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. INTRODUCTION

My project is a game that blends two opposite themes together to make an enjoying and
well-made detective game, I chose to do this project because it was something I originally
attempted before but couldn’t be due to lack of both time and experience, it was also
something I saw as an opportunity to push myself and test just how far I could go with this
idea.

The problem to for this project, was with how difficult it was to successfully blend two
opposite themes together to create an enjoyable and well-made detective game that
revolves around the two themes, in terms of mechanics and environment.



AIM AND

\ OBJECTIVES

Aim:

My aim for this project is to develop a fun and
enjoyable detective game that uses contrasting
themes in both environment and mechanics.

To do this I would

Research each theme and their environments.

Research to see what items differ between themes.

Look at other detective games and their cases.

Look at mechanics from games that fit each theme.

Objectives:

* Create a well thought out case for the game.

» Make effective use of each theme for both
environment and mechanics.

* Make the level a decent size and with enough hiding
spots for items, and for the player to want to look
around.

* Create unique NPC suspects for the player to interact




 DELIVERABLES

Level:
« Should display effective use of each theme

« Should include multiple districts, each
looking unique

e Should have various hidden items

* The level should give off an atmosphere and
vibe fitting of the theme

 The level and case should be user friendly
enough to solve and go through.

Mechanics:

Scanner — Scanning Items for details

Inspect [Zoom Grab & Rotate] - To find possible
hidden clues

Item Sensor — To find Items through walls

Journal [Note Taking] - To keep track of
information and write theories

Item Presenting to NPC's — To present the correct
item and receive added information back



RESEARCH

\ AND METHODS

The research I started my project off with, was industry of detective game and their cases, games such as
Shadows of Doubt and LA Noir, I started looking between the two and saw both pros and cons between,
looking at what I should take from each game.

The research methodologies that I undertook for this project was Qualitive and Action research.

Qualitive: Action:
- Focus deeply into the subject and themes themselves rather - F1an the problem and the research approach.
than numerical value. o JF
- Implement my research findings.

- Look at many existing examples and compare them. .
- Collect data via feedback forms.

- From the comparisons, make my own version.
- Look at my feedback, and learn from

it, moving forward.



RESEARCH Research Influences

\ AND METHODS

Gameplay « NPC Interaction « Gameplay * Environment
Ul - Different scenes [areas] * Tone « Ul
Tone

Environment



RESEARCH Mood Board

\ AND METHODS




RESEARCH Gantt Chart
AND METHODS

Final Year Project - Private Sci-'F'-Eye
Student Number -23022435

By loshua Farrow
Froject Start:

" e | wee 1 | week2 | W3 | Weekcd | Weeks | Weeko | week? | week 8| week 5| week 10 week 11 [week 12 we 13| week 14 wek 15 | wee 16

FPhase 1: Research and Prep for the project

e 8 ol et 5 g (AR (o ot efesitnts _--

Task 2 - Plan out the User Interface

Task 4 - Flan out what Mechanics | want

Phase 2: Mechanics Development
Tazk 1- Create the player and basic movements
Task 2 - Quest and Dialogue System
Task 3 - Create special mechanics
Taszk 4 - Create special material for the Theme
Phase 3: U]l and Level Design

Task 1- CreatelFind As=ets

Tazk 2 - Develop First lewel
Task 3 - Develop menus
Phase 4: Finalizing Game and Release

Task 1- Hawe people Playtest

Ta=k 2 - Bug Fizing

Tazsk 2 - Package and Release Game




RESEARCH Trello

\ AND METHODS
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Map Layout and Block out

| R&D

When designing the map for my level, it was first just going to be a city block, only later did I decide
to give different districts to not only give the level more uniqueness, but also for each different
suspect, as there is at least one tied to every district in a sense to stand for that district.

. /R
Version 1: Simple block Version 2: district block Version 3: Fully meshed out
out lane, with low poly outs and sections are there and districts and level overall with

lampposts. a lot bigger. trees, grass, and lampposts.



Map Layout Poor District

| R&D

When designing this district, I looked at run down, abandoned, and old
buildings, to really set the tone of the district and what or who can be found here.

= \



Map Layout Rich District

| R&D

When designing this district, I looked at rich households such as mansions and modern houses compared to
the poor district, I also added some cars in this area to really make it clear how different it is compared to the
other districts, especially the poor district next to it.




Map Layout Night Life District

| R&D

|

When designing this district, I looked at very bright neon sci fi cyberpunk like
buildings and meshes, such as projectors, moving billboards, holograms.
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Map Lavout Business District
Ré&D Al

When designing this district, I looked at sci fi buildings, these were going to be the most common
building asset, as it resembles a simple ceo office like building, however there is a specific tower which
glows through the black and white material, it is like this because it is an important building, and with the
locked door and npc next to it, indicates to the player that this building in specific is important.
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Map Layout Park and Alley

| R&D

The park was a center piece for the map, a place that The Alley is the starting location for the player, where
can be accesses from any district to help the player if they will find the body and a few items, with the
ever lost, allowing them to find their footing from the flashing light being over the body, it shows to the

center, then look at the buildings or signs to see were player on where to look.
they want to go.




| R&D
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| R&D

This is the item sensor, once originally the item
scanner, however, to separate the two, this
mechanics is purely for finding items, rather
than giving any details or description.

It allows the player to find items by emitting a
translucent glow that appears through walls.
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Interaction [Zoom Grab &

| R&D

Rotate]

This is the interaction mechanics; it :"':";“"""'""‘"’:'““’-""""":‘ o
includes grabbing, rotating objects in "o

addition with zooming to find
possible small hidden features or
clues.
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| R&D

This is the inventory, from it the player
can drop items and also present them to
npc's
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NPC's and Presenting

| R&D

This is the npc dialogue and presenting features,

the player can gather various information from [ — S
the npc's however when presented with L é:moo;z,.mme,edmbe,e.,u..m utdand) 30:34.24

. . . . 5 . x ‘ | ]Nﬂnf,—N‘n' Marking Job Queue overflow. Performance may be affected. This occurs when many non-nanite meshes cover a large ag
their wanted item, it will reveal more information . :

as well as an item.

~Q, - Joi inal

'Scan

F= Item Detectior
[5:SecondiCooldown]




Journal and Verdict

| R&D

This is a diagram showing how the J— S b,
player can alter between the pages
of the journal.




Play Tests

R&D
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R&D Play Tests

8. Question 8. How was the case, was it e solve? What are your thoughts.
4 Responses
D Name Responses

It was somewhat challenging and even though | failed. the case's difficulty was

reasonable.

it was a challange to solve the case and | like how to solve the case it isn't decided by
what you collect but the smaller details you find in the world

Some clues felt quite cryptic and it was difficult to figure out what was going on which

could be good or bad depending on what you're going for and how difficult it should

elements could do with having a couple more things pointing to them. For example the
DJ could mention walking through the area that you find the screwdriver.




| CHANGES

Throughout the development of the project, there were a few changes.

The Item Sensor was originally just the Item scanner; however, I changed this to give the
player more freedom and choice, one finds the item, and one gives a description.

The City was originally just one district, but this was changed to give the map more
uniqueness and life to the city, and to help identify the NPC's that are tied to that district.

The Park was originally next to the alley at the start.



. CONCLUSION

Overall, I would consider the project as a success, it solved the problem and hit numerous
goals that was set, I have learnt a lot from this project, from post processing materials to
developing many types of mechanics I have never before, such as scanners or item

presenting.

The research definitely pointed me in the right direction, it was a straight direction for me,
there was not any bumps or second thoughts with my research, leaving no doubts.

To take the project further, I would add more mechanics and gameplay aspects to the game, |
would add more items, and add more to the gameplay, such as lock picking, and maybe
even add stealth which was the old plan.



\ CONCLUSION The pros and cons of my project.

Pros: Cons:
- Great use of blending contrasting themes. - The mechanics were heavily sided on the old-
- Well thought-out mechanics. fashioned theme rather than sci-fi

- Case was well planned.
- Environmental details [moving cars overhead]



RESEARCH As for how I conducted my research I have

looked at Tutorials and Playtests
\ AND METHODS

Video Tutorials

Video Tutorial for Inventory: Video Tutorial for Colour Grading:

https://youtu.be/b2atcZWYi3E?si=u7Vtd p6hMt35gWH h]tBth?II/I /youtu.be/nrN4LxY J7k?si=UpcBAqONd
Vv d

Video Tutorial for Pickup Grab and Rotate:
https://youtu.be/3H83UJ80Vag?si=114S1 1UpKD6Pdalb

Video Tutorial for Keypad:
https://youtu.be/GWOOnghvp4Y?si=0Bxbg]Wg73Z2TM-xQ

Video Tutorial for Interact Icon:
https://youtu.be/kBl_qxNUi9Q?si=uzjAVnKwMgMxIGBw



https://youtu.be/b2atcZWYi3E?si=u7Vt4_p6hMt35gWH
https://youtu.be/3H83UJ80Vqg?si=I14S11UpKD6Pda1b
https://youtu.be/GWOOnqhvp4Y?si=0BxbgJWg73ZTM-xQ
https://youtu.be/GWOOnqhvp4Y?si=0BxbgJWg73ZTM-xQ
https://youtu.be/GWOOnqhvp4Y?si=0BxbgJWg73ZTM-xQ
https://youtu.be/kB1_qxNUi9Q?si=uzjAVnKwMqMxIGBw
https://youtu.be/nrN4LxY_J7k?si=UpcBAqONd_vBTHUa
https://youtu.be/nrN4LxY_J7k?si=UpcBAqONd_vBTHUa
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