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Pinterest
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Coral Cup Cafe Exterior

Yami’s Coffee, Dessert Hint, Violet’s Phone,

What went well:

CagiHint Asets * Group communication has allowed us to work
=, _ - l\ efficiently and as an individual has allowed me to create
Tf\_/_?'—fi 3 P e ' art that everyone is happy with
% \ e, *Learnt to be more adaptive and learn not all criticism is
3\\ | bad or means i’m not worthy
7 R Challenges:
leet,s Bedroom What’s Next? *A slight blip with colour palettes / art styles
*World map

*Not giving myself credit where it’s due / not giving

*Violets bedroom POV from ceiling myself rest time

*Send what I have over to Jessie to implement
*Revisit the Evil mermaid cafe

Narrative Writing



. Mood boards I used for the art style and character redesign!
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1 Accomplishments! :

= “0Ua” Can draft, line art and produce final assets relatively I

" quick :

Dld thlgh up onami : “0Us” Able to “borrow” another artist’s art style .

+ 5 facial expressions *  ’9Ue" The team work and communication is absolutely :
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What’s next for me?

T will mainly be focusing on drawing assets for violet. This
includes various headshots with different expressions and a full
body image of her.

R.I.P yami vers. 27¢



dessie - Technical Designer

Script so far

v label choices

label start

play susic
v menu:

jump choicesl_a
youz":
jump choicesl b
jump choicesl ¢
Label choicesl_a:
show yami smirk
jump choicesl_common

play sound

v label choicesl_b:
show yami uninterested
jump choicesl_common

v label choicesl ¢

show yami angry

jump choicesl_common
v label choicesl_common

"Yami e had a bit o
show yami neutral

wriliheol

playtest

Helpful Videos

https://youtu.be/C3Ldd-5PKCw = Ren’Py tutorial for beginners

Engines Used

scens by cafe interior

it caf Wp3* volume 0.5

voluse 0.8

voluse 8.8

Went Well

Challenges

-Team work- Our team have been very good at
communicating which allowed the process to run a
lot more smoothly

-Branching dialogue- Because the code is text based
it is easy to implement dialogue and even optional
choices.

-Importing assets- It was easy enough to import
assets as Ren’Py has built in files for images, audio
and UL

-Implementing Audio- Similar to dialogue, the code
for audio is text based making it easier to alter the
volume in the script.

-Learning a new coding language- I had never
used Python before so having to learn a different
language was quite difficult for me.

-Scaling assets- To scale assets it’s all in the code
rather than on-screen which took time to adjust
to.

-Customising UI- Similar to scaling assets, to
change simple things such as text size and font,
it’s all done in the script.

Next Steps:

Fix any bugs found in the script
Start implementing Violet’s Bedroom and cafe

exterior scenes
° Import finalised UI



https://youtu.be/C3Ldd-5PKCw
https://docs.google.com/file/d/1ZshUAsgS4yACRcDVBYdXYViYQF3Q0CqF/preview

Maja - Mechanics & UT Designer

UI Design Process So Far

Early UI Concepts

o

-~ e After playtest & adjusting to other
in-game backgrounds

After feedback from the team
Successes & with the new colour palette

Clear communication allowing us to solve problems

cfficiently Challenges
Achieved cohesive art style together with the other
artists in the team Time management
Learned to adapt to changes introduced A little bit of technical difficulties

by my teammates

What next? Programme heart meter

Programme UI buttons

Design UI for the options menu
Design Ul for mobile
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Here is what we’ve been able to achieve over the past 8 weeks, as a team we have
communicated well and are on track to have a full polished game, being on track has also
allowed us to begin adding in extra additions to the game to really give it that extra boost.






