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CONCEPT

The original concept pitch for the client can be viewed here

https://docs.google.com/presentation/d/1-0PAvEp9UQpDWC7f9f4DKpoMRqS9aNL_Fle6COTovAs/edit?usp=sharing
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Final UX Designs: https://app.moqups.com/cDgaFjoL8WQCJ0Y36dyPw00lqSenafl4/view/page/a85130940

https://app.moqups.com/cDgaFjoL8WQCJ0Y36dyPw00lqSenafl4/view/page/a85130940
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Embodied Narrative Miro Link: https://miro.com/app/board/o9J_lqbR2b4=/?invite_link_id=563526678873

https://miro.com/app/board/o9J_lqbR2b4=/?invite_link_id=563526678873
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First redesign of narrative: https://miro.com/app/board/uXjVOMH459s=/?share_link_id=682282389076

https://miro.com/app/board/uXjVOMH459s=/?share_link_id=682282389076
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Final Narrative Design: https://miro.com/app/board/uXjVOIDl2KY=/?share_link_id=192453819353

https://miro.com/app/board/uXjVOIDl2KY=/?share_link_id=192453819353
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MECHANICS - INTERACTIONS

Along with the outline, a particle effect should be used to make the interactables stand out from the environment
as well. This will add a dynamic effect that should draw the player to the interactable.

The original design had the particle effects and outline changing colour depending on the interactions relevance to
the current story. For example, white outlines and particles would be used for any interactions that won’t impact
the story just yet. This could be doors between rooms. When an interactable is directly related to the story, the
outline and particle effect should change to a gold or yellow colour to signal its importance and help the player stay
on track. This was unfortuately scrapped from the final prototype for scope reasons.
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LEVEL DESIGN

https://www.zoopla.co.uk/
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I researched some restaurant layouts online and created a
medium sized restaurant layout. I decided to create new table
sizes which wouldn’t require any additional asset creation as I
could just scale up the small table instead.

I did not add any other new assets to the level design as we were
nearing the alpha submission and I did not want to add extra
workload for our environment artists.
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