Szymon's City Builder Tutorial
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Project problem

-City builder games can feel intimidating because of the complexity they usually have; the
player is put straight into the game then bombarded with information all at once without a
thorough tutorial.

-A lot of city builders are meant to be played as infinite sandboxes so the developers don't put
much effort into explaining anything to the players and hope they figure it out themselves
which can cause some players to lose interest.

-This project focuses on the users experience by providing them a tutorial level of a city
builder with a step-by-step guide on how everything works, this will hopefully lead to the
player having a better understanding of the basics of city builders.
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Deliverables

-This project is a playable tutorial level of a city builder game which was created In UES.

-This would be the first thing a player would have to do when they launch the game for the first time (if
this were a part of a whole game).

-This Project includes a step-by-step live tutorial where the player is told how to do something and then
they do it to get onto their next objective.

-once the player completes the tutorial level that is the end of the project unless they wish to repeat it.
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Research methodologies



{ Frostpunk 2

PC Critic Reviews

CUSTOMER REVIEWS FOR FROSTPUNK 2 Critic Reviews
Overall Reviews: Filter by platform
Mostly Positive (9,830 reviews) 2 pC v
Positive 75 (94%)
86 Generally Favorable e -
Negative o1ma
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Camera movement mechanics and inputs

Moving camera side to side/up and down Zooming camera in and out
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Keyboard keys WASD

are used to move camera

Rotating camera

T are used to rotate the

camera
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Placing structures

Player equips the building
and it stays on their cursour

Player can unequip the
Player selects a building building by pressing
from the Ul where that \ keyboard button X

building is displayed

The player then places the buildinginan  player finds an area on the grid which
availble slot by left clicking the mouse is enabled







Economy

The player gains money
when the houses pay taxes

)/\ Citizens will pay higher taxes the

— happier they are /
The player pays for e

Player pays to placea  the upkeep of the +50
service building service building
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Player pays to place a house
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[ Create Grid New
»

Grid Points
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Production
Toolbar

-l created the first iteration of the toolbar

-This is where the player will do things such as
Demolish b equip structures, view their money etc.

current population

Structure screen buttons
(exact buttons are still to be decided)

Citizen Happiness

Citizen needs
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w Variable
Variable Name tructures
Variable Type BP
Description
Instance Editable
Blueprint Read Only
Exp

Private

Category Default

MNone
None
Advanced

Config Variable

SaveGame

Adva Display

Defined Property Flags

CPF_Edit
CPF_Blueprint
CPF_|

w Default Value
w Structures 4 Array e
[o] Mone
None
None

Naone







=

——
1 d

\

2 Tools >

BB After capture tasks »

§ O after upload tasks  »

& Destinations >

& Application settings...
B Tak settings...
BB Hotkey settings...

@ screenshots folder..
& History...
B8 image history...

| & Debug

% Donate...
X Follow @ShareX...

Happiness

The cities happiness is

calculated as a whole

meaning each house 9
will have the same \ 25%
happiness

AAA

Citizens needs aren’t met Citizens happines goes
so their happiness is low up when their needs

/ are met \

e o
§— .~

Player places a service building which is needed







Production

Tutorial: task panel

Start The tutorial

Press the start tutorial button

0/1

-The first step of making the tutorial was adding
tasks and a task panel

-The player needs to complete these tasks to
progress through the level
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Production

Tutorial: Guidance

Welcome to the city
builder tutorial level, This
will go through all the
controls and mechanics

needed to play the game. -These are the 2 main forms of the guidance the
player receives throughout the tutorial

Next |

-Textboxes give the player a more in-depth
explanation of how things work and what they do

-Arrows are used to show the player where they
need to look and what element of the Ul they
currently need to use
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Playtesting

5. Was a good amount of visual guidance used within the tutorial? (1 being not enough and 10 being too much) More details

Level9 -The playtesting concluded that there were certain
— . areas of the game where there was not enough
P el visual guidance and things weren't explained
(K N N N N BONONORU) L:eu proper[y
s -This was resolved by adding more arrows to show

exactly where the player needs to look

6. Did you find any bugs/issues when playing? (excluding any problems with the roads as that is still a work in progress)

-And other elements of the game were explained
0 responses submitted more thoroughly
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Evaluation

-Overall, | am happy with the way my project turned out, the tutorial was simple enough to follow but
not too boring which is what | aimed for

-l think the happiness system turned out really well and could easily be expanded upon if | were to
make this project into a full-scale city builder

-The road system is something that could be improved, this was something completely new to me
and | struggled to get it to work

-l had to deal with a lot of new bugs and issues and overcome them which taught me a lot about UE5

-I've learnt a lot about debugging and UE5 in general as | had to create many mechanics/systems
which I've never had to make before

-The overall outcome of this project is positive as it led to my knowledge of games design to be
expanded
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