues/?jql=project+%3D+QUIR+AND+Sprint+%3D+35+ORDER+BY+created+DESC&src=confmacro



Lew=3 o

‘ -
High =5 - “______ Highest =
2

Component
Mo
componen —
t=12
Issue Type
Story = 8 — ‘ SldeqquEt
___ Deliverabl
e=1

Week 06 and 07 Retro - 2023-03-10

Date Sep 30, 2022

Issues 12 issues

Status GREEN
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Report summary

Overall status for 12 issues
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Week 08, 09, and 10 Retro - 2023-03-27

Date Sep 30, 2022
Issues 12 issues
Status GREEN

Report summary

Overall status for 12 issues

Done =
12

Priority
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4 Ls Retrospective's Record
Add New 4 Ls Retrospective

4 Ls Retrospective form template



https://forms.office.com/Pages/ShareFormPage.aspx?id=V8daRjEhEUe5o9gni1wLFIJ6Ry50-kBEkXB9MXQTOxJUQ0ZPR1NSTFZVUVcyQUNIOVdBTzFOQVBGVS4u&sharetoken=PKllqZloMNSD1z3wtTRS



Task report

Looking good, no incomplete tasks.

com.atlassian.confluence.plugins.confluence-business-blueprints.4-Is-retrospective-blueprint.first-column

No content found.

2022-11-03 4Ls Retrospective Play

[£] Overview

Reflect back on what you and your team learned and what motivates the group to succeed by following the instructions for the 4Ls Retrospective

Play.

Team

Team members

Date

Retrospective period

Quiropraxis

Quiropraxis ({@EIELRVESIM @ Farryl Chang | @ Hubery Chu | @ Joshua Pritchett

03 Nov 2022

4L s retrospective

Milestones
Team Charter .
L]
L]
Research Report .
L]
Proof of Concept o

The team has a good balance
between strengths and was
really easy to divide roles
How well we delegated our
roles and responsibilities in
detail

How well we put together the
team with people able to do
what they enjoy on the project

We had lots of good
references and key insights
that we learned which are
being applied currently

It was fun to play some good
games and learn with them

That we got so much progress
done

That we now have a solid
product to represent our game
We were able to communicate
our game’s narrative through
just the greybox

That we gained insights and
understood our future direction
through playtesting

That the team put so much
effort to accomplish the
milestone in such a awesome
way

We were very passionate while
working and lead the team to
so much progress during this
week

Q4

That we started things in
Confluence since Word had so
much problems loading large
files

It will be nice to have a larger
team

That we started things in
Confluence since Word had so
much problems loading large
files

More time to play some other
games and make some extra
notes

Reading the documentation
beforehand xD

We had paper prototyped and
tested before actually building
our levels

A better development plan with
more specifications about the
process

Could have document the
abilities for surge and data on
how they are implemented

(@ Kevin Jacob Stanly ' @ Wilson Chan)

Online vs local word document file

formatting differences requiring
backtracking
To many roles for each person

The time it took to load the 100
page report
Could not open this huge

document on webpage =~ and
desktop word problems with team
member

It will be nice to have more

diagrams and specifications about

the system of each game

Merge CONFLICTS!!!

® Must communicate more
frequently about what tasks
are being done and how

they’ll affect the Unity project

It was really rush and exhausting
Some design rules were written
but never read or understood

More about each member of
the team and how we best
interact

More about what everyone
wants to get out of this project
About each member personality
and the scope of the project

What we wanted for our game
that makes it distinct from
similar puzzle games

How to develop meaningful
bonds between two characters
You can take elements for
completely different games and
dissecate them until they make
sense together

How to work within Unity’s VFX
graph and refine my technical
skills to implement things

® How to use our assets in the

engine to create levels

® The existence of current flaws

in the mechanics and design
that will be improved upon
Where we need to add more
signifiers to communicate
aspects of the level or
mechanics

That if we want feedback on
one aspect of the game, we
need to remove distractions so
people are focused on what we
want.

No one likes/reads huge blocks
of texts



https://www.atlassian.com/team-playbook/plays/4-ls-retrospective-technique

https://www.atlassian.com/team-playbook/plays/4-ls-retrospective-technique
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https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence



4 Action plan

Action Owner
Remove something from your @ Wilson Chan
LOATHED list

Amplify something from your @ Wilson Chan

LOVED list.

Remove something from your @ Farryl Chang
LOATHED list

Amplify something from your @ Farryl Chang
LOVED list.

Remove something from your
LOATHED list

Amplify something from your @ Tiago Massochin
LOVED list.

Remove something from your @ Hubery Chu
LOATHED list

Amplify something from your @ Hubery Chu
LOVED list.

Remove something from your @ Kevin Jacob Stanly
LOATHED list

Amplify something from your @ Kevin Jacob Stanly
LOVED list.

Remove something from your @ Joshua Pritchett
LOATHED list

Amplify something from your
LOVED list.

@ Joshua Pritchett

Milestone's Deliverables & Tasks List Folder

Milestone Task & Deliverable List - Team 10 - Quiropraxis.xIsx

Search

Expand all Collapse all

Milestone Deliverable List Record

Action Description

1 will let the team know what my tasks need to interact with to
reduce conflicts from touching the same files.

Planning out the tasks we need and then giving appropriate
estimates so we don'’t feel burnt out but still make reasonable
progress.

Switch our current Word documents like the LDD to be on
Confluence to avoid the long loading time we had with the
research report

Use what we've learned from our PoC and the feedback we
received to determine what we need to focus on next and
what we still need to build for our MVP

Develop design documents in a more visual and intuitive
way, using the One Page GDD concept to make ideas more
accessible and understandable.

Continue to include the team in the fundamental decisions of
the project so that everyone continues to feel that they are a
part of it and continue to feel excited.

Possibly assign less tasks to oneself than he thinks he is
capable of? So that if there is extra time, the person can do
some bonus tasks they originally wanted to finish, but if time
ran short, he wouldn’t feel stressed and in a rush to meet all
the previously defined requirements.

More frequent playtesting for WIP stuff

| will document the abilities that | code in the future so other
disciplines can understand how I've implemented them

Going back to references from our research when we need to
draw some possible applications to our game (our research
should not be forgotten basically)

To avoid slow load times on documents we should try to put
more on confluence or put it into smaller documents.

| want to create a strong developing bond between our two
player characters throughout the game that draw in our
players. Create a diagram or narrative tree document to work
with as | plan this developing narrative.
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2022 - Q3 - Milestone Deliverable List
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2022-09-29 Milestone Deliverables List

Description Project Details Deliverable Access  Notes/Test

Instructions

Rescefame  piofty  DaaSwed  DaaCompleed  Saus

Research Report Wilson Chan Medium 19/09/2022 00:00 28/09/2022 18:48 Done https://sheridanc. The link includes
sharepoint.com/:b:/s  both unformatted
/GAME49333Studio  and formatted
Practicel-Team10 reports so you can
/Ed5L7Vjjl1IFHgMUU  have a before and
EQdQoVQBhoxhDd  after. Clicking on
wPduylGIGWkgFtQ  the link and being
Q?e=BtV0dG logged into a
Sheridan account
will take you to it.

Art Bible Wilson Chan Medium 26/09/2022 00:00 To Do https://sheridanc. Please click the link
sharepoint.com/:b:/s  to view the .PDF
/GAME49333Studio  through sharepoint.

Practicel-Team10
[EZzAgb7gHVZJIiDX
C2iuKKHCBCsY7KK
JUrU7kL885PeBVN

Q?e=BNtho2

Concept Art: 1 page  Wilson Chan Medium 26/09/2022 00:00 To Do https://sheridanc-my. Please be signed

of environment with sharepoint.com/:i:/g  into a Sheridan
desired lighting Ipersonal email address and
based on [chanwils_shernet_s  click the link to view.
moodboard heridancollege_ca

[EdPllgrljsNKknFsxu

D58nUBDKZfl1CxHX

7hyV37RIVBpA?

e=08ADQt

Concept Art: 6 Wilson Chan Medium 26/09/2022 00:00 To Do https://sheridanc-my. Please be signed

explorations of sharepoint.com/:i:/g  into a Sheridan
Ipersonal email address and
[chanwils_shernet_s  click the link to view.
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puzzle and camera
presentation after
researching INSIDE

Concept Art: 6
Shader explorations
on circuitry and
electricity
SURGING into
technology when
activated

Wilson Chan Highest

Art Moodboard
focusing on
Abandoned, Electric
and Sci-Fi media.

Wilson Chan Medium

Concept Art: 4
image explorations
for game theme e.g.
sci-fi, fantasy, etc.

Wilson Chan Medium

Concept Art: 6 Wilson Chan Medium

compositions for
main game
environment

Wilson Chan Highest

Narrative Department

2022 - Q4 - Milestone Deliverable List

Search

Expand all Collapse all

2022-10-12 Milestone Deliverables List

SHERIDAN COLLEGE
Honours Bachelor of Game Design

GAME49333/40149 — Fall/Winter 2022-2023

10/10/2022 00:00

26/09/2022 00:00

12/09/2022 00:00

19/09/2022 00:00

29/09/2022 00:00 26/09/2022 14:59

To Do

To Do

To Do

To Do

Done

heridancollege_ca
[EbudsNx4yWEMIsY
MZPzOyuMBV5Qpn
Q_yHc2i7DLPVgbE
5A?e=ELBKoZ

Insert link here

https://sheridanc-my.
sharepoint.com/:i:/g
[personal
[chanwils_shernet_s
heridancollege_ca
[EbWUShTORIIErhu
nubD-
Nc1UBBLz1HzVHM
A_75QDANEmMLQ?
e=8wToJ5

https://sheridanc-my.
sharepoint.com/:i:/g
[personal
[chanwils_shernet_s
heridancollege_ca
[EQY94MSSILVJIPY
dI1BksDUB8SDAw5
zTudfueZe7VwDjJg?
e=bgBjgP

https://sheridanc-my.
sharepoint.com/:i:/g
[personal
[chanwils_shernet_s
heridancollege_ca
[EVGI6yNoYWNCmb
KaRuMWm8ABzO5
xt67f_hcV_T1gKRN
4Sw?e=67Zcs72

https://sheridanc-my.
sharepoint.com/:b:/g
[personal
[chanwils_shernet_s
heridancollege_ca
[Eb53w-
LVSmRBggaRDRi4_
VOBH_YOulgWZzUz
-m6MCIKWTg?
e=bQWdE2

*Must be signed into
a Sheridan college
email.*

Open link to view a .
JPG of the
moodboard. A
higher quality
version is available
by clicking on &
€ceView Original.&€

® Fileis 30 MB
so may take
some time to
load.

Open link to image

Open link to image.

Shared on
Sheridan&a€™s
Sharepoint.

# Click on
Deliverable link

# *Must be logged
into a Sheridan
email address to
view*

## Otherwise the
link expires in a few
weeks
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Milestone Il — Research Report
Due Date: 2022/09/29

Team 10 — Quiropraxis — Deliverables List

Project Details

Human
Character Idle
Animation In Build

Human

Character
Walking
Animation In Build

Concept Art:
Design VFX of
objects affected
by Electricity

Concept Art:
Design Surge
(Electrical
character)

Concept Art:
Designs for Data
(Cyborg
character)

Marketing
lllustration:
Showcasing Data
& Surge together

Concept Art: Gif
of how Surge
moves

07/10/2022 00:00 07/10/2022 09:33 Done

07/10/2022 00:00 07/10/2022 09:34 Done

10/10/2022 00:00  11/10/2022 20:17 Done

03/10/2022 00:00 11/10/2022 20:16 Done

03/10/2022 00:00 11/10/2022 20:16 Done

07/10/2022 00:00 11/10/2022 20:17 Done

10/10/2022 00:00  11/10/2022 20:17 Done

https://drive.
google.comffile/d
/1347Kva_Grwu
U6lyohtUvXvEcV
D6S7jxAlview?
usp=sharing

https://drive.
google.com/file/d
/1347Kva_Grwu
U6lyohtUvXvEcV
D6S7jxAlview?
usp=sharing

https://sheridanc.
sharepoint.com/:i:
Is
/GAME49333Stud
ioPracticel-
Team10
/EaJegO77fYZMo
d99My_jbxkBfcEft
96_Cy4AoC-
MAIWLAQ?
e=woONi3

https://sheridanc.
sharepoint.com/:i:
Is
/GAME49333Stud
ioPracticel-
Team10
/EahOBC-
PCYZIhwGDOD8
MovgBDk7SW1lcr
y3M-
xVMOet_ZEg?
e=a3spvO

https://sheridanc.
sharepoint.com/:i:
Is
IGAME49333Stud
ioPracticel-
Team10
/EdhSHJjBF1I0v
Ceui3bzhlgBR2gp
vK1QPzQ4P55Xp
Y4Rrg?e=BJIt8t

https://sheridanc.
sharepoint.com/:i:
Is
/GAME49333Stud
ioPracticel-
Team10
JEY5GCX93cFJFn
EPST7CHTIwBXc
nDMtOZRFrwdG
Mc3tNOIA?
e=7ZU61W

https://sheridanc.
sharepoint.com/:i:
Is
/GAME49333Stud

Open link;
download zipped
folder; unzip
folder; launch
Capstone_Quiropr
axis.exe and idle
animation will
play when there is
no keyboard input
(animation is
subtle so you may
need to look
closely)

Open link;
download zipped
folder; unzip
folder; launch
Capstone_Quiropr
axis.exe; press
and hold any of
the WASD keys
to see walking
animation

Loginto a
Sheridan account
and open link
which will lead
you to a GIF
animation of how
capacitors are
affected by Surge’
s Electric Arc
which can be
translated to how
other objects
demonstrate
being under
Surge’s influence.

Log into a
Sheridan account
and open link
which will lead
you to a .JPG of
Surge’s character
design with call
outs to parts of
his character.

Log into a
Sheridan account
and open link
which will lead
you to a .JPG of
Data’s character
design sheet for
3D modeling.

Log into a
Sheridan account
and open link
which will lead
you to a .jpg of
Circuit Breaker's
main characters
Data and Surge.

Log into a
Sheridan account
and open link
which will lead
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Asset: Create a
modular shader
in Unity for the
elecricity VFX
that should
appear on
objects that are
electrified

ADD V-1.0

Level Design
Document (First
Pass)

GDD V-1.0

Game Logo V-1.0

Technical Design
Document (First
Pass)

NDD V-1.0

Prototype Build -
Character
Control, Camera

13/10/2022 00:00

To Do

04/10/2022 00:00 = 13/10/2022 01:05 Done

29/09/2022 00:00 12/10/2022 18:26 Done

03/10/2022 00:00 = 12/10/2022 22:35 Done

05/10/2022 00:00

11/10/2022 00:00

04/10/2022 00:00

05/10/2022 00:00

13/10/2022 00:19

11/10/2022 17:08

12/10/2022 20:42

To Do

Done

Done

Done

ioPracticel-
Team10
JEfX7TUESASWFEjv
Pbg4uTXdUBV4A
dE-np_OuEjOJ-
WYS7eg?
e=bQIBK4

Insert link here

https://1drv.ms/b
/s!
ApNOxgzAJPjL7p
W6RJYD3YvwZAX
fQA?e=zoXRot

https://drive.
google.comffile/d
/1gEjCpFvuwbZ5
pbNZ8rLKTNnC7R
Auwl6ifiview?
usp=sharing

https://1drv.ms/b
/s!
ApNOxgzAJP|L7p
w5MW3pU2-
TKbycCw?
e=gkreS8

Insert link here

Technical Design
Document

https://drive.
google.com/file/d
/1mrwH8hxyhk7T
_UcfsrgaXcB1rw
qK79dK/view?
usp=sharing

https://drive.

google.comffile/d
/1347Kva_Grwu
U6lyohtUvXvEcV

you to a GIF
animation
showcasing how
Surge moves and
the delay and
anticipation
required to instill
the sense of
speed and
charging up.

So far, we have a
GIF of the first
pass on the
electricity VFX but
it hasn't been
implemented

yet. [VFX_electric
ity_pass_01.
gif|https://sheridan
c.sharepoint.com/:
ii/s
IGAME49333Studi
oPracticel-
Team10
/EaNrPSRisVBCq
EXEu0g258QBGd
G4_IAaSMgl8qgnl7
zbBZg?e=pnPySc]

PDF exported
from our
Confluence with
the changes
made on the
pages referring to
our ADD V1.0

As Confluence's
export to PDF
function works
very "rustic",
some formatting
may have been
lost and some
HTML functions
may be broken.

Open link;
download and
open PDF; scroll
and see pages 4-
17 for content

PDF exported
from our
Confluence with
the changes
made on the
pages referring to
our GDD V1.0

As Confluence's
export to PDF
function works
very "rustic" some
formatting may
have been lost.

Partial technical
document
providing
guidelines for
naming,
repository usage,
etc.

Open the link to
view the first pass
of the NDD.

Strongly
recommended to
watch the video
clips instead -
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https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1130168321/Technical+Design

https://wilsonchan.atlassian.net/wiki/spaces/QUIR/pages/1130168321/Technical+Design

https://drive.google.com/file/d/1mrwH8hxyhk7T_UcfsrgaXcB1rWqK79dK/view?usp=sharing
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https://drive.google.com/file/d/1mrwH8hxyhk7T_UcfsrgaXcB1rWqK79dK/view?usp=sharing

https://drive.google.com/file/d/1mrwH8hxyhk7T_UcfsrgaXcB1rWqK79dK/view?usp=sharing

https://drive.google.com/file/d/1mrwH8hxyhk7T_UcfsrgaXcB1rWqK79dK/view?usp=sharing

https://drive.google.com/file/d/1mrwH8hxyhk7T_UcfsrgaXcB1rWqK79dK/view?usp=sharing

https://drive.google.com/file/d/1347Kva_GrWUU6IyohtUvXvEcVD6S7jxA/view?usp=sharing

https://drive.google.com/file/d/1347Kva_GrWUU6IyohtUvXvEcVD6S7jxA/view?usp=sharing

https://drive.google.com/file/d/1347Kva_GrWUU6IyohtUvXvEcVD6S7jxA/view?usp=sharing

https://drive.google.com/file/d/1347Kva_GrWUU6IyohtUvXvEcVD6S7jxA/view?usp=sharing



Character
Movement &
Camera Video
Showcase

Mechanical Door
& Item Pickup
Video Showcase

Milestone Task List Record

Search

Expand all Collapse all

2022 - Q3 - Milestone Task List

Search

Expand all Collapse all

2022-09-21 Milestone Task List

05/10/2022 00:00 = 12/10/2022 20:44 Done

05/10/2022 00:00 = 11/10/2022 12:43 Done

D6S7jxAlview?
usp=sharing

https://youtu.be
lyC2dPWv4NAc

https://youtu.be
/eSVAKOUh-UO

Gizmos are not
shown in build,
and there is not
yet wire rendering
to show travel
paths;

WASD to move
around; Space to
toggle character

Surge (electric
character)'s
movement
between wires &
electric plates, as
well the character
switch

Cameras would
zoom in to avoid
clipping into walls;
Surge can look in
any angle, and
his particle effect
would not
obstruct the view
when he looks
around; Surge
can exit out of
wires into "boy
form", then stick
to any electric
plate surface
(with shifted
gravity

Click link and
check the
timestamps below
for the showcase
of each
functionality:
Mechanical Door:
0:00s - 0:13s

Pick and Drop
System: 0:14s - 0:
43s

GAME49333/40149 — Fall/Winter 2022-2023 — Team 10 Quiropraxis — Milestone Task List

Milestone Il - Research Report Team 10 - Quiropraxis Due Date: 2022/09/29



https://drive.google.com/file/d/1347Kva_GrWUU6IyohtUvXvEcVD6S7jxA/view?usp=sharing

https://drive.google.com/file/d/1347Kva_GrWUU6IyohtUvXvEcVD6S7jxA/view?usp=sharing

https://youtu.be/yC2dPWv4NAc

https://youtu.be/yC2dPWv4NAc

https://youtu.be/eSVAk0Uh-U0

https://youtu.be/eSVAk0Uh-U0

#

#

#

#



Joshua Pritchett

Joshua Pritchett
Joshua Pritchett

Wilson Chan

Kevin Jacob Stanly

Kevin Jacob Stanly

Tiago Massochin

Farryl Chang

Farryl Chang

Farryl Chang

Farryl Chang

Tiago Massochin

Tiago Massochin

Tiago Massochin

Tiago Massochin

Tiago Massochin

Tiago Massochin

Tiago Massochin

Wilson Chan

Tiago Massochin

Wilson Chan

Tiago Massochin

Wilson Chan

Tiago Massochin

Wilson Chan

Template an NDD and begin filling out
sections with drafts

Draft Game Narrative (Where, What, Why)
Draft Character Backstories

Report conclusion section: Describe any
trends to success vs. failures of games and
design decisions/history related to the
game. Ensure this task gets done

Describe what information is relevant and the
reasons behind them

Discuss how each research is relevant in our
design

Research Trine 4 Gameplay Design (System,
Rules, Mechanics)

Provide recommendations on what should be
changed about our game idea based on the
team's research results

The Lost Vikings Research - Research game
puzzles

The Lost Vikings Research - Research
gameplay mechanics

The Lost Vikings Research - Research sales
statistics

Research Watch Dogs Legion Gameplay
Design (System, Rules, Mechanics)

Research The Talos Principle Gameplay
Design (System, Rules, Mechanics)

Research Lost Vikings Gameplay Design
(System, Rules, Mechanics)

Research Static Cling Gameplay Design
(System, Rules, Mechanics)

Research Prey Gameplay Design (System,
Rules, Mechanics)

Research Papo & Yo Gameplay Design
(System, Rules, Mechanics)

Research It Takes Two Gameplay Design
(System, Rules, Mechanics)

Iterate on Concept Art - 06 QUIR-38 by doing
6 more colored sketches

Explain where and how we conducted the
research

Concept Art: 4 image explorations for game
theme e.qg. sci-fi, fantasy, etc.

Describe the game idea (genre, aesthetic,
platform, core mechanic, etc.)

Concept Art: 6 compositions for main game
environment

Research a target audience





Tiago Massochin

Wilson Chan

Kevin Jacob Stanly

Hubery Chu

Farryl Chang

Joshua Pritchett

Tiago Massochin

2022 - Q4 - Milestone Task List

Search

Expand all Collapse all

2022-10-05 Milestone Task List

Document layout - Formatting the research
report once done to be visually cohesive and
displays as intended.

Research Inside Gameplay Design (System,
Rules, Mechanics)

INSIDE Research on Art Direction

Watch Dog's Legion Research - Toggling
Characters, 3D Camera, Player Experience
and Non-Linear Puzzle

Gunpoint & Static Cling gameplay & features
research

The Lost Vikings Research - Research game
demographics

It Takes Two Narrative Research (How the
narrative mixes with mechanics and
gameplay)

Research the Gamepoint Gamplay Design
(System, Rules, Mechanics)

GAME49333/40149 — Fall/Winter 2022-2023 — Team 10 Quiropraxis — Milestone Task List

Milestone Il - Proof of Concept Team 10 - Quiropraxis Due Date: 2022/10/12

Import human idle animation from Mixamo

Import female model from Mixamo

Import human walking animation from Mixamo

Import human interaction animation from Mixamo

LDD - Fill Out Layout/Maps Section (First Draft Sketches)

TDD - Fill Out Branching Policy (Include Rules and Conventions
When Making a Commit)

LDD - Fill Out Assets Section (First Draft List)

LDD - Fill Out Program/Gameplay Features Section (First Draft
List)

TDD - Fill Out Code Style Guidelines (Naming Conventions,
Variable Management, Class Hierarchy)

TDD - Fill Out Technical Risks
TDD - Fill Out Technical Goals

LDD - Add Wilson's Mood Board to Reference Section



#

#



LDD - Fill Out Reference Section (Environment, Setting,
Characters, Features, Objects, Theme)

LDD - Diagrams Section (Add Wilson's Concept Sketches)
LDD - Create Table of Contents

LDD - Fill Out Metrics Section (Consult Hubery and Kevin, May
Leave Blank Depending On Character Controller Progress))

Modular Level Asset Instructions

Move Electric Character into & power up a device

Electric Character Movement inside Power Grid

Orbiting Camera

Human Character 3D Controls

Surge Movement in Electrical Plates (Stick to any surface)
Surge Camera Switch

Surge Forms Technical Info

Update the Team Chart page

LDD - Fill Out Story Section

Narrative beat map explaining when the story rises and falls
Timeline of all important scenes and story moments

Main character appearance, motivations and personality sections
fully written

Mechanical Door that opens when powered
Humanoid Character able to drop items on the world
Humanoid Character able to pick up items
Audio Pillars

Audio Aesthetic

Vision

Music

Technology

Asset List

Sound-Design

Voice-Over

Set game mechanics

Specify when new elements or mechanics are introduced into the
game

Set game system

Puzzle Flow Draft

Set each task needed to develop each feature by department
Make a logo for the game

Set game core loop

Set game elements





Set game rules
Set features using player methodology
Transfer Roadmap from Miro to Confluence

Create a guide for the team on how to use JIRA to export the
milestone deliverable lists

Data: Do iterations on her face and battery pack

Surge: Showcase how Surge should feel like he's charging up
before unleashing his energy to begin moving

Asset: A modular asset that can be easily applied to objects with
an event trigger in code

Data & Surge: Do an illustrated version for marketing
Data: Do a turnaround with callout sheet

Surge: Do iterations of main shape and animated form
Design: Shader for modular interactions

Surge: Design VFX for Electric Arc and Electric Attraction in action

2022-11-02 Milestone Task List

GAME49333/40149 — Fall/Winter 2022-2023 — Team 10 Quiropraxis — Milestone Task List

Model wire exit node (the one that Surge uses to enter/exit
power grids)

Model outlet electric pole (Surge uses to plug from/into
Battery)

Model wire branching node
Create animation of the switch being turned off
Create animation of the switch being turned on

Animation: Rig switch 3D asset and keyframe it being used
/Use color materials

Model the switch that Data can interact with
Animation of Data using the Switch

3D: Primitive for Switch

Model Blocking Field

3D: Primitive distinguishing Electric Path connection points
/nodes

Draft Second Puzzle

Test level tool MAST

Test level tool YUME

Merge first and second puzzles together in one scene
Create greybox for the second puzzle

Populate the second puzzle with the necessary game
objects





Project Plan - 2.1 Internal Structure

Project Plan - 1.5 References

Project Plan - 3.1 Start-up Plan

Project Plan - 2.2 Roles and Responsibilities
Project Plan - 1.2 Project Goals

Project Plan - 1.1 Purpose, Scope, and Objectives
Project Plan - 1.4 Evolution of the Plan

Project Plan - 1.3 Marketing Analysis

Project Plan - 3.1.1 Project Staff Training
Project Plan - 3.3.2 Schedule Control

Project Plan - 3.3.3 Quality Control

Project Plan - 3.3 Project Tracking Plan

Project Plan - 3.3.1 Requirements Management
Project Plan - 3.3.4 Reporting

Project Plan - 4.2 Quality Assurance

Project Plan - 4.4 Process Improvement

Project Plan - 3.4 Risk Management Plan
Project Plan - 4.1 Documentation

Project Plan - 3.2 Work Plan

Project Plan - 3.2.1 Product Breakdown Structure
Project Plan - 3.2.4 Resource Allocation

Project Plan - 3.2.3 Schedule Allocation

Project Plan - 3.2.2 Work Breakdown Structure

Camera offset and orientation when Surge's gravity is
shifted

Shaky Camera Collision Fix
Camera Orientation Auto Adjustment while moving on rails

Surge forward movement input not registering when inside
test level wires

Powered Generator powering appliance
Basic Wire & Node Rendering In Scene
Power Outlet Nodes

Camera initial facing direction upon character toggle based
on nearest wall

Data plug in & recall Surge when next to Power Outlet

Draft and Greybox a VERY simple version of the central
column room

Playtesting by Thursday

Create greybox for introductory puzzle





Populate intro level with game mechanic objects
Draft paper storyboard for freeing Surge

Draft paper storyboard for entering the main room
Digital storyboard for finding Surge

Digital storyboard for freeing Surge

Digital storyboard for entering the main room
Draft paper storyboard for finding Surge

Define Data's interactions with the Switch when it is in
range

Data Connecting wire by pulling a Switch Stick
Surge Powering Generator
Surge Connecting power wires by moving conductor

Add an outline to Metallic Objects when Surge is targeting
them and they are in Electric Arc's range

Adding a centre crosshair

Set the Electric Path energy variation according to the
connected Switch state

Add an outline to Switches when Data is targeting them,
and they are in her interaction range

Electric Arc visual feedback for reach distance

Basic SFX for when a Switch turned off

Basic SFX for when Data can't use Switch

Basic SFX for when a Switch turned on

Basic SFX for when Surge is idle on the Metallic Rail
Basic SFX for when Surge is moving on the Metallic Rail
Basic SFX for when a Mini Generators are turned on
Basic SFX for when a Mini Generators are turned off

Basic SFX for when a character collides against a Blocking
Field

Basic SFX for when a Blocking Field turned on
Basic SFX for when a Blocking Field turned off

Basic SFX for when a Metallic Object disconnect two
Electric Paths

Basic SFX for when Surge is on Electric Pole
Basic SFX for when players switch from Surge to Data

Basic SFX of Surge moving from the Electric Pole to Data’
s Battery

Set Surge’s Character Movement SFX in Unity

Basic SFX of Surge moving from Data’s Battery to Electric
Pole

Basic SFX for when a Metallic Object connects two Electric
Paths





Set Data’s Character Movement SFX in Unity

Basic SFX for when Surge is using the Electric Arc
Basic SFX for when players switch from Data to Surge
Basic SFX for when Surge starts to use the Electric Arc
MX Asset list

Basic SFX for when Surge stops to use the Electric Arc
SFX asset list

Basic SFX for when a Mini Generators has power

Set Fmod in Unity Project

Define the movement mechanics

Add Characters Signifiers

PowerPoint template

Add Elements Verbs

Add Characters Verbs

Add Abilities Verbs

Set abilities metrics

Add Abilities Signifiers

Set characters metrics

Add Elements Signifiers

Set elements metrics

Set environment metrics

3D tileset to establish the base of the modular elements
that will be produced until the MVP

Animations demonstrating the functionality of each
Element that will be implemented until the MVP

Concept Art:Design Human state for Surge
3D: Primitive Mini-Generator

Create Electric Arc that can be applied from Battery to
entry and exit points

Ensure the Arc works with timing of entering and exiting as
they have separate timings

Concept Art: Design affordance and signifiers per noun for
existing mechanics in the build

Concept Art: Create a paintover of the cylindrical room that
captures the final look.

Concept Art: Create a paintover of the main puzzle room
that aims for the final look.

VFX: Mini Generator: sparks when it is on and none when
off.

Metallic Object/Pickupable object - Turn on VFX when
Generator has power flowing into it and turn it off when its
moved off

VEX: Electric Arc Ability (Make it non-linear)





VFX: Add VFX to electric Arc

Add target polycounts for 3D assets (hero, Charcaters,
props, envs)

3D: Primitive for Electric Paths to distinguish from other
things- Wait on Hubery

VEX: Fix electric VFX not tracking on Pickupable object in
case Hubery's edits to Electric Arc.cs affected this.

VFX: Apply general electricity VFX to metallic rail

VFX: Surge sitting on an electric Pole - Can be the general
vix

VFX for Data's Pigtails (child to an empty on main model)
Make build! Test it too!

Submit Presentation

Light puzzle level! Red, dark and moody.

VFEX: Surge moving from Electric Pole/Circuit entry point to
Data's Battery

VFX: Surge movng from Data's battery to Electric Pole -
Blocked by Hubery - Electric Pole enter and exit circuit
points

Concept Art: Do a quick first pass on Surge's humanoid
form

3D - Create humanoid version of Surge - Make General
VFX work without need of Electric Arc (see checklist)

Reference rubric and test notes

Update Art Bible with Environment art guidelines for 3D
modeling

Compile all our information

Practice Presentation with team

Capstone Workshops

Week 01:https://miro.com/welcomeonboard
/QWVDUkxBRzFIZDNkWHJB6RDFObUZJd0ZiN0dsV3RDNndicGQycXhxMHd2R2ZPUk9veENUTIRaeDBtN1R2SXIrZXwzMDcONDU3MzUwMjEw
NTEzNzUx?share_link_id=624639983609

Week 02: https://miro.com/welcomeonboard
/ZKRwVDVJd3NOaWJIKeUdMYXd5RThCakgxaU5rZ0Z0U1JvZEXNOXROellzeFFIRjBJaDVQWkKFSUUILM3VTN3FqUnwzMDcONDU3MzUwMjEw
NTEzNjkz?share_link_id=610553393969

Week 05:

Game Hook Presentation
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PoC Presentation

Put all of our potential content for the PoC presentation here.
Link to the slide deck
Link to PoC Playtest Survey

Link to PoC Playtest Results

Challenges

Git repository. There was many difficulties with our repo involving FMOD and merging between branches. As a team we managed to solve the
issues involving our git ignore and the issues with some branches not receiving new changes from main.

FMOD. Our audio programs seemed to be causing a lot of issues with the extra files it created and how it interacted with our gitignore. We've
discovered that you need to make the gitignore before implementing FMOD to avoid these issues in the future because once the files are in there
the gitignore struggles to exclude them after.

Feedbacks on Presentation

® To start with consider simple flat shaders - colour coding for OBJECT-VERB-RULE relationships. Don't start with lighting, FX etc...

® RED character, RED ability, RED peg in the RED hole (something like this)

® \What were the mechanics? | would consider sharing/isolating the VERBS, OBJECTS and RULES for each character in your game, What can
the sister interact with PHYSICALLY? What can the brother interact with DIGITALLY? Then determine the ROCK-PAPER-SCISSORS
relationships between each OBJECT, each VERB and each RULE. Use this information as this building blocks for puzzle creation. Stick to a
limited collection of MECHANICS (OBJECTS, VERBS and RULES). Don't focus on scenarios. - focus on patterns Use the mechanics to
develop patterns for puzzles that leads to patterns -or- rationalize puzzle with patterns and mechanics. Focusing on the scenarios. leads to
feature and scope creep. Think about the beat mixing and matching - player A, player B relationships and determine a puzzle that solves that
pattern. As you discussed there a lot of affordance/signifier language that needs to be focused on - | would assign an entire sub-team to this
pursuit

® Circuit - consider having the 'solved area' become better lit to show where the power is back on? Or something like that.(Player experience)

® Having more extreme feedback would help a lot. Making the generator core become emissive when its turned on and have a more noticeable
particle effect may help. Overall it looks like an interesting game tho!

® Some Questions:

® |t seems super dark at the moment, do you think it should be brighter for tutorial level things, or is it important for the vibe?

Files

U

FoC Presentation...Deliverable pptm

Wilson's PoC Progress



https://sheridanc.sharepoint.com/:p:/s/GAME49333StudioPractice1-Team10/EZvJ-tUKxlxFjDEky5Rfm8ABEM_Pf6kNiDJHdK5zr3WqXw?e=Vr7LnY

https://forms.office.com/r/LbpTCcLW6H

https://forms.office.com/Pages/DesignPageV2.aspx?subpage=design&FormId=V8daRjEhEUe5o9gni1wLFL6_g7BH9X9AhJ-kcKHccC1UOFRZQkZEMEVZM1U3WENKSUtRRTVHVkQ3WC4u&Token=ffef969e977e42e38536cfcb120260e0



DAY 01
Blockers:

1. Global Post Processing Volume ONLY affects the Scene view, not the game

Camera

a. Solution: Must check Post Processing is on on the Main Game Camera
b. However, it is blue in the scene for some reason

<=Persp

2. VFX_Electricty_general, because it was made to work with Electric Arc, doesn’t turn on without a mouse event

Surge:






® Created a 3D asset, the plan is to use VFX/shaders to bring him to life






EH"{; + Mesh Renderer

Materials

Element O

Lighting

5t Shadow:

Lightmapping

alelnL

Lightmap Paramete |
Probes

Light Probes

Reflection Probe

Anchor Over
Additional Settings

Dynamic clusion

Rendering Layer M:

Everything
Layerl
Layer2
Layer3
Layerd
Layer
Layer
Layer?
Layerd
Layerd
Layer10
Layer11
Layerl2
Layer13
Layerld
Layer15
Layer16
Layer17
Layer12
Layer19

® |t may be the Global Post Processing Volume that has bloom on

Maximize On Pl

urge_mesh

; Untagged *  Layer Default

Transform

Bl  Default (Mesh Filter)
Mesh c
E8 v Mesh Renderer
Materials

Element O  m_surge

Lighting

e Default Parameters ~  View

Blend Probes

Additional Setti
Dynami
Rendering
CEE
y + Edit






¥ Clrubemw

and variol

+ Flares

® Maybe look at lighting settings with skybox

® Also seen with this setting to adjust scene lighting being used and turn it off
® The problem seems to be scene lighting vs game lighting discrepency
i CLor

Main Camera

Tag MainCamera Layer Default

Transform

Bl || Camera

Render Type





Projection

Rendering

Default Renderer (ForwardRender -

Anti-aliasing

Stop MaM

Dithering

Render Shadows «
Sl
Use Pipeline Settings
Use Pipeline Settings
Everything

® Disabling the in-game camera fixes this but of course disables it in game.
® When | zoom out, it stops, may be the Main Game cam'’s clipping planes

FOR SOME REASON POST PROCESSING VOLUME DOES NOT AFFECT PLAY MODE!

W ~ Camera

Render Type

Projection

Rendering
Renderer Default Renderer (ForwardRender =
Post Processing

® Solution: Must turn on Post Processing in the Camera settings of the game one.

How to get general vfx to play without need for player interaction?

GetComponent<
y nsformBinder
parent = transform.par
formBinder.Tar
uPlajIﬂEditE’ﬂ

ToPlayInEditor()

if (playVFXEditor ==
;






® | think that when it is in Update, it keeps resetting the VFX to time=0 BUT this results in it no visual effects appearing even though there
should be. So it is playing but the visual feedback is lacking as it doesn't get a chance for the particles to survive!

How come Post Processing isn’t working with Our Custom Camera?

fom i s You must select the ‘uiCam’ object within the prefab
(_a TESt_KEUII‘I - Enable Post Processing
&9 CamHc

[ Mai mersa How to play Audio with VFX Graph?
Import helpers from Package Manager for VFX Graph: https://docs.

unity3d.com/Packages/com.unity.visualeffectgraph@210.5/manual
/sample-content.html?g=Audio%20event

-

Visual Effect Graph

Unity Technologies

Version 10.5.1 - June 29, 2021

author ne
GPU. The?
Registry Unity
Samples
Impart again

Import again

Watch video here: https://youtu.be/Nu8CZciSZt4?t=195

Must use a VFXOutputEvent Handler so that we can use FMOD’s
audio source as Unity’s isn't compatible
Name the event to match in VFX graph

Rendaring

Constant

Constant



https://docs.unity3d.com/Packages/com.unity.visualeffectgraph@10.5/manual/sample-content.html?q=Audio%20event

https://docs.unity3d.com/Packages/com.unity.visualeffectgraph@10.5/manual/sample-content.html?q=Audio%20event

https://docs.unity3d.com/Packages/com.unity.visualeffectgraph@10.5/manual/sample-content.html?q=Audio%20event

https://youtu.be/Nu8CZciSZt4?t=195



.!.
4 Output Event

B ~ VFXOutput Event Unity Event (S @ *

Cutput Event On Received Event

On Event )

List is Empty

Attribute Usage

\ \ttributes are not used for this Output Event
Handler

Add Component

Sometimes electric Arc broke

® This was caused by dragging VFX into a prefab but not doing it properly so it actually goes into the scene

® Then compounded by a search by string for that game object

® The result was a (1) being added and me forgetting to omit all spaces

® The string to search for was “VFX_electric_arc” but because of above, the prefab object had “VFX_electric_arc “ with a space at the end
® This caused lots of problems but took detail oriented eyes and multiple people to brainstorm solutions like discovering Unity’s game object

search function

Lighting Scene:
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Unable to build

® We had some compile errors that we solved by:

® |dentifying the scripts giving errors and disabling Editor only code like drawing 3D gizmos
® Looking for missing scripts through identifying which prefabs we couldn’t save as Unity doesn't take us to warnings

Joshua's Presentation Notes

An image of the level with minimal game objects in it. This level is meant to be simple and everything can be seen from the beginning within the
open space provided. Minimal art assets have been implemented at this stage so some game objects are harder to recognize.
Puzzle Redesign

My original puzzle design needed to change because of what we were able to get into the PoC. Below is a sketched plan of the new puzzle |
planned to build:

Ly

—

p =
- .

wele






After implementing the layout and game objects, | finished the first puzzles redesign with a more grand scheme. Now the first puzzle is divided
into two sections to create an introduction and a conclusion to the level. Some of the base ideas for scenery are greyboxed in playtesters will
hopefully get the concept, given the subtle hints in the environment, that this is an abandoned facility.






Tiago's PoC Presentation

Difficulties
.gitingore
Re-learning how to use Unity

Fmod constantly crashing

Files Folder

All the files related to the project

Search

Expand all Collapse all

Programming

Art

Design

Brainstorm - 09/08/22
Narrative

Narrative Design Doc

Link to the document
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Circuit Breakout: Dual Polarity
Narrative Design Document

Team: Quiropraxis
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1.0 World Building

The game takes place within the modern era, in the year 2026. The world continues to develop new technologies at an ever-increasing rate.
Electric cars continue to work towards replacing gas fueled vehicles, robotic prosthetics have now been released and have become a topic of
debate, and multiple attempts to increase humanities reach into space have been attempted with self-operated spacecraft. Otherwise, the world
is still quite like the world we live in today.

1.1 Location

The game takes place within a derelict testing facility that belonged to a hidden branch of the Sefornal Corporation. This testing facility resides
underneath Signal Hill, a national historic sight overlooking St. John’s Newfoundland. The mountainous regions surrounding this historic sight
allowed for future expansions of the facility and an easy place to hide their experiments under the public eye.

The facility spans nearly two miles underground, measured from the top entryway to the lowest testing and holding facility. The entire structure is
built surrounding a central column which carries rotating platforms that grant access to all levels of the facility. The building is divided into four
levels, which divide its test subject by the lead scientist responsible for their management. The levels hold individual experiments in numerical
order except for some exceptions which are kept deep within the facility for safety and security reasons.

During gameplay, the game starts off at the bottom of the facility in holding cell 001. This cell is one of the two exceptions to the base numbering
scheme of the building, because the experiment inside is essential to the facilities ability to function. The other is numbered 201 which is held in
the deepest part of the facility, through a secure series of elevators and doors. This experiment is regarded as so dangerous it must be kept this
far from everything else.

1.2 The Sefornal Corporation

Sefornal publicly presents itself as the lead innovator in medicine, tech, and military products, and has spearheaded the development of many
deep space crafts. To the public, they have done great things for the development of human technologies, but their practices and methods
remained completely hidden. Since the societies founding, they have maintained a lead on the worlds technological advances and remained
close to half an era ahead in technology when compared to the rest of the world at any given time. This rapid advance in technology has only
increased as time has gone on. Around the world, the Sefornal corporation has discovered anomalies and societies around which facilities were
founded and hidden. The primary facility for this story is the one hidden underneath signal hill.

During the first exploration of the western world, Sefornal sent explorers with early British colonizers to explore the new world and report back
anything they found of interest to the foundation. It wasn’t until the 17 century, after the creation of the outpost on Signal Hill, that something of
note was discovered. During the creation of the outpost, a hidden cave was discovered. Within was a town of tribe’s people that primarily lived
within the dark confines of the cavern, only leaving through hidden exits near the base of the cliff the cave resides in. The builders called them
“mole people” because of their pure white skin and heavy disfigurement around the eyes, toes, and joints. Despite this, the foundation saw value
in the discovery of a civilization so removed from the rest of the world. Quickly, the witnesses were either discretely dealt with or taken into the
organization, and the outpost was completed without a word of the discovery reaching another person’s ear.

The foundation quickly began the construction of a larger space for the tribe’s people to live in, showing them their wealth of fantastic
technologies. Quickly it was discovered that a disease had grown within the caverns with these people, who had built up a tolerance to its
symptoms. After some time, it was determined that this contained plague was the culprit behind the people’s deformities. After over a year of
research and labor, Sefornal developed a cure for this illness, and the tribe praised them for this boon. After the cure was developed, these tribe
people were called “Devoted” by the foundation in all recorded logs and letters.

The Devoted saw these corporate manipulators as beings of divine or magical power. In their eyes Sefornal offered them kindness and gifts, thus
they did as they were instructed. Quickly the tribe was converted into a civilization that lived within the growing confines of the facility within the
coastline, worshipping their faceless corporate god and giving to the foundations every whim. To them, Sefornal means everything, and nothing
is too much to give.





During the construction of this facility, the tribe’s people were left to continue to use their ancient iconography and alphabet. Aside from the
normal numeric system that the foundation taught them, they still write with this system, but understand it verbally as English. The facilities signs,
maps and walls are marked with these symbols and have been updated with more modern materials over time.

The Devoted continued to receive education from the foundation, and eventually were left to run the facility on their own with regular reports and
communication with Sefornal becoming required every day. They act out the corporations demands and serve as the facilities staff for every role
necessary. Only select individuals that have been trained to exit the facility and perform covert operations are permitted to leave, and the colony
sees leaving the facility as heinous or an act of defying Sefornal. Anyone who ever questioned the foundation and openly showed this are visited
by members from outside the facility and brainwashed into continued belief. Because of this, the facility has remained without conflict for the
entirety of its existence until the raid that left it abandoned since.

2.0 Characters

The primary characters in the game are humans turned into living experiments. Other secondary characters include characters from the main
characters past and the enemies that the player will encounter during gameplay.

2.1 Data (Main Character 1)

Data is the older sister in the pair of siblings. She was born inside the testing facility and was swiftly used in experiments on replacing parts of the
human body with robotics. These experiments were more than just for prosthetics and used an experimental techno-organic substance that
transmuted living flesh into electrical robotics. As she grew older, she was exposed to more of this substance, and more of her body was
replaced with mechanical replicas. By the time she was thirteen her left side was completely made from these replacements, which had been
acutely refined to visually replicate the original body parts they were replacing.

She lives as a normal person would, requiring food, drink, and sleep to function. However, the robotic parts of her body require an electric charge
to function. She supplements this need with portable injector batteries which slot into her right leg. Without power, the robotic components of her
body shut down. Moving these parts becomes more and more sluggish until she is unable to move. However, direct contact with electrical
currents can power her internal batteries and give her a boost of power for a short period of time.

After the testing facility was raided, she escaped with the other test subjects, now more robot than human at this time. She went to live in secrecy
with the few friends she had made while inside the compound, taking a healthy supply of injector batteries with her.

Data was always aware that she had a younger brother and has seen images of him on occasion. Despite this she was never able to physically
meet or interact with her younger sibling and yearns to see him in person and love the sibling she’s had for so long. For this reason, she returned
to the facility six years after it had been abandoned to retrieve her lost brother. She left the charging stations she had at home and took what
remained of her supplies of injector batteries for the long journey. Once she found her brother, she had run out of these necessary supplies and
requires her younger brother to power her body so they can escape to a life they could deem as normal.

Aesthetic

Data is a young adult woman who inherited the Devoted genes of her parents. Thus, her skin is pale white, and her eyes are vibrant in color.
Most of her body has been replaced with techno-organic replicas of her original body. These machine parts grow with her and develop to perform
the same functions the human body requires to survive. The metal that makes up most of her body is well maintained, and many intricate circuits
run along her metal skin. The only parts of her body that have remained human are from her shoulders and up, excluding the back of the neck
and head. On the back of her head are large ports where special cables and computers can be plugged in for her to access machines with her
mind.

Personality

Kind, determined, protective and stubborn. Data has had plenty of time to grow up around various people, such as other test subjects or the
facilities scientists. Her time in and outside the facility have shaped her into a strong headed woman determined to protect her loved ones and
finish anything she starts. Despite these brash traits, she is also quite soft with specific people she is close with. Surge is one of these people
because of their sibling relationship. Even though she loves her brother, he can frustrate her to no end with his lack of understanding or care for
safety.

Motivations

Data wants to free her younger brother since he is the only remaining member of her direct family. She fears being alone and believes that the
familial bond she is missing with Surge will help with this. Because she is an older sibling, she feels obligated to mentor and protect her younger
brother and blames herself when he gets hurt.

Flaws

Data is arrogant and unable to let go of her responsibility of protecting her younger brother. She believes that her way is best when solving
problems or tackling challenges. She would rather Surge never have to get involved in helping them escape if possible, and this inherently makes
her make some poor decisions.

She is also wracked with guilt for leaving Surge in the facility in the first place. Whenever anything happens to Surge, she’ll blame herself and let
her emotions overwhelm her. She has little faith that Surge will make it on his own because of his youth and lack of experience with anything.





Arc

At the beginning of the game, Data will forcefully try to remain in control of Surge’s actions, pointing out where to go and yelling at him if he ever
goes somewhere she can't see. Her strong headed mindset towards protecting him prevents him from being a child that's learning about the
world, and inevitably halts their progress towards escaping.

As the game progresses, Data will begin to see that Surge can do things on his own. She’ll loosen up a small amount when directing him and
take moments to positively reinforce his actions after completing challenges.

Eventually the two will be forcefully separated by the Warden, and Data will break down thinking that losing Surge is her fault. It is after the two
reunite after being separated that Data will open after seeing that Surge made it out completely fine on his own. She’ll respect him more as a
person, and more as a brother who ventured forth to find her again.

At the end of the sibling’s journey, Data will have opened to Surge about her insecurities and have developed a trust with him that he can take
care of himself. To show this, she’ll allow Surge to travel around the electronic parts of her body and rest on her shoulder to see the world as they
exit the facility. This represents her giving him the freedom to explore and that she no longer believes that he needs to be restrained by the
batteries protection to be safe.

2.2 Surge (Main Character 2)

Surge is the younger brother in the pair of siblings. He was born ten years after Data during one of the facilities biggest downfalls. The facility had
expanded too far for their power generation to handle, and some of the facilities holding cells threatened shutting down and letting loose what
they held within. So, the scientists from the four wings came together and worked to find a solution. It was during this time that an anomaly was
discovered by Sefornal and transported to the compound for research. A small beetle made from electricity arrived and was immediately sent into
testing.

Both the anomaly and Surge were experimented on together until both combined into one being, turning the baby boy into a being made of
moving electricity. The power the child outputted was far more than expected and could power the facility and any of its expansions for as long as
he remained there. Surge was built a unique containment cell at the base of the facility and given the number 001 to establish his importance to
the facility.

Now made from moving electrons, Surge lost the need for food, drink, and sleep. He is confined to areas or objects built to hold electricity and
cannot leave them or risk his being diffusing into the surrounding environment. Because of this, when the facility was raided, he could not follow
the other experiments in their escape. He was left behind in solitude for six years until someone he didn’t recognize came back to the facility.

Now affixed to a battery on Data’s back, he can leave the room he has never left since his creation. Without Data, he is confined to the battery,
and will remain within it until connected to another object that can contain or transfer an electric charge.

Because of his life of isolation, Surge is very curious about most things. He seeks to learn more about the world, and the people he meets. He is
especially interested in meeting new people since he had very little social contact in his early life. Most of all, he wants to leave the facility and
see the world beyond the compound.

Aesthetic

Surge looks like a child between 7-10 years old and is completely made from radiant electricity and sparks. He commands the electricity that
makes up his body on a whim, and commonly doesn’t manifest himself to appear as a human child if no one is around. While moving, he loses all
form and becomes a flash of electricity. The only consistent appearance he shows is his eyes that are always apparent no matter what shape his
body takes. His pupils are different shapes; one is a plus sign and the other is a minus. Throughout the game he will make himself look human
more often while around Data, attempting to mimic what is suggested to him as a normal person.

Personality
Curious, childish, extroverted, and energetic. Surge has had very little contact with other living creatures throughout his life, and the time he spent
in the facility during its abandonment was done in a hibernated state. Thus, he has kept his childlike demeanor and curiosity. He is excited by

things he has never seen before and is ecstatic when meeting new people. These traits do make him somewhat clingy and overly trusting of the
people he meets first after being taken from the lab, which fortunately makes collaborating with him easier for Data.

Motivations

Surge wants to see the world outside of the facility and express himself openly instead of being confined. He'll do anything to never be trapped
like he was since birth. He naturally feels the need to interact with other living beings, seeking comfort and companionship since he never had
any.

Flaws

2.3 The Warden





The Warden is the main antagonist of the game, which the player never really sees until one point in the game where they pass by his dismantled
shell. The Warden is an Accicorpus that was given the most advanced shell any of these aliens have ever received. It was given to them to better
help them survey, manage and detain the experiments within this facility. No single experiment could overpower this monstrous machine on its
own.

It was during the raid that The Warden was destroyed by numerous escaped test subjects that it had previously upset in their attempts at escape
previously. The overseer and protector of the facility didn't stand a chance against the numerous experiments that swarmed over it in their
attempts to flee in the chaos. Now its dilapidated husk resides just before the open hangar door, still resting where it fell in its final attempt to
keep the experiments from fleeing their containment and placing the world in all kinds of danger. From here it has remained barely alive and
unable to move, its mechanical limbs and servos damaged beyond repair. It remains mentally linked to the facility and can still speak through its
speaker systems. Its remote control is what allows it to block and assail Data and Surge throughout the game, shutting barriers or removing
platforms.

Motivations

The Warden was given the purpose of keeping all experiments housed in the facility from escaping. It failed in this task during the raid but
continued to believe that it could still redeem itself if it kept the only remaining experiment within the facilities walls. This final experiment is Surge.
Once Surge was released from its containment, The Warden would stop at nothing to assure that neither him or his sister would escape the
facility, dead or alive. To give up on its original purpose is suicide to it, and thus it will accept no compromise that does not involve Surge
remaining in the facility.

Arc

2.4 The Accicorpus

The Accicorpus are the creatures responsible for maintaining and protecting the different Sefornal facilities around the world. The name
Accicorpus is derived from the Latin words acciperus (take) and corpus (body) and was given to these creatures on account of their ability to
inhabit most nonliving objects, including dead bodies.

The Accicorpus was discovered in Brazil by a group of Portuguese colonizers in the 1500's, during the first colonization efforts of the country.
Very little documentation of their first discovery has survived, but what remains details the discovery of a dead walking tree with a massive
bloodshot eye. After this encounter, the creature disappeared and remained hidden until the 1800’s when members of Sefornal investigated a
series of meteors that crashed in south Brazil, a few miles west of Curitiba.

The foundation discovered a small group of these creatures working in tandem to create bodies out of the rocks they arrived in and the
surrounding foliage that was destroyed by the impact. Quickly they discovered that the creatures possess intelligence after one of the
investigators dropped his weapons as a sign of peace, and one of the creatures responded by revealing its fleshy vulnerable body from within its
shell. It then became clear that the creatures cannot communicate verbally, but instead naturally communicate through physical contact and the
exchange of images with the mind of their target.

The Accicorpus are galactic travellers seeking a place and purpose within the universe. Newborn creatures are kept within hollowed space rocks
that drift through the empty void and hopefully find somewhere for the creature to escape and develop. After finding Sefornal, they were quickly
given a new purpose as guards and managers of their most dangerous facilities in exchange for some of the best shells and bodies the
corporation could develop. The aliens took this exchange with absolute joy and have since reproduced and populated every secret Sefornal
location on the planet with terrifyingly efficient overseers and soldiers. Their numbers have become vast, and many of them reside in hibernation
deep underground in holding facilities around the world, ready to replace any of their kin should one fall during service.

Aesthetic

The Accicorpus inhabit a shell made of non-living material and can animate this body by extruding its soft fleshy body throughout. Their
appearance can take a variety of forms, but the Accicorpus that work for Sefornal inhabit shells built for them by the corporation. They are made
from metal alloys developed by the company and come in a small variety of shapes and sizes depending on the task set out for the specific unit.
The aliens that served in this facility commonly served managerial or security-based rolls and thus are equipped with means of detaining and
pacifying all test subjects.

Accicorpus within Sefornal are rarely given special shells for very important tasks. The Warden is one such shell designed to encompass the
facility with its outstretching titanic body. This terrifying husk can detain the most dangerous experiments in the facility. However, during the raid,
this menacing giant was defeated and lies dormant at the exit to the facility after being mauled and battered by many monstrous experiments.

3.0 Story Beat Map
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4.0 Timeline of Events/lconic Scenes

The following is a timeline and list of heavy narrative scenes or events with descriptions of what happens in those moments.

Numerical Order — Scene #'s

1 - (01-10)

2 - (11-20)

3 - (21-30)

4 — (31-40)

5 — (41-50)

6 — (51-60)

7 - (61-70)

Name of Event

Data finds Surge

Data frees Surge

Players first look at the facility

Siblings overcome their first challenge

Introducing the Accicorpus

Introducing the Energy Eaters

Accicorpus kill Energy Eaters

Description of Event

This is the introduction to the game. Data
finally makes it to Surge’s holding cell and
sees him through the glass. Both characters

Data completes her introductory puzzle and
rushes into collect her brother from the
battery. The two get their first contact with
each other. Briefly press their foreheads
against the glass part of the battery as the
power to the facility shuts down. Data places
the battery carrying Surge on her back and
moves on to this introductory puzzle.

The player exits the tutorial area around
Surge’s holding cell. The player gets a
dramatic look at the dilapidated facility now
casted in darkness.

After completing the first floor of the facility,
the two take a moment to briefly celebrate
with each other. Data teaches Surge the
motion of a high five and they both high five
between the glass case of the battery. Data
then picks the battery back up and moves on
to the next challenge.

As the player moves onto the next floor, they’ll
find one the remaining Accicorpus sentinels
watching over the path ahead. The player will
safely learn about the sentinels and their
mechanics before being able to move.

The player keeps moving forward past the first
sentinel and can see some energy eaters
consuming live wires in the distance before
quickly skittering off. This is meant to show
the players that these creatures eat electricity,
and thus will attack Surge.

The player will find another sentinel watching
over the path ahead. An Energy Eater will
attempt to eat some live wire that passes
underneath the sentinels watch and will be





killed by the sentinel. This shows the player
that the sentinels can kill the Energy Eaters
and could potentially attack Surge.

8 — (71-80) Surge is separated from Data While the siblings are close to finished
exploring the third floor, Surge becomes
curious of something he sees connected to
the wires he is on and travels to investigate.
After tampering with some faulty machinery,
the wires that travel back to Data are
destroyed and the way between them is
blocked. Surge shows an expression of shock
and worry, and Data will beat against the
obstruction in a panic. Both characters
continue on their own for a brief period as
they reach the fourth floor.

9 — (81-90) The siblings are reunited After being separated, the two siblings are
reunited back on the fourth floor of the facility.
Surge rushes back to Data and she gives the
battery he is in a loving embrace. Data sheds
tears of joy and breathes a sigh of relief as
Surge makes motions towards her to show
that he’ll never wander off on his own again.

10 - (91-100) Escaping the facility, The End The siblings make their way to the exit of the
facility and make their way into the open
hangar. They walk out and are briefly blinded
by the bright sun over the gentle lapsing
waves off the coast of St'Johns. Data places
the battery on the ground beside her as she
sits down beside Surge. Now more humanoid,
as influenced by his time with his sister, Surge
stands beside her sister as they place their
hands against each other through the glass.
The two leave the facility and move on to what
awaits them in their future.

4.1 Storyboards
Storyboards for different scenes throughout the game can be found here, listed in the order they are intended to be viewed in during gameplay. A
single scene can have a maximum of 10 key frames to help manage scope and workload. Scenes are number by their order (the first digit), and

the frame number (second digit).

Scene 01: Data finds Surge
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#01, Scene starts

Door slowly slides open with the quiet sound of decompressing pistons

Data becomes visible between the doors
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#02
Door jams and Data moves to force it open. Door grinds against its inner mechanisms
Door opens and Data enters
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#03

Data enters the room
Door closes behind her with the same quiet hiss from the pistons

Data sees something that gets her attention off screen
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#04
Data runs to the glass that sees into Surge’s room

She pauses for a moment to take in what she sees

#05
Hanging shot reveals Surge in hibernation

Energy siphoned from him flies from the column to the two rods on the edges of the room

Y

#06, Scene ends

After analysing Surge’s room, Data turns to the rest of the room





Camera zooms out to over her shoulder to match the player's camera

Tutorial begins

Scene 11: Data collects Surge

#11, Scene starts

Data successfully transfers Surge to the battery pack. A big bolt of electricity jumps to one of the rods and travels along a wire wrapped
around the wall

Camera follows Surge as he zips towards the battery
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#12
Camera zooms out to reveal the battery pack as Surge reaches it

Hear and then see Data approach from off screen
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#13

Data approaches the battery and unlocks it from the terminal as Surge wakes up. The unlocking mechanism audibly clicks and
decompresses

Surge looks at Data with wonder and surprise
Data manages a polite smile through her concentration
The power to the facility goes out, casting everything in darkness. Data’s pigtails and Surge glow in the dark to show movement

A loud CRASH is heard from afar in the dark

#14, Scene ends
Red emergency lights flick on to illuminate Data now wearing the battery on her back
Data looks around to find a way out
Surge manifests an arrow to guide her to where he can help

Camera rotates over Data’s shoulder, looking at the beginning of Surge’s puzzle

Scene 21: First look at the facility
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#21, Scene starts, Scene ends

After exiting Surge’s holding cell, the camera pans up to look up at the grand climb ahead

Data looks towards the first petal she used to get down and acts aggravated that it was destroyed when the power went out

Camera looks at a doorway on the next floor to show where to go next

. Camera then pans down to look at the fallen Sefornal logo that broke the petal, and the puzzle surrounding it to eventually allow Data to
climb it- Camera rotates over Data’s shoulder, looking at the beginning of Surge’s puzzle
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Team Chart Template
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Marketing
Licensing

Showcase Events

Event Application Deadline Application Location Date of Event Price
Necessities

XP Game Developer March 10,2023 April 20-21, 2023 $350(lowest)

Summit 2023

Level Up Student April 3rd - Opens March  https://levelupshowcase. 234 Bay St., Toronto, April 19, 2023

Games Showcase 18 com/2016/03/15 ON M5K 1B2

/submission-deadline/

® <2GB .MP4
@60fps and 1080p
UNDER 30
Seconds

® |ich.io Page

®* We need to bring
our own
computer
equipment

Pitching

Elevator Pitch

® Electricity and physicality as themes

¢ Controlling a sibling pair simultaneously

® Bridging gaps in facets like narrative, art, gameplay

® Progressing environmentally by ascending a column to escape

Technical Achievement
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. Moving through Data and the circuits
. Gravity shift

. Stretchy Arms

. Camera!

AP WOWNPF

a. Directional signifiers for surge movement
b. Swapping smoothly between characters
5. Simultaneous Control

Artistic Achievement

. Central Column menu
. Forest on top

. Character Art

. First set of lit levels

A WOWNPE

Best Game Overall

. Simultaneous control

. Good UX

. Puzzles feel good to solve

. Ascending the column feels great
. Narrative!

a. Feeling the struggle between the characters even without hundreds of dialogue lines

LevelUp/XPGame Summit

AOPhWNPE

Date: April 20-21,2023

We will need to submit a build well before

Player Experience

|z|:‘]
Sl

circuitBreakout ...st 09 values.pdf





Gt
BT

Circuit Breakout: Dual Polarity

Aesthetic Design Values:
& iridging gaps:
Pobwe oni 8 blmges dhor 3cier. and todront e &
[
P Fa Lachby sral S oubids sraEonmant
Ty b b BLEG

Traditional Values
& et BbTrs R poss® 15 e ] Bac ity
m PUr e i wilt slgdiriolly b Fererk
Theinaghthst
MofthSc il
= Process

Social Values
v Shrernivenig wih ol loes b

E npuist gt

4 Swichung chamcien 1o sspesenos Sferant FOVE

8 Wb TS Bl i)

5 Unkoeck olem nit of Sl SRS bip SOMAing O S Eomsing oF saTent. 1
e

& Mg up  Lacillfy o de bae

»  Fpgure ariued weed

®  LbasuFare] RN i

Circuit Breakout: Dual Polarity
Aesthetic Design Values:

® Bridging gaps

® Between siblings/characters and relationships

® Between circuits

® Between the facility and the outside environment
® Trying to escape

Traditional Values

® Architecture: Restoring power to the derelict facility
® Puzzle game with electricity as theme

® Thoughtful
® Methodical
® Process

Social Values
® Strengthening weak relationships
Experience

What does the player do when playing? As game designer and educator Tracy Fullerton puts it, what does the player get to do?
And how does this make the player feel physically and emotionally?

Solve electrical puzzles using two different characters at the same time. Players should feel smart, clever and curious.

Theme





What is the game about? How does it present this to players? What concepts, perspectives, or experiences might the player
encounter during play? How are these delivered? Through story? Systems modeling? Metaphor?

Bridging gaps. The players should fill that they are working out to not just escape a facility but also create an emotional connection between the

characters (and the player)

Point of view

What does the player see, hear, or feel? From what cultural reference point? How are the game and the information within it
represented? Simple graphics? Stylized geometric shapes? Highly detailed models?

Players should feel desolated in a decay ambient by western concepts. The environment produces that information through its large and
abandoned rooms. The atmosphere is gray and monotonous, aiming the players' view to important points of gameplay and narrative.

Challenge

What kind of challenges does the game present? Mental challenge? Physical challenge? Or is it more a question of a
challenging perspective, subject or theme?

The game offers puzzles that challenge the players' ability to think from a dual-character perspective. Players need to understand the logical
steps behind each puzzle and project how each character should be placed throw each step.

Decision-making

How and where do players make decisions? How are decisions presented?
The puzzles are constructed throw a logic-gate process. Players have the option to interact with multiple pieces of the puzzle to solve it. Players

must decide each piece they want to interact with in a proper order to attempt to solve the puzzle.

Skill, strategy, chance, and uncertainty

What skills does the game ask of the player? Is the development of strategy important to a fulfilling play experience? Does
chance factor into the game? From what sources does uncertainty develop?

Players must have the ability to visualize logical steps and predict interaction results.
Players must also be able to visualize the dual-character possibility that the game provides.
Players must have a basic knowledge of electric connections logic.

The game does not include any instances of chance or uncertainty such that the puzzles are presented to every player in the same way.

Context
Who is the player? Where are they encountering the game? How did they find out about it? When are they playing it? Why are
they playing it?

The player is someone who enjoys indie games and games in the puzzle genre. They encounter and find the game when they are scrolling
through itch. They are playing the game because they are interested in the dual-character electricity-themed puzzles presented in a 3D,
adventure game context.

Players control two prisoner characters created as experiments in a facility who were left behind after the facility closed.

Players play to help the two characters escape the facility and recreate the emotional bond between them.

Emotions

What emotions might the game create in players?
Players must feel clever after solving each puzzle.
Players must have an “a-ha” moment every time they figure out a solution for a puzzle.

Players must feel curious while they explore the facility, like a kid exploring an abandoned building.





Players must feel attached to the characters while they create a bond with each other.

Shot Sequence (90s total)

Camera frame guideline
Keep it between:

® Medium Shot (MS)
® Medium Closeup (MCU)

— EXTREME CLOSEUP (ECU)

sheet
— CLOSEUP (CU)

—MEDIUM CLOSEUP (MCU)

MEDIUM SHOT (MS)

Examples:





Time

[0:00] - [0:20]

[0:20] - [0:30]

[0:30] - [0:40]

[0:40] - [0:50]

[0:50] - [1:00]

[1:00] - [1:10]

j?

R

Type

Intro and
Cinematic Shot

Gameplay

Gameplay

Gameplay

Gameplay

Gameplay

v L]

‘ -
' o

Item to show

Game and team logo and brief
fly-through of the game's
beginning

Players controlling Data and
Surge. Warden talking to Data
and Surge. In this instance the
dialogue from the game should
be silent.

Gameplay footage of Data and
Surge working together

Footage of Data's stretchy arms
and Surge's electricity
manipulation

Easy-to-understand character
controls and mechanics

Electrical puzzles with Data and
Surge working together
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Voice Over

When we began
production, we knew
we wanted to create a
uni que puzzl e gane
that brings people

t oget her. Devel opi ng
a two-character gane
seened |ike a perfect
way to achieve this.

Circuit Breakout is
about two siblings,
Dat a and Sur ge,

wor ki ng together to
escape a derelict
facility. The players
control both
characters

si mul t aneousl y,
bridging gaps in the
environnment and their
rel ationship.

We created a visually
engaging world that
supported the theme of
escape and bridging gaps by
transitioning from cold,
industrial environments to
warmer, more organic
spaces, reflecting the
characters' emotional journey.

Learni ng curve was a
key consideration for
us. We wanted players
of all types and
backgrounds to sinply
pick up the ganme and
have a good tinme. W
desi gned the puzzle

| evel s and mechanics
with this mndset.

To enphasi ze our
desi gn phil osophy, we
introduced a series

Person Notes

Basis of our hook.

@ Joshua Pritchett 1€t overlay of the
person speaking

@ Tiago Massochi Text overlay of the
person speaking

Text overlay of the

@ Wilson Chan )
person speaking

Text overlay of the

@ Farryl Chang )
person speaking

Text overlay of the

(@ Hubery Chu )
person speaking



https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c52d3b674b0db98f9670?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5f8872a8bdef80006f9c49f5?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc1a0c4828b490c5cc5bba8?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dcaee8097a0a20c664003e4?ref=confluence



of puzzles,

encour agi ng pl ayers
to think creatively
about how Data and
Surge can work

toget her to overcone

obst acl es.
[1:10] - [1:20] Behind the Footage of the editor overlaying Over the past year, Kevin Jacob StanIyTeXt overlay of the
Scenes content relevant to the voice our team has wor ked person speaking
over. hard to naeke Circuit

Br eakout the best
ganme it can be.

Devel opnent has been
a blast, and we've

| oved wat chi ng

pl ayers enjoy what

we' ve been working on.

[1:20] - [1:30] Outro Game logo, credits and thanks

Things to bring to the event

® Own hardware

® Laptop with the build
® Controllers

® Xbox
®* Headphones
® Backup hardware

° Wilson Chan Mouse + Keyboard

® Game poster
® Game info poster

® Genre, experience, playtime
® Game's Info card

® With a QR code to our itch.io page

® With names, roles, and portfolio links of each team member
Individual personal business card

Game trailer

Game demo

http://lich.io page update

Edible treats to hand out

Little gifts

® keychain

® stickers

Playtesting

Link to the beta playtest pre-test survey
Link to the beta playtest post-test survey
In-Studio Playtest Surveys

Below are the links to the surveys members of the team are expected to fill out after testing a level themselves. Within the surveys, they are to
give feedback directed towards the designer of the level so they can improve it before the team moves onto live playtesting with the desired
audience.

The surveys are listed in the order the levels are encountered in the game as of March 19th, 2023.
Links to the surveys that are meant to be filled out:

Puzzle 1

Puzzle 2

Puzzle 3

Puzzle 4

Puzzle 5



https://wilsonchan.atlassian.net/wiki/people/5dc9c54ed545f50de9ee7901?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c54ed545f50de9ee7901?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

https://wilsonchan.atlassian.net/wiki/people/5dc9c53b91a0610e03b7fd3a?ref=confluence

http://itch.io

http://Itch.io

https://forms.office.com/Pages/DesignPageV2.aspx?subpage=design&FormId=V8daRjEhEUe5o9gni1wLFL6_g7BH9X9AhJ-kcKHccC1UM1BaVzUxNklBSkoyOFZPR0tNUVBUVlpPMi4u&Token=50f7fc03cc3948a3bc0ee2bbfa008e21

https://forms.office.com/Pages/DesignPageV2.aspx?subpage=design&FormId=V8daRjEhEUe5o9gni1wLFL6_g7BH9X9AhJ-kcKHccC1UMDQwQVNYMklXM0dXTlZLNEJPQTc1MjZNTC4u&Token=130090ee260a4420a04128d9092d03b2

https://forms.office.com/r/zxbgC9BbfH

https://forms.office.com/r/3XUZjLt9f7

https://forms.office.com/r/i9AxA9hzCn

https://forms.office.com/r/HMUjk07ViQ

https://forms.office.com/r/jjERLjvhWq



Puzzle 6

Puzzle 7

Puzzle 8

Puzzle 9

Puzzle 10

Puzzle 11

Puzzle 12

Puzzle 13

Puzzle 14

Puzzle 15

Puzzle 16

Links to the responses from the surveys for the designers to view feedback:
Puzzle 1

Puzzle 2

Puzzle 3

Puzzle 4

Puzzle 5

Puzzle 6

Puzzle 7

Puzzle 8

Puzzle 9

Puzzle 10

Puzzle 11

Puzzle 12

Puzzle 13

Puzzle 14

Puzzle 15

Puzzle 16

Playtest Report
Link to the shared document:

Circuit Breakout Playtest Report Template.docx



https://forms.office.com/r/eHuaZ0Dp0S

https://forms.office.com/r/SATeTCxw6E

https://forms.office.com/r/6m0x0pwV8E

https://forms.office.com/r/SZAPedQtRR

https://forms.office.com/r/3r7nTHrP5Z

https://forms.office.com/r/FBvivrdVh1

https://forms.office.com/r/ZdQJ9XF7wY

https://forms.office.com/r/dnD2TP4Unp

https://forms.office.com/r/mpCUrHvbap

https://forms.office.com/r/jYKvuqfBJd

https://forms.office.com/r/MPuZcmgwrN
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