Our sleeves are rolled up, there’s sweat on our brow, and our hands are dirty: this was a very
pmducﬁve week ﬁ:nr team Serenity. We've researched music sty!es, stmylmarded our game’s ﬂmv,

and imp[emented new feamres,

The research on music styles centered on how music Bﬁéct‘s human emotions. It is our intention to
app [y this to our game so that as the p[ayer faﬁs thmugh the ﬁ:rrest, not nniy will they ﬁze[ an
emotional shift in the color scheﬁe but also in the musical score. Sound is an important factor in
games in terms n_f estab[ishiﬂg tone and we want to make sure we use it e_ﬂ%ctive[}f to set the

appropriate mood accnrding to area the player (S currenﬂy n.

We've also dqﬁnitive[y decided on key moments that the player will experience during their
Journey. Using these key moments, we created a stm}rbnard as a ﬂgcerence ﬁjr‘ the team and
advisors. We will also use the stﬂwbnard as a tool to get ﬁzedback on our ga,me’s ﬂ:::-w ﬁ'nm penp[e

outside nf the team to see @fit makes sense to naive users.

On the dwelnpmm‘c ﬁnﬂt, SOME NEW ﬁza’mres that we me[emented this week include: a basic

enemy, a user integface, a shield power-up, and a state machine ﬁ]l" character animations. The

enemy executes a basic charge attack, and Lfthe p[ayer is hit their outer shell is damaged. The user

interface that was added consists Df a pause button that is shown during gameplay and, once

pressed, disp[ays a main menu that enables the p[ayer to: resume, exit, mute sound, and reload the
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game. The shield-power wp is an object the player can collect that makes them immune to attacks.
The animation state machine that was Empimﬂented supports the idle and Jumping animations ﬁ:ﬂr“
the player character. With the addition thhese new ﬁzamres, we are mbmitﬁng our game ﬁiﬂ’
a'p*pmva[ to the f-"cpp Store. The process will take r:::«ughly two weeks. Tfeverything goes smmth[y, we

should have a pre[iminaly version Dfﬂur game on the App Store l::ly Halves.

Next week marks the end ﬂf our current sprint. Our g:::«a[ s to get as much done as pﬂssib le by then
since the fn[[ﬂwiﬂg two weeks will be consumed by Spring Break and GDC. Qur deadline ﬁn-" the
current sprint (s Wedﬂesday evening since we will be h{}sting guests on Thursday and hupe to

showcase our most recent build. Stay Tuned!




	newsletters_week-7_1
	newsletters_week-7_2

