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Alesthetic

1. Sensation

Game as sense-pleasure

Gooduville’s Musical Twins 2
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antasy

3. Narrative

Game as drama
4. Challenge

Character Traits

1They love to connect and make music
together.

1 They always listen well to each other.

Il They love making others happy through
their music.

7 They don’t fight.

7 They love to cheer each other on.

goalS

Game as make-believe

Game as obstacle course
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Indie game development process

Gome desion
Wﬁ’\
‘I pinei %uﬁﬂg

) oS — 5t
3 meorg et

ring g4
realmontd. exeienes

Game nfent fouged X CHALLENGE — time pressae foppnent pltd 4[
ics describes the icular components of the ' , .
;_;:T;:;: :hse level :F d;lizli r;})iseniatinn anpd a]gt;rithmtsl,1 G-ﬂmu bmm‘ oLl Stu-‘ftd B F ELLﬁN%HIP -y |ﬂ|@ﬂl hm ﬂ"ll‘g ]hﬁ)
;"{ describes the run-time behavior of the — u&hmmim SMFF Bottom up
P player inl:}Tts E‘n;a each olhetxl:ls‘ EXPRESS"ON ) C

- mechanies acting on
~outputs over time.

oN
| | | | 7 DRAMKTC TENSI
Aestheties describes the desirable emotional responses H 2

e e, Sy o —) Whstmas o qame  adicheferpgshe o B

A Gne balanc behmaen
(/ We & s Choutd loe kepf

So Anat both parfils Ol

we |1
system. nhn [o®] ~
' ofiv Roli
ﬂﬁ“&hﬁ gﬂﬂls Ehﬁaﬂ HS& s 9 in redll lime
1. Sensation 5. Fellowship La SQL‘“B “‘V. una“$ In1e ;_;;ers Pay Up!
Game as sense-pleasure Game as social framework . T
2. Fantasy 6. Discovery Winners
Game as make-believe Game as uncharted territory $5553
3. Narrative 7. Expression B Cash In!
Game as drama Game as self-discovery
4. Challenge &. Submission

The feedback system in Monopoly.

Game as obstacle course  Game as pastime
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As the gap widens, only a few (and sometimes only one) of
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"Consider our Monopoly

example. Mechanics that would help lagging players could
include bonuses or | idiesi for poor players, and
penalties or itaxesi for rich players fi perhaps calculated
when crossing the Go square, leaving jail, or exercising
monopolies over a certain threshold in value. By applying
such changes to the fundamental rules of play, we might be
able to keep lagging players competitive and interested for
longer periods of time.

Brainstorming my game ideas
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Game as social framewor:

6. Discovery Ckalis -
Game as uncharted territory

7. Expression \___/
Game as self-discovery

8. Submission

Game as pastime

Metiorome,  Dedt] fumgs

Pros

Ties in with my personal identity as a

musician and music educator

+ my values on cultural

empathy/intelligence and embracing

diversity + my love for music
Also personal experience of actually
designing the cultural music stations
for a 2 week educational program I

designed for an education unit which I
can bounce inspiration off.
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types of nodes th
for each loop then

ere are utility nodes like branch

there are function nodes which

take in inputs and give the required outputs the
inputs are often called parameters and there are

=l Py Floaire
also event nodes
of all blueprints

which are the starting blocks
for example the event begin
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W2 Seminar content

W2 Seminar

My game idea exploration/ideation

Haltsonen, . (2015). Guide to Writing a Game Design Document. G 0 0 DVI L L E I D EAS
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Prototyping then put it in a particular order/place it and then play

o the integrated soundscape without having the player
* The value of paper and digital prototypes
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Which game should I choose???

https://popcannibal.com/kindwords/

[ asked Todd and he said to think which game (Harmony house or Goodville)
would I be happier or more excited to work on in the following weeks. He said
the hard parts of each would be creating the sounds for harmony house and
the dialogue creation for Goodville. Since I am a musician (and have
composed songs before), and I would like to explore the digital creation of
sounds so this would be a great opportunity to do so. I also think I would be

e o F S more relaxed (?) if I choose the music game haha. Todd also mentioned I
ot my v AT e o S (T, (i S ., e could still work on another game privately so I guess I can still end up

' e SO ' L | RET creating both these games. I also think that since I am very new to unreal

engine working on a heavy dialogue based games might be a bit of a
challenge but I am willing to take it on within a longer and more relaxed time
frame.

Kind Words (lo fi chill beats to write to): Quick Look

-
Receive Comforting Letters
Everyone can respond to requests with letters of comfort, sympathy
or gentle advice. Kind Words is a positivé context; a warm, cozy
mood. A place to feel center_e;j and focused on the opportunity

presented:

Use your words to lift others and be-lifted in return.
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Learning UNREAL engine through the seminars Experimenting and and learning how to use Game Id eatlon/exp I oration

garage band to create the sounds
and potentially the game sound

Game objective: Seal the musical shield to preserve
the native soundscapes from disappearing into
history? Or from being taken over by foreign forces?
Kind of an indirect link to lost music of indigenous
people? But it might make it too political. Destructive
forces of silence/distortion instead?
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the human world. Far generations.
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Creating ON MY
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Experimenting on my level map on unreal

Idea inspo to create my shield room
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Green Earth Tone Color
Palette | Color Sch...

Bring your color ideas to life using our
color palette visualizer. Explore, shuffle
& edit palettes for perfect color
harmony, transforming your creat...
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Seminar 4 notes

A I Experimenting with cubegrid and the wider modelling interface on unreal engine
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Adding material

Experimenting with different

interactive mechanisms Fixing my
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gameplay mechanics, sound, music, and visual

Proper UL.
Have a title menu/main menu, start and quit game, and pause game - only 2 menus

5 minute video
Test the miro

Participation in week 10%

How has the game developed 30%

Sometimes simplifying is evolution! Clear strategic game development - high level of evolution

The thinking the mechanics to get HDs, competency in blueprints - how well have | used the blueprints to create
meaningful gameplay - not really how complex it is

START WITH MECHANICS FIRST BEFORE MAKING IT PRETTY!

Creat i n g d Ma i n menu CREATING AN IMAGE ON CANVA FOR MENU

05 Following a youtube tutorial instead

. P ' Unreal Engine 5 Tutorial: How to make a Pause
\ &>
w. B Menu!

GameFoundry « 2.2k views

How To Create A Main Menu - Unreal Engine 5
Tutorial

- Unreal University + 490k views
== Options

[ 5 | -

1’ @EO00*088 0% -00- 00077 000G TF
_ = _

bainhenus

>

Keeps crashing?

-

An Unreal process has crashed: UE-SavingHarmonia

Appearance

LATLESTS A FTEr
=il ] 0= . | TiTe o B, o'y -

I A% W it W W' | WWI I E Fil 8 Bl .
Inhernt

| was wondering why this was not working | was editing in the main menu blueprint and
not third person character lol

Mainmenu

@ Palette x m Library

N o
'ffl

%2 EventGraph

2 gm X image

COMMON

Pause the game and display pause menu when pressed SHIFT + ESC

I have to hold shift and then escape

Paused

Unreal Engine 5
Gorka Games & - 153k views

=

- X

EDITED a quick f button on canva

WEB_Interactionpromplts =

ki Lvl_ThirdPerson

ended up just

Game Paused using the
cloud zip file
o

pause menu

9 BO0A=CE8:0-80-0007 W 000 FE

Quit game

Add my own sounds for buttons!

Added that box into the clue box as | could not add those nodes into the
blueprint overlap for the other

® UnrealEditor  Window

i Adding clear buttons for player to know
what button to press

Converting the string prompts into widget

WEB_Cluebox

related b ® Class Settings E

F SetText (Text)

EVENT DMSPATCHERE:

Harmonia has fallen out of harmony. The Earth, wind and water orbs have b
scattered. Find them and restore them back to the pedestals to save this la

B Output Log 152

2’ @N00*"0B8:0%-B80:v00° 21 s00O Fi

O & ¥ Sun10May 1Z:04am

& @ L B T O @ 8 Sun10May 12iESam

Harmonia has fallen out of
harmony. The Earth, wind
and water orbs have been
" scattered. Find them and
"restore them back to the

Changed the padding

B Unreslidfer  Wree

Harmonia has fallenoutof &
harmony, The Earth, wind

and water orbs have been
scattered. Find them and

restore them back to the
pedestals to save this land.

it 3
3 :T_.,_J.., L=l -l
R

)@ ® File Edit Asset View Debug Window Tools Help
R A& Lvi_ThirdPerson BP_cLUE & BP_Elevator X

. e S H : . =i My iy
B j@compile i egDiffv  (@Find °*BP HideUnrelated § 4} Class Settings  # Class Defaults ‘B Simulation P irEE T N debug Bbject

5 Components ® 1 | "ﬂﬂﬂpm‘t X F Construction Sc.. %+ EventGraph

+Add Q & RSO0 A O Yo E s 10 9, 025 WePerspective~ %1+ @Ltv &+ % . q

© BP_Elevator (Self) Y
= b, DefaultSceneRoot ,

« & Elevator platform

% Box

M My Blueprint X
+Aadd Q o
- GRAPHS ® - .
e —
®: EventGraph
&> On Component Begin Overla
> On Component End Overlap
= :
FUNCTIONS (27 0Vi Overide w (&)

e

Construction Script

MACROS O
®

VARIABLES

Componenis
Box -
Elevator platform = B Compiler Results X
DefaultSceneRoo! =

As BP Third Pers = BP Thin &

EVENT DISPATCHERS ®
* SHOW ~
o Content Drawer [ Outputlog [ Cmd v

. — e p———————————— : R a
‘P ?E ':iiﬁ"? ™ LJE ol &L e

[

e - i

] ! ; ol ik e wif
B Compiles Resutts = , . - — ; g 3 P i :
- " 10233.68) Compile of BP_Elevator successfull [in 53 ms] {fGand i il:Cc-mPiIe : -;w *@ Hide Unrelated § 'f} Class Settings  #* Class Defaults hsimm.“ﬂn .. ; ".! E’ g’f'l Hp__ 1; ::1; !

|": o Wmiooeton - ;
{ . x[os) v[as] z(soaa)

BLUEPRI

B compiler Results x mipiler Results *

« [0981.81] Compile of BP_Elevator siecessfull [in 49 ms) (.'Eamz.-'ThirdFlr::nn.lB'I.qurinu."EF_E]n'itq-r.BF__IHW.I.EDF}'-

Executable actions -
¥ ool relative loca

at Helative Loca .i:-r;'fflefauliﬂ.r;eneﬁoq;t; j Sert
mfm (Elevator platforin) : :

S EEEETEERY o0 And Rotation {Baox) e

F mﬂm Eion 4nd Rotation (DefaultScensRoat) :
¥ mmn And Retation (Elevator plstfarm) ke

* - R J Construction Se... %3 EventGraph ] : e # Details ' '
; o T i e N b |
i : R T T : v 4 = -9 BP_Elevator » EventGraph oom 1 G

0q ElCmd

Jslel sl | PEsLY

‘ 1 i Vadiable of
Enable/disable input when player is standing on elevator platform i !

& On Companen Degin Cverlap (Dox] W ,
' -"""- [ ] ——-—._____ P
reerinpped Domponent £ L D
N - et Faled [
ohe ko B 0 Taeges [e]
- e BF Thind Parven Charecss ;
Cobwir Carmp 00 - ¢ P Controlier
; C
Cobur Body inden O : T » ; .
g - ‘__1-‘““‘-. - .' _,...-_‘... i :-.l --.I i -
. ORI s :
® T n O Paprindes [3] | Fromiile @ < : ! ;
. % On Composent End Overiap (Dol ¢ I
> v : &
] (renrlagped Cxeiponen: (s
prit Begin Overla 7
3 ot bty @ —

ert End Overlap ' monc TR

5 riable Mame
. _ 1

B

o

mhﬂmﬂ'. ]

Overide @

®.
®

i - B compiler Results X
S

5 = BP Thin &
@

* SHOW v

er | Outputlog ] Cmd

STUCK
YAY IT WORKED!

B UualBditer  Wirdew v off B WE T 9 @ E Mo May 1307am
[] File Fil  Windom Toodls  Bu Fal Select  Mclor  He P

ki Lyl ThindPeiman

.

o y a8
Sobichs | v SN
i oW TR i

LB

ok

| M
L

" . 7 Detalls

i . L% Variable * .'. :

P L categey |
T * Editable when Inherited
ol , .me‘-'?'ﬁ_

1 G .-- ; '?I"m.-‘v., ';-"

i

&

Scald - VJ :

Sun 10 Wy 11:88pm

w Componen Tick ‘ i
* swariepth Tekilnabled
BTN L
Tick Interval fueea) ' oo
b ahprcediwg Ty
- PRI, M T
Yoo L

iy AN Saved

e #lo)




Seminar 9 lecture notes

LIGHTING
1 directional light -

Experimenting with assets and learning from Youtube

HOW TO ADD ANY ASSET FROM FAB TO
UNREAL ENGINE | TWO MINUTES TUESDAY

VFX VIBE * 2.9k views

Isssue: press f it does not place but the u don’t have wind orb message comes when | don’t collect it

= cez o @ B ¥ O 8 E H:m1iHy 12Mar

ooy

practicing
getting fire
sounds

Crawis Yok o Ooud
&% Fh

i o
- L2 "‘ Salection Mode - [ s el ThinPerson

B b Wy, Gelosion Maods

Use env light meter
Varth Do plaped

Adjust lighting? What time of day is it? Morning? Avo? Evening?

[TEaraEE _

HOW TO ADD ANY ASSET FROM FAB TO UNREAL ENGINE | TWO MINUTES TUESDAY

ViFX VIBE

Es

placed
orb looks | .
I i ke . Y Emrors/warnings |'~:-r.|.u:|rt£-|; while

»= playing in editor.

ADD ASSET FROM
FAG TO UNREAL

BN0O=CA8-0%-A0:0M0° @ OG-0 FEW

L = Gt KIS K L
Use audio components and blueprints

Add sounds whien starting the game etc.
Auto activate

Blueprint nodes

Play sound 2D - just for interface sounds like start sounds Figured it out it was the ke',’p
PLAY SOUND at location - for specific locations

Check sound unreal

87
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W10 playtesting feedback from Todd

To do quick list

WORKING ON THE WATER CAVE

mazie

Change strings to widgets. Strings are just for trouble
shooting

Have the same floating widget for consistency

Add timeline to elevator platform *

WORKING ON THE FOREST CAVE AGAIN

infenoy
Full Fush
Slide Back

o J’n ame f]&,\ Slide Forward

Corner Mode Flip

Asset Actions

NI » - Trying to revert to OG rooted tree

icoveme IS hollow idea but could not find any

e e ~ assets. decided to download tree
barks assets and create a tree

stump structure instead

#  UnrealEdor  Window

aki or for the houses

1, & el | i ] ] L i W Perspective

WORKING ON THE FOREST

Making the forest ground flat to make it easier for the maze

#® UnrealEditer Window = 21306 & & = F 0O @& E Tue26May 1:38pm

[Rewiring my thoughts]

= . a GreandugGamas
L File it wWinoow

Stump Scanned

L Lv|_ThirdPersan

= K g, Sel 50 Y dr e o 12

k. Shift+F1 for Mouse Cursar Saved in My Library

adding colour

to my lightin

cave give the
aqua vibes

Wiaw I My Liirary

}

Stump_10_ Stump_1_mesh  Stump_2_mesh Stump_3_mesh Stump_4_mesh Stump_5_mesh Stump_6_mesh Stump_7_mesh Stump_8_mesh

PR mesh

Mavember 15, 2025

Mmeamber 30, 2021 (+) Q
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+Track Length (i

Trying to rebuild cave out of tree barks
l: PolyCut

etz i w DoorRotation
External Curv

€k x

Tried to download tree assets from FAB but could not add
them to project so watched YT video and figured it out

rting out tree issue

A B RS G R A i ]

Trying to create more
central space as too many

Why Fab Marketplace Assets Don't Sha r  Jnreal Engine (And How to Fix It) / structures in previous
2 Unrea Cant add trees ' structure which might
A Nanite Assembly asset was

: : lead to player confusion
encountered while Nanite i

Assemblies are currently disabled. It and frustration
may not appear as expected. Enable
Manite Foliage in Project Settings to
enable support for Nanite
Assemblies.

. F Set Relative Rotation

® UnreslEditar  Window 2 # O @ § TueIEMay T7pm

Changing forest tree stump with some material as stump

Y

b Lwi_Thirdeerson

[Rewiring my thaughts]

: : Got error
L message when
added some
downloaded
trees

& UnrealEditar  Winoow

" resolved issue.

need to go to
library from the

epic game launcher
refresh and then

add to project

Tried to create a cave
effect but overlap issues
but decided its better
without a cave like
structure keep it an open

tree stump structure

ki | vl_ThirdPerson

[ 1=s0E |

® PointLight2

® Pairdlight? (Instance)
¥ Pointligt

i i AL NS T ST W T Y
Made it bigger surface area as | KEPT FALLING OFF
R e == L T ol

N

: B! Cube Grid Tool | Accept Cancel
your library here find your uh as

o> O hereand

o g ] £ B s = W W i

[ Rewiring my thoug htsJ

Placed trees

‘ UnrealEditor  Window

e

decided to cut

out a rock samie = .
pools using KEEP FALLING
: cylinder and e
. o @@ mD > D =PM0 2 20 B boolean

orb
hidden
on top??

2000220 00-6 O

| Tl Adding trees Why does it look like that
R, S
Made the - ' e -
. | & .‘__ L ] - [ ] =
entire Ve - 10ving it closer
ground grass P e 4 o e . R N e
material D gt O e ? experimenting TS .
wp;_! : | “"-fk 1 with multiple tree Cl’eatlng d

assets found one
that somewhat
works.

clear path for
player to

climb to top to

get the orb

Tried adding rock walls
for earth maze but it
kept showing up like

this? tried different
positionings but it did

EEAETE | A —— [ > | __ e B R e TR & but too symmetric and not
B Ah T . s e e cave like at all! tried
e = B, = L | corner tool etc to try make
it uneven but did not work
aesthetically. decided to
try building with stylized
rock assets instead

@ UnrealEditor  Window

brought in the . | ‘ :
wall in to make | . | e | =

forest space ' peioti :
smaller and also
reduced number
of trees

too many trees

were affecting

running of the
game

[Rewiring my thnughts]

Building cave with rocks

]
ISSUE

Looks much better with the
rocks. also simplified it focusing Removed some trees

on simple aesthetics as the

Watching youtube video on cave design to get ideas

1’00008 NE°-N2BMOR° 27 B0 © | @ hard part of stepping stones
Usi I | | and drowning adds challenge.
Gl sl C el Adding rocks ~ also did not want to overdo too

extrude tool
to create the
uneven cave
wall shapes

many complex puzzling
situations in the gameplay
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WORKING ON THE WIND TEMPLE

Paint F: @ S oy W« Perspective @ Lit ~

WORKING ON MECHANICS/BLUEPRINTS

Updating my earth orb blueprint to add ui message

+ Ado e

Manage  Sculpt

Changing strings to message Ul for pedestal
0rb has been placed

-+ Add r¥) Import . > Con

£ . e
. PR e armonia = Q b ;._
Landscape Editor |

Landscapeb ¥ Set Visibility

To BP_ThirdPersonCharacter

rush Type :I_ 1 1 . e e €5 Show Message

Brush Falloff Y 0 ] I _ 9 : 0 SENERATED L . ; ‘m ;
S : | | LR 2% ueprints :

Tool Settings T 3 | AL Ej rbE m (':‘

ool Strength 0.390401 o == ; . : X §2 '_. . Pe dE‘S ta | g Gt E——
Brush Settings : | g S R BP_ThirdPerson BP_Water E_ElementType  WB_Message
= rerm - - S PlayerController

Brush Falloff 0.5 o L W T GO OB B TeMus e

Widget Blueprint

Use Clay Brush

*) in the section header

Apply Without Moving

Edit Layers
w X ¢ . . P | ary }f Datails
Layers 1 Edit Layer ® .. : FEals. ©i, e . . ev F

T| MessageText 1% Variahle final check if all 3 orbs have been placed to activate final portal

e

- -

® L' @ Layer Alph 1. {3 : b \ _ =AM Conmancit

Edit Layer Blueprint Brushes

Checking if
messages
are working
for orb
collection
and
placement
system

POSITIONING

VARIABLES .

ventGraph

break the symmetry — s o
and add some real i
world texture into it |

Message

T Get Player Controller

MessageWidget « WB Me: —— Portal not showing up also I
think I am overcomplicating the
blueprints. Just leave out final
portal and have a simple game
ending and message for
successfully placing all orbs and

saving harmonial!
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_ 0 e
[ s B Create WE Message Widget ff"/" Gt it d \ - b
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T Add to Viewport
Cwwning Flayer o

»

“F Get Player Controller

» Player index | 0] Fetun Yalus

[Rewiring my thoughtsJ
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o B el

—

B s D Fix placings  of orbs on pedestal -

e
Creating variable for all to check condition all have been placed for the final portal to .; Viewpo F Construction S %= EventGrapt
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R CREATING FINAL MESSAGE WHEN ALL ORBS ARE PLACED
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oAl B 2) Nod ) meSage o m'd@ﬂﬂﬂf/? /7/ o1 MO Hhmw e,
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4 Pdd  fimeline Ry elevafsy

UTQPW
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once saved YT
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VARIABLES

Camera

HasWindOrb Boolea

HasWaterOrb Boolea

Hiding it tell game complete ~
# Details ® HasEarthOrb Boolea
% MR + MessageWidgei = WB Me

Rendering

All Boolea
HasPlacedEartl Boolea
HasPlacedWate Boolea

HasPlacedWind Boolea

¥ Sot Vicihility

| .
Hars Water Oth ( {':' Show Message
LY

my e W T O 8§ E Ty 0ipm

Ehifi+F1 for Mause Cursor

‘Welcome to Harmonia!

testing if UI widget text works

Deciding which pillar
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pI’Edomina nt|y wooden Collision Enab..  Physics Only (No Query Collisio
one

g RN | S N

0 Array element

O0pPS
collision - S e
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FIXING ORB PLACEMENTS

CONVERTING DROWNING MESSAGE INTO WIDGET UI FROM STRING

-
a d d I n g a d e I ay , F Remove from Parent
T Delay ° -
il Completed
\ F Add to Viewport '[IJ i Target [ self

Duration | 2.0 |

B _Fr__'______..r-—"'"'

Target JF Set Actor Location

Issue overlap of
text. Need to W i

enable message AR
to disapear!

Target Sweep Hit Result

_ Mew Location Retum Value

462215669 920.0
Return Value

Sweep

leleport

<> On Component Begin Overlap (Sphere) /
»

<> On Component End Overlap (Sphere)

Can Interact

Overlapped Component F Set Visibility

Target

Other Actor
Other Comp

Other Body Index

New Visibility
From Sweep

Sweep Result Propagate to Children

ISSUE

Overlapped Component

Creating the final thank you message once all orbs have been restored

nteractionB

Widget

lueprint

®

=

1struction Scri

-

@ @

ES
ents

eraci Boo

P H . & e = - o
@ Hide Unrelated {'} Class Settings ." Simulation P

,f Class Defaults

f Construction Sc ®: EventGraph

arget

| .{:-' Check Harmony Restored

Issue too Ing and cut off too early!

3 Show Message Event

Target | self

Message

The Song of Harmonia has

Harmonia

Add pin ®

» Completed [

; been restored. Thank you for saving

Duration | 8.0 |

MY FINAL GAMEPLAY VIDEO

https://www.youtube.com/watch?v=Ag9bDyPa7LE

Issue editing widget

Displayed widget but did
< not destroy orb and place lﬂ‘
on pedestal

Resolved: needed to set
can interact before
visibility nodes =

This tutorial will look at how to

Experimenting with different alignments

p Shift+F1 for Mouse Cursor

Earth Orb has been placed!

4]
Message appears here

Vs
)

Y Too small and
too much to
the side and

. white font not

— clear

A

_*

Making outline bigger

Message appears here

Appearance

stick to
black
outline

—

- W usodediar  Viies

-

=

gl
! i
-

; .:.: g - = 5
S YouldolnotihavelthelEanthvr. .

Editing my lamps

" (O AlphaTimeline

2
Update E}

Finished [

[ Play Adding fire

[ Play from Start

[> stop Direction

[ Reverse Alpha

[> Reverse from End

Earth orb text not getting delayed so editing
[ set New Time

New Time [ 0.0 | +Track  Lengt
MoveAlpha
terna §

Epic Games Developer

Using Timelines to Change

a Value Over Ti... Youldo not:have'the:Water.(Orb.

smoothly move between two variables
using Blueprints and provides step-by-
step instructions on how to us...

Using ambient sound

)
e -

iding remove all widget_s to see

Adding
sound
effects

Sound to drown

Attenuation (Volume)

Enable Volume Attenuation

Attenuation Function
Attenuation Shape
Inner Radius

Falloff Distance

Attenuation (Spatialization)

Added up sound to elevator

Found a sound

ISSUE

Adding similiar floating interaction to pedestals and orbs
make it consistent with following Todd's feedback

CHAMNGING ALL COLLECT ORB TO C key ¢ for collect and also to avoid confusion with F to interact

with clueboard

BP_EarthElementOrb2

Hide Unrelated «

NEW ISSUE:
UI text is not
leaving the

screen!

https://pixabay.com/music/beats-adventure-game-262423/

still did

% UnrealEditer  ‘Window #  UnreslEditer  Wirdow

= 4 @ F wed27?nay 308pm

ks Lel_ThircPerson

= i Wy Sclection Made -

Creating icons in canva [ D R e e S e T
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]
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video to : "
create this

oo By,

15 Variable Open Te
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F’h : "":*'r iy 1 A
5 .

L8

90 g@@i OERRBE. ... o oo =

155 Settings

Changed collect orb
key as C and not F
to avoid overlap
confusion with F
interaction with

clueboards

¥ EventGraph

| |

Interact

Changing interact word to press to make it clearer

CHANGED IT UP TQ THE ORB instead
~Replacing string to press C to collect orbwith floating widget

{ On Component Begin Overlap (Sphere)

I= Hierarchy

....
e

[W_orbeollectionprompt]
) (Canvas Pane
» [ [Vertical Box]

T] [Text] "Interact”

Lan Interadc!

Instead of the §
box added the §
widget to the

orb collision
itself

How To Make A 3D Interaction Prompt In Unreal «e-
Engine 5 (Tutorial)

Matt Aspland [> 176k

Making text disappear after 1 second without staying on the screen
for orbs

_——>

T Remove from Parent

Decided to go
with clue huts to
make it easier for
the character to

find.

Making text disappear after 1 second without staying on the screen
for pedestal by editing in third character blueprint
Creating custom event for text as cannot use function to destroy

Target

— 7
> ShowMessageEvent ]

[>

Message

3 Srt Weanape

Changing each pedeste
blueprint to showmessage
event instead of show
message node after
creating custom event in
third character blue~-!

as cannot delay from a
function.

argE

Pedestal UI Message Debugging

Problems: & r;h — 6905.00637 | 850.000082
: . 0.0 -70.434712

During gameplay testing, the pedestal feedback messages were not updating J >
correctly. When interacting with different pedestals, the previous message
sometimes stayed on screen or appeared again at the wrong pedestal. For
example, after checking the Earth pedestal, the Water pedestal continued
showing the Earth Orb message. Some pedestal messages also overlapped,

especially after placing multiple orbs.

Cancel

Show Message Event

Target is BP Third Person Character

What Was Working
The orb collection messages were mostly working correctly. When an orb was
collected, the correct message appeared, disappeared after a short delay, and
the orb was destroyed. This showed that the issue was mainly with the pedestal
interaction system, not the orb collection system.

_f." ::'.:h.' I:'ll'- n-.u £ .‘.I.-'-nwr-l"'l.'rlr-

Wnd

Customised
the manny
a little!

1SS

not
work...

{::.- On Component Begin Overlap (InteractionBox)

Dverlapped Companent

<> Event BeginPlay

Dther Comp

» — F Enable Input |
| - F SetVisibility

FIGURED IT OUT . e
Had to enable Target [ self] Sueep Rl
i n pUt fo r Othe r ...... & On Component End Overlap (InteractionBox) : E_III‘. .T.I.E._Itllhi?. ) )
pEdEStEIS!ll " F Get Player Controller ik s

¢ Player Index _l Return Value

Also had to

Problem resclved

F Set\Visibility

connect set |
i " e Editng v | © C | &
interact as false .. & g
at event end ' S
nverl a p Propagate 1o Children

Problem resolved

https://pixabay.com/music/search/ancient%20temple%

20ambience/

Added background sound
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) Pixabay Z ; “
FINAL SOUND CHOSEN LINK: | !

Mesopotamic Calm | | | SRR
Royalty-free Music = —

S

Listen to Mesopotamic Calm track or

browse more ambient audio. v Royalty-
free music download v Browse e —
thousands of tracks
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