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Abstract

This paper discusses the process behind making a specific game. In this paper I share the process I used to start the game development process, a long but rewarding process. I share the tools I used and how I tried to keep myself working even when it was getting challenging. I talked about what I liked about the project, the obstacles I ran into, and the ways I would change it for the future. Also, I discuss what my initial thoughts were towards the game and what I wanted to do versus what I actually was able to complete before the end of the semester.



The Process behind “Adventures in Wandermere: The Sanguine Tales”
Computers have always been a major part of my life, I have always tried to do things on the computer and I have always played games on the computer. The concept of gaming has also been a major part of my life. I love all kinds of games from board games to video games. Playing cards with my family while on vacation has always been a pleasure. When sitting down and deciding what to do for my honors project I knew that I had to make a game, as a computer science student wanting to work on a creative project a game seemed to make the most compatible project type. 
I knew from the moment that I decided to make a game that it was not going to be an easy undertaking, but I did not know how large of an undertaking it could be. Over the last three semesters I have been planning this project. The planning started in the spring semester of 2022 when I decided to take Dr. Nikki Agee’s class in Fall 2022, I started thinking about the story content I wanted to use for my game. Writing the content for characters was easy but what really got difficult is when I started designing the game over the Spring 2023 semester, I realized that it was much harder than I had thought. There are many things that one must consider when designing a game, especially a game with graphics and animations. Over the next several pages I plan to share with you my approach to how I started developing this game.
My inspiration
	I have always wanted to make a game for the computer and my inspiration has come from many places. I have played many different role-playing games from Dungeons and Dragons to Wizard 101 to League of Legends to Stardew Valley. All these games played a role in why I chose to make a game as my senior project and that is because they are Role Playing games where you can make your own unique character or choose a unique character to play from a roster. All these games fueled my passion to make games involving interactive fiction.
Over the past few years, I have made several text-adventure games in different programming languages such as Python, Java, and C#. Text adventure games are fun to play but still were not what I was looking to make, I wanted to make something that was graphical with animations. So, text adventures were not it, but they were a great starting point, especially when getting started writing the story.
“The Sanguine Tales” features 16-bit pixel art I decided to go with this style because I love the way pixel art looks especially in games like Moonlighter, Stardew valley, and Demon Throttle. I decided to go with pixel art because I wanted to make a retro looking game that was fun and appealing to all audiences. Drawing 16-bit sprites and tiles allowed me to make good looking characters and terrains without having to become an expert artist to design my game.
My Initial Design
	The initial design for the game was based on the image I thought of when I first thought “I want to make a game.” I wanted to include lots of features in the game such as character customization, music, elaborate game play, etc. While creating my website in Dr. Agee’s class in Fall 2022 I started working on the lore for the game. I created the city of Wandermere, it is a city where quite literally anything can happen. There are witches, Wizards, Guards, Knights, Kings, and Queens in this city. I wanted to make a High Fantasy sword and sorcery game. The game would start right before an important ceremony and then something catastrophic happens during it to interrupt it; then from that point our beloved character, a character customized by the player, goes forth into the world to stop the repercussions of the catastrophic event.
	The map would have had 5 zones Wandermere as its central, an ocean zone to the South of Wandermere, a bee zone to the East of Wandermere, a Desert Zone to west of Wandermere, and finally a Ghost Zone to the North of Wandermere. Each zone would have had its own art and characters to inhabit the zone. For example, the bee zone would have bees as the main passive characters, maybe a cricket and some other well-loved bugs as more passive characters. After speaking with Dr. Campbell, I had decided on things that might cause a problem for bees. She told me about predators and pests that affect bees. A major predator for the bee is the crab spider and there is a species of mite that preys on bees as well. The bee zone would have had its own features and surprises. There would have been events for each zone where the player should complete different tasks and/or solve puzzles to complete the zone and earn some reward.
	For the character customization feature I would have liked to have had 3 character classes and each would have 2 subclasses. The three main classes I would have made are Mage, Warrior/Fighter, and Archer, which are pretty basic classes to have in an RPG. The mage character class would have a fungi magic subclass with its own special spells like (infest and spore blast) and there would have been a water magic subclasses with spells like (water missile and typhoon). The warrior class would have the berserker ghost gladiator subclasses. Finally, the archer subclass would have the acid slinger and the lightning slinger subclasses.
	There would have been other customizations such as clothes and appearance, the idea behind this was to have something that could make the player’s avatar look the way they wanted it to look. Also, the player could choose an outfit for their character to wear. Pets were also something that I wanted to implement, the pets would have their own abilities that they could use in battle or when trying to complete tasks.
The Devlogs
	Over the course of the project, I have kept a journal where I have written about my thoughts and decisions I have made. The journal has functioned as my tracker of progress and tracker of progress to be made. When I start thinking of things I wanted to add to the journal is where I wrote all of it down at. While I was making things to put in the game, I wrote about it in the journal. When I was having trouble, it was written in the journal at some point. The journal, my paper devlog, helped me throughout the project and to see where I have been and where I needed to start going.
My Thoughts on the game design process
	The game design process is difficult, it was more difficult than I thought. I struggled to get to the point that I got to in my project and the game is no where near being done. The game design process is something that you need to approach with very detailed plans, you must know what you want and what you plan on doing. Making a game is like building any other application but it is more difficult; you have a lot more to think about. If you took an app around the same size as a game and looked at the two the app would probably have more functionality than the game, especially if the game has a lot of heavy-duty graphics that are being used. 
How I feel about my project 
	I feel like I did a pretty good job on my project over the course of the semester. While working on this project I was also working on another capstone project for my major and I had 3 other classes I was in as well. I feel if I did not have as many classes that I would be able to work on this project more extensively and create a better game with more features. I think that I have a good start on my project and can continue to build it from here. I do intend to work on my project further at some point even if I don’t deploy it to steam or for mobile devices.
How I would improve my process
	To improve the process, I would probably plan everything out better than what I did originally. I would have used more tutorials and probably would have read more books on the subject.  When drawing the tiles and all of the character sprites I would have not taken up as much time. What took the most time with the drawing was that I did not like what I drew so I would start again and again. There were many times when I had made a good design and then went back on what I had made.
Conclusion
	Game design can be a good and bad experience, it is highly dependent on the person doing the work and if they like it. The process itself is a learning curve there are many things that can happen while working on a game that could lead it astray, mine came in the form of pixel art others may come in the form of music or programming. But the process a person uses depends on what they value more in the game they are making, since I valued the art more I spent more time with it and was able to do more.  Some one who values the functionality more may work on the programming more and someone who values the music more will probably work on the music more.  Game design is up to the individual to make what they want to make.
Figures  
Below you can find pictures from my journal and the artwork I have made for the game.
Journal Entries start on the next page:

 [image: A piece of paper with writing on it

Description automatically generated with low confidence]
This page gives a description of what I included on the website. (Description given due to vagueness of page)
[image: A close-up of a notebook

Description automatically generated with medium confidence]
[image: A close-up of a list of tasks

Description automatically generated with low confidence][image: A close-up of a piece of paper

Description automatically generated with low confidence][image: A picture containing text, handwriting, paper, notebook

Description automatically generated][image: A picture containing text, handwriting, notebook, paper

Description automatically generated][image: A close-up of a notebook

Description automatically generated with medium confidence][image: A close-up of a notebook

Description automatically generated with low confidence][image: A close-up of a notebook

Description automatically generated with medium confidence][image: A picture containing text, handwriting, document, letter

Description automatically generated][image: A close-up of a paper

Description automatically generated with low confidence][image: A piece of paper with writing on it

Description automatically generated with low confidence]



	
Samples of the character pixel art:

Cat NPC:

[image: A picture containing pixel, square, screenshot, rectangle

Description automatically generated]


Cactus NPC:

[image: A picture containing pixel, square, colorfulness, rectangle

Description automatically generated]

Bee NPC:

[image: A pixel art of a bee

Description automatically generated with low confidence]







Tileset:



[image: A screenshot of a video game

Description automatically generated with medium confidence]



Mock Enemy:



[image: A pixelated image of a spider

Description automatically generated with low confidence]


Player Character Movment sheet:



[image: A picture containing pixel, pattern, symmetry, screenshot

Description automatically generated]
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