<insert witty hook here> <give up on think'mg ufsnmething witty> <put things in brackets instead>
Our gna[ this week was to deve[a*p the dangemus red [ayer nf the game. The ved [ayer is where the
pfayer and enemy character get stuck in a web and must work tﬂgether i order to ﬁ'ee themselves.

We spent the week creating assets, designing the level, and tmp [ementing the new ﬁmct[nﬂs.

A p[etham ::rf art assets were added to the game this week, iﬂc[udiﬂg: anew design fm" the enemy
character, enemy animations am;{ environment art. This, combined with with code and thuughtﬁd
level des[gn, bmught new Igﬁa to our enemy character. We also spent time makiﬂg the snundscape
more rich: we added more sound effects as well as dynamic music so that the tone Df the music

sh@ﬁs (n response to th-game events.

A[thnugh a lot went smnnthly this week, there were some bumps in the road. The most diﬂlmit
problem we ran into occurred when brainstorming more efficient ways to create the lighting effect
in our scene. The way the qﬁrect s Current[y created is not ideal in terms Df 'pE}jCDT"i‘I’lElﬂCE nor aes-
thetics. Because thhis, we are [Dﬂking nto creating a shader to mimic the cu[ﬂr—dﬂdge E:ﬁrect that is
available in Phntnahﬂp. However, due to the lack Df a technical artist on the team, we discovered

this is quite a cumplex pmb lem but it is one we are wﬂrkiﬂg on.

Besides implementing new game features, we are active[y designing a title screen and have updated
both the Gnngle P[ay and App Store with the build we showcased dm‘iﬂg Halves. We also had the
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p[easure Dfmeeting students ﬁ'mn Norway who were visiting the EA campus and were able to chat

and share our game with them.

With the basic structure Df the red [a}fer comp lete, we will begin imp[ementing the serene end level

next week. With that CDH’l‘p[EtE, we'll have the skeletal structure Dfuu,r game laid out and can fbm,{s

on 'pﬂ[ishing and adding more detail. Stay tuned!
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