The ﬁ}cus -:::rf this week was to continue iteration on the web event, begiﬂ work on the serene end

level and Improve the ﬁrgq}f behavior.

Chaﬂges that were made to the web event include events both prior and duri'ng the event tse f

Our previous version had the enemy attempt to charge the player, run into branches instead, have
the branches break as a result of the charge, have a rock fall as a result of the branches breaking,
have the enemy incapacitated el of the rock hitting him which causes him to fall into the
web. We decided to changed that this week by making the enemy charge into a thorn which
incapacitates him and causes him to fall into the web. The reason for the change is because we felt
like the previous version was too complicated and had too many cause/effects for the player to
follow in such a short period of time. New things we added to the actual web event included new
textures/particle effects for the web to show that it’s breaking as well as making sure the enemy and

player move with the web as it bounces.

We also began w:::rrkiﬂg on the serene end level this week. A[th{mgh it's not imp lemented in the
game Just yet, we've created most nf the art assets that we'll need. Now it’sjust a matter qf p[acing
eveqthing in the Unity scene.

One change that we've wanted to make ﬁ:}r awhile has been Fewdﬂing the ﬁrqﬂies. The old version qf
the ﬁrqﬂ[es had a swarm-like ﬂncking behavior that was d[stracting and took away ﬁnm the
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experience and was also not optimized for performance (which ended up causing problems). This
week we were ﬁnaﬂy able to revamp the entire ﬁ'rqﬂy system. Cﬂ[[ecting ﬁrqﬂies (S nOW more

enjoyable and visually pleasing.

Much got done this week but it wouldn’t be complete if it didn’t come with it's own set of problems.
The L{g[iest one we ran into was a memmy/ cpu issue when attempting to build ﬁmr i0S. The
problem occurred as a result Gf'fexmre sizes being too big and the gamelogic in the old fireflies
being unoptimized for performance. The problem is fuxed for now but we'll need to be more

conscientious about optimization in the ﬁtmre.

Next week we p[zm on imp lementing the serene end level and iterating on what we've a[ready

deve[n'p ed. Stay tuned!
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