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SEPTEMBER
Planning
In the beginning, the player would be 
fighting their way to find abilities at way 
shrines and picking up side quests from 
characters (NPCs). This was cut as it 
would have been too large a scope to 
aim for and the pure focus needed to be 
on the level and puzzle design aspects, 
over combat, AI and quest systems.

I began completing more research and 
settled very quickly on creating a game 
like The Witness, as I found the blend of 
puzzles and environment to be inspiring. 
This led to the game idea becoming 
closer to what it is today.  



SEPTEMBER 
Documentation

In September I began creating the 
following documents, as I felt the earlier, I 
started them, the less which would be 
required to be completed later:

• Project plan and schedule (due Week 5).

• One sheet

• Research document: Which is being 
submitted as a separate deliverable, 
agreed within my Project Plan. 



SEPTEMBER
In Engine
In terms of work in engine, I started 
testing the landscape and foliage tools, 
created a layout of where the puzzles will 
be (Time Manipulation being placed 
furthest away from the player start as it 
is one of the most difficult ones to 
master) and began designing, creating 
and implementing the mechanics, as I 
felt completing this early would ensure 
they were achievable, as well as allowing 
me to begin creating puzzles soon after 
this. 

On top of this, I completed a grass and 
water test, along with modelling and 
unwrapping the church, well and unused 
train assets. 



SEPTEMBER
Reflection

I felt that September started the project on the right 
foot and began with a professional workflow, which I 
maintained throughout the course of the project’s 
development.

In my opinion, starting to implement the mechanics 
into the game this early gave the development 
process more time when required later on.





OCTOBER
Documentation and models
With October brought Milestone 1 and the Project Plan 
submission. Due to these deadlines, along with the other 
documentation I needed to produce as supporting materials, I did 
not complete much in Unreal, however, I was still sporadically 
completing the mechanics and gathering assets to add into the 
project. 

Part of this documentation was the beginning of the 2D sketches 
for the puzzle designs, beginning the BurnDown Chart and Pre-
Production Document. I was also still working on the Research 
Document, in hopes to get it competed towards the beginning of 
November, as I wanted to get into engine.



Cross 
Programme
Presentation
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NOVEMBER 
Landscape

At this point, I began properly working on more tests within 
the landscape, ranging from sculpting different areas just to 
test out the UE4 landscape tool in more depth, to then 
beginning to carve into the landscape in more detail, in order 
to gain more shape, ready for the puzzles to begin being 
implemented. 

I also added a couple of assets to the landscape, such as the 
church, in order to begin the process of adding models to the 
environment, as well as completing another colour test, this 
time testing the beachy colour in the world, which would 
symbolise Carry.



NOVEMBER
Puzzles

In November, I began creating the puzzles, starting with 
the blockouts for the 3 Carry puzzles, before bug fixing 
and completing these before November was over. 

The blueprints on this page are line traces which are 
drawn in order to determine if the cube the player is 
carrying is firstly, interacting with the laser and secondly 
the same colour as the laser. If it is, the player will be 
able to cut/ block the laser beam, whereas if it is not of 
the same colour, the laser will destroy the cube and it 
will respawn (for puzzle 2).  



Carry Puzzle 1



Carry Puzzle 2



Carry Puzzle 3





DECEMBER
In Engine
Through December, I worked a lot more in engine 
than I had previously, creating the remaining jump 
puzzles, fixing bugs and making the paths clearer to 
see in the process, changed the size of the lava actor 
so that it did not go through the mountain, which 
ruined the illusion of the lava when attempting to 
escape it. This also caused an issue if the player went 
back down the mountain and touched it, as the 
collision was still active. Since then, I have added 
checkpoints and boundaries to block the player in, 
given the player more air control and reset the Time 
Dilation back to 1 when the player gets the gem 
stone. From here in December, I also created the Time 
Manipulation and Freeze puzzles to the world. 
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DECEMBER
Bug fixes and change log

Finally, in December I completed a lot of bug fixes which required changes 
and iterations, these including:

• Changing the lava speed as players found it too fast (from 18 to 25 
seconds), however, this was later iterated to 23 seconds. 

• Changing the lava from rising through a level sequence cinematic to a 
lerp and timeline, as it is a more professional way to set this up.

• I made it clearer that the player had to enter the pit on Jump 2. 

• Time Manipulation was complete and a few bugs, including the 
countdown timer continuously ticking, which was through not resetting 
when it was supposed to and adding a bigger collision sphere to the 
boulders, as players could run up the side of the ramp.

From there, I carved out the freeze puzzle mountain and began blocking 
out these puzzles. 



Time Manipulation 
Puzzle 3 (Attempt)

Puzzle cut and changed





JANUARY 
Freeze puzzles
At the start of January, I created the third Freeze puzzle 
blockout and provided clearer feedback to puzzles 1 
and 2, as players requested this in testing. An issue 
with the first puzzle was that players could leave by 
walking over the wall, so to avoid this I used the 
landscape sculpt tool to raise it, then added a blocking 
volume above to make sure.



JANUARY
Reverse and Grapple puzzles

Once Freeze was complete, I started creating the 
Reverse puzzles, after taking a big amount of 
inspiration from Life Is Strange’s reverse decisions, 
however, had to do a couple of iterations on the third 
puzzle in order for players to be able to complete it, 
as I used red squares to push into the container 
instead of spheres, which first threw players off what 
I was intending for them to do, then secondly, 
making it very hard to achieve this goal. 

Once these were complete, I set up the grapple 
puzzles and iterated on those. I then completed 
thorough testing on the 18th and 26th January and 
made notes of issues in my testing Excel sheet, 
before making these changes sporadically.  



JANUARY
Reverse and Grapple Iterations

Since January, the iterations which have been made to the Reverse puzzle includes:

• Colour added to the ramps for clearer feedback.

• Changed red cubes to red spheres so that it was more obvious has to be pushed.

• Removed 2 of the falling pathways on R3, as took too long for it to get back up.

• Added widget on screen to show when ability active, added SFX, added VFX particles

• Set up entrances of ALL puzzles, created so player knew exactly how to enter.

Changes to Grapple include:

• Now does not hook onto landscape

• Added blocking volumes to avoid cheating

• Stopped working with time abilities

• Changed grapple distance from 3,000 to 2,000 to make it more realistic



JANUARY
Final January testing/ Changes

The final changes for January were written into the Testing Sheet and 
most of which were fixed. Some of these fixes included:

• Making puzzle locations clearer (through paths, signs and focal 
points)

• Set up sprint from the start of the game

• Increased the characters base speed, then dropped it again, as I 
changed the sprint speed from 1450 to 1500, keeping the walk 
speed at 600. 

• Fixed controller camera issues (with inspect and Time 
Manipulation)

• Fixed tower lights which were not changing upon puzzle 
completion. 

These changes made the game stronger and better build.





FEBRUARY
Landscape Additions and Fixes

• In February, with a lot of the bugs fixed and the puzzles created, I began really digging 
into the environment and landscape. The changes committed at this stage included:

• Adding a starting village/ spawn

• Adding water to split areas up

• Created and implemented the tree colours

• Worked on environmental features such as the mountains

• Worked on LODs and Culling Distance whilst adding foliage to save on performance. 

• Added new model packs

• Worked on level composition, feedback and flow

• Added verticality and set up boundaries for players

• Completed another colour test, this time painting onto the landscape, which I kept 
and iterated on

• Added paths to guide the player



FEBRUARY
Playtest session Y1 and 2
After completing a playtest with the first and second year, I analysed my 
feedback. The feedback which I gathered included:

• More feedback required when using ability

• Need to be clearer in games goals and win/ lose conditions

• Puzzles were challenging but achievable 

• Puzzles were fun to complete

• Jump puzzle and grappling were favourites

• Did not know they had starting abilities, so these need to be clearer

• All abilities were still active when the player went into a new area, 
allowing them to use the other abilities instead of solving the puzzle.

• Player fell through the floor with teleport, so it was removed.



FEBRUARY
Design changes

Other design changes included:

• Setting up the gem stones

• Setting up boundaries to ensure players could not leave the areas or map

• Set up triggers so other abilities would not work in other puzzle areas

• Code for gem stones and final tower created

• Final puzzle added

• Took gun out of game

• Added more assets

• Changed as many materials to material instances as I could to save performance.

• Set foliage to moveable under instance settings for dynamic lighting so shadows 
are not static, as will not give the realism looking for or feeling of the world being 
alive/ believable. 





MARCH
Environment/ 
Level Changes

In March, I began adding the colour to the landscape, 
after a lot of colour testing. Once I had painted this 
onto the landscape, I added paths and split the area 
into sub sections, adding more trees and foliage and 
added more models and packs to the project, such as 
the Modular Dungeon pack.

I also used the smooth tool in order to clean up some of 
the sharp edges in the environment, before adding 
trees and foliage to the puzzles to give them more life 
and vibrancy, as I did with the rest of the world. 



MARCH
Level clean ups and POIs
Later on in March I added an interior to the church, cleaned up 
and added more verticality to the landscape (to ensure 
nowhere in the environment was pure flatland). I also finished 
adding the trees and foliage and attempted to get it looking 
and feeling as professional as possible. I also always ensured 
that there were raises either side of the paths, which I found 
through my research on The Witness. I then added more ruins 
and Points Of Interest for the player to explore, blended the 
colours on the mountains together and added trees to the tops 
of the mountains to add more depth and verticality to the 
world space. 
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APRIL
The Final Stages 
In April I:

• Set the spawn point

• Created and added in the instruction rocks for mechanics to feel integrated in the environment

• Added the narrative letters

• Added in final models and textures to every asset, including creating my own for a few in Substance Painter

• Cleaned up old code

• Compiled a test build

• Took some high-resolution images and worked on documentation 

• Created the final cinematics and credits screen

• Fixed up some last bugs and polish

• Added audio, FX and particle effects, as well as bookending the experience. 

• Made as much of the UI run off 1 HUD as possible, especially in the ability unlocked widgets

• Once I had finished in game, I began finishing off my document and creating my videos and elements required 
and ready for hand in. 



CONCLUSION AND 
REFLECTION
In conclusion, I feel the process went very well and I ran into minor 
problems compared to what there could have been in a project of 
this size, however, I feel that the research I conducted, along with 
the amount of experimentation and tests worked in my favour. 

In terms of changes to the original plan, I changed the shrines to 
puzzle areas, as I felt that it felt more natural to the gameplay, 
changed the amount of puzzle areas from 8 to 6, however, this was 
agreed upon, as the Crouch and Teleporting puzzles would not have 
added anything to the gameplay, rather, it most likely would have 
taken away from it, as I feel the spacing in the world is correct, 
without attempting to fit in 2 extra sub sections. 

I feel I have hit my aims and intentions, with a nice flowing level, 
with correct pacing and a very vibrant and bright environment. I also 
feel the level design workflow was correct and I have learned a lot 
more about Unreal from this project, skills which will serve me well 
in the future. In terms of what I could have done better, I feel that 
the narrative could have been closer to what I originally planned; 
however, this is not a big deal in the schemes of things, and I am 
very pleased with what I created.


