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his week we nailed down our plan for
T our final deliverable. We will deliver at

least one well tested white-box level in
Unity. We also clarified our goal-to prove that

we have a fun game concept. prrE——
DISBELIEF
We are still working with the core game s,

. . QU7 SH ACTS AS THE COMIC
design provided by EA, and have added some Boox NARRATOR
ideas of our own as well. We created five one- e

PERSON. THOUGH SQUISH 75
page design documents both for internal e

coopERarE,

communication and client review. By the end | e o cuscsers i ciororne

MORE “GAMEY" ELEMENTS WITHOUT BREAKING THE FICTION.
ADDITIONALLY, 7 ADDS KUMOR TO THE GAME AND LTS US GET

of this week we nailed down several core ideas | o=
K . . . Busey 15 cocky
which are all included in the design RESPAWNS e ey e

QUICKLY. HIS OVERCONFIDENCE
document, namely, how the a game level

ARE NARRATOR DRIVEN ACTS AS A WAY TO EXPLAIN WHY

THE CHARAGTER IS CONTSTANTLY
RUNNING HEAD FIRST INTO
TRAPS, WITHOUT MAKING BUSGY
SEEM STUPID OR BLIND,

Bucsy TALKS Back
TO THE PLAYER.

NARRATOR:
EHEM... AcTlALLyY
Bucsy Srvirsmy
JUMPED OVER THE

starts, the level design rules, how the nodes
function in the game, the reward system,

BUBGY PLAYFULLY MOCKS THE
PLAYER, AND BLAMES HIS DEATHS — WDOF

. . ot
and the interaction effects. a7 on rinves.rhese miisae s
HUMOROUS AND HELP TO
EXPLAIN whY BUBGY KEEPS
e —_ DYING IN THE SAME WAY OVER
XD TRl PRl
LY EXPLATN
RESAPAWN Ex. "PLANATIONS CAN THINGS TO THE PLAYER WHEN HE P
ALSO ACT AS HINTS FOR THE PLAYER | MerosTo.

-

nfortunately, we were our artists, who are working on  the client to open the

informed that the EA assets they know will be imagination about the game.

IP we are using will discarded. Even though the buggy

never come to life X character will be replaced in the
again. Some legal issue causes a ' future, the story doesn't have to

The coin was flipped on
Friday. Our artists decided to
create a game trailer about the

be. Our animator and the
sound designer will work
closely to make this exciting

high fee of using this character
for commercial purposes. This

means that no matter what in- ' )
game's background story. This

game assets our artists deliver . o
animation is not only

to our client, if they contain the

piece. We are very excited

bout it and look f dt
something that will look very about it and look forward to

buggy character they can’t be , ! seeing it!
58y 3 good in the creators' portfolio, &
used in a commercial product. but al thine that hel
.. . . u SO sometnin at neips
This is especially difficult for & P
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