Please wait: lmad'mg art asserts..100%, scripts...100%, caﬁéine ﬁte[ed au—nighters...mc}%. Luadiﬂg

cnmp[ete, ﬁrst prototype done.

Our team worked hard this week to deliver a prototype that was jam-packed with content. The
features that were implemented during this sprint included: tilting the screen to change the
player’s direction, tapping to jump, collectible power-ups, a checkpoint system, a multi-layered
background with parallax scrolling, and a character sprite. The prototype was completed relatively

ear[y in the week which allowed us time to gather ﬁaedback ﬁ'c:m peop le outside the team.

Kﬂfhﬂﬂy Daniels, the man behind C3Po, visited the SV campus and we were qu:k:y mnugh to sit
down with him to discuss our project. The meeting Dﬂered us insight into how someone not direct[y
involved in the deve[ﬂpment Process VIews our work. We learned that concepts we thnught were
intuitive require additional explanation and that it is important for us to identiﬁ/ who our target
audience is eaﬂ}’, so that we can tailor the experience to that dmﬂﬂgmpkic. In addition to sharing

our prototype with Anth-:::rﬂ}f, we conducted our ﬁrst ﬂﬂicia[ p[aytest

The guai ﬂf the p[aytest was to discover pen’p{e’s reactions to the artwork and core gamep[ay
mechanics. The result was constructive ﬁfedback on what we did r[ght and what we need to

'merwe upon.
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B Weeks

Things we did right: the tﬂtiﬂg,’ tapping controls were intuitive and the art sty[e had a ca[miﬂg
emotional Qﬁ:‘fﬂt on p[ayers. Th[ngs we need to tmprove: the ﬁ[ting sensitvity needs to be tweaked
and the character design needs to be clearer since p[aytesters were unsure who they were p[a}fing

as. We 'plan on addressiﬂg these issues duriﬂg our next tteration :}f dev{z[ﬂpment.

R[ght now, however, dweinpment is on hold as we are mrrenﬂy preparing ﬁ}r Va presentations
which take p[ace next week. Fmﬂﬂwing the presentations, we wiujump right into our second sprint.

Our gna[s ﬁﬂ-" the next ]ﬂhase a:::f develﬂ'pment include additional level des lgN as well as sprite ani-

mation ﬁ:ur the p[ayer character. Stay tuned!
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