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OVERVIEW

Dungeon of Omen'sis a fun fast action dungeon
crawler that takes inspiration from classic games like
the Diablo series and the more modern Minecraft
Dungeon's.

The game will have the player fill the boots of a
noble hero descending into the dark depths of ruins
long forgotten in search of glory and treasure, this
will involve the player hacking and slashing their way
past hordes of enemies searching for loot to grow
stronger and dive deeper into the unknown to slay
evil.

Dungeon of Omen's will have serval playable levels
each with their own their own theme and design
that the player can experience, while hacking their
way deeper into each dungeon the player will find
better loot and weapons to help them fight the
seamlessly endless hordes of evil that fill the
dungeons.




MOTIVATION/RATIONAL

When originally planning out my FYP | had the intentions of creating a game that | could
focus my skills as a level designer while creating a set of simple gameplay mechanics that
work together to keep the game fresh and entertaining, with this in mind | understood my
game would be aimed at a young audience and should be easy to learn this meant keeping
gameplay mechanics simple in order to not make my scope for the project too large for the
time | have as well as appealing to a wider audience as | intend on creating a product that

most people can pick up with no knowledge of the mechanics of and be able to play and

enjoy.

When looking for inspiration and ideas for my FYP | started by looking at a local game studio
that | would like to work for after my studies, | took to looking at what games Double Eleven
had worked on recently and found that | enjoyed playing Minecraft dungeons, although when
playing | felt that there were some areas of the game that | would like to try and improve
upon within my own dungeon crawler for FYP.

A large part of why | want to create my FYP the way | have intended is to show off my skills
within several arears as a designer while creating a project that can be used within my
portfolio for future employers, with this project | aim to mainly show off my skills as a level
designer as | wish to create several levels that each work with the gameplay mechanics |
intend to implement such as Al and combat, each of my levels and the areas within them will
show off my understanding and knowledge of both level design and gameplay mechanics as
this is expected of me within the industry and | believe this will demonstrate this within my
product.

A game genre that | have enjoyed extensively would be dungeon crawler games although this
is a genre, | rarely see appear on the market | find myself wanting to create my own dungeon
crawler that captures the feeling of fighting off hordes of enemies with intense fast paced
gameplay and the sense of joy when finding a hidden chest or loot that increases your odds
of survival, games such as the classic Diablo series came to mind when looking for inspiration
for how | want my FYP to turn out.




MOTIVATION/RATIONAL

| took the time to research into job listing from Double Eleven for a level designer
position to see what they would look for within a level designer and what skills
they should possess, after looking into this | made careful decisions of how |
wanted my FYP to end up as | wish to create a product that | can show off to
industry and place on my portfolio for future employers to see when they look at
my work.

| have decided to create a dungeon crawler style game for my FYP as | believe this
style of game will best show off my capabilities as a level designer along with
showing my ability in planning out and designing gameplay mechanics, the overall
goal for this project would be to demonstrate and highlight my skills as a level
designer.

During my research | made some decisions on how | wanted to approach creating
my FYP and found | needed to keep my scope small to create my product within
the timeframe given to me.
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TECHNICAL OVERVIEW

When initially planning out my FYP | took into consideration the risks of how much | wanted
to put into the project and where | wanted to focuses my skills, this meant | needed to take
time and consideration into what arears of the project | would focuses on and priorities as
to not over scope and not deliver on my intended product.
Level Design
As a level designer | my main goal is to create interesting environments within the project
that the player will be able to experience and enjoy though both the environments design
and the game play and thought put into the environment, with this in mind | decided to
approach the level design within my project by creating several different levels the player
will be able to select and play from the game's main menu, | will create these levels using an
asset packs | have purchased from the unreal store these asset packs are the Polygon
Dungeon pack and the Polygon Dungeon Realms asset packs | intend on using these asset
packs to build my levels as well as give my FYP its art style this way | can focus on prioritizing
the level design.
Al mechanics
To create my games Al | have been researching into way to create believable Al that will
work well within the game and react accordantly to the players actions such as engaging in
combat from both melee and ranged, | would also like my Al to feel more realistic as | would
have the Al wander around and search for the player when they lose sight, luckily within the
past I've had experience in creating Al with Unreal Engine's behavior trees and believe this
method will work perfectly to help crate my games Al system.
Combat system
A key element within my FYP will be the games combat as the player will be constantly
engaging in combat with serval enemies at a time for this, | researched a several ways on
how to make engaging combat for a hack and slash style dungeon crawler and found plenty
of online guides and videos on different ways that | can use Unreal Engine's blueprinting to
script several simple combat mechanics into my FYP along with these mechanics | will also
be using animations from Mixamo alongside side this I've researched into creating visual
effects within Unreal Engine 4 as | believe this combination of simple combat mechanics
and the emphasis on impact will create a fun and engaging combat system for my FYP.




TECHNICAL OVERVIEW

Technical decisions

During the research stage of my FYP | have made

several decisions on how | want to approach creating
each element of my FYP some of these decisions include
my approach on how | want the games combat system to
work, | aim to create a set of simple gameplay mechanics
the player will be able to use such as a light attack, heavy
attack, dodge, throwable and the ability to pick up and
use items such as other weapons or health potions, these
mechanics alone would be enough for basic combat
within my project although with the use of Unreal
Engines visual effects along with animations | indented to
make the combat feel more engaging and rewarding to
the player for landing a strike on an enemy.

Originally when planning out how | wanted to show my
skills off as a level designer | planned for the levels within
the project to be randomly generated although after
extensive research into this area decided to make this a
stretch goal and make the levels by hand with assets | had
purchased, | believe this was a good decisions as this will
not only save me time and allow me to focus my attention
into other parts of the project but will also allow me to
plan out and test level more effectively and get better
feedback on my level design rather than the games
randomization.

Areas of research

When working on the project | will first start with the players mechanics such as the
movement and the basic combat mechanics, everything that is needed from the player
will be made with Unreal Engines blueprinting script, once I've finished with the
players movement and controls, | will need to research how to apply animations to the
player model to give my projects characters their own movement and attack
animations once | done this to the player character with animations found online the
process should be the same when applying animations onto the other humanoid
enemies within the game.

The major portion of my efforts will be focused on creating the games Al and making
sure that it works with the levels that | intend to create during the process of the
project, with my experience within Unreal Engine and using behavior trees | have
found that | will be able to create functionally Al that works well within my FYP
although because of the difficulty when creating Al in previous projects | will prioritize
getting the Al done early as possible within the project to avoid issue later down the
production line.

| intend on creating a basic set of Ul elements such as a game menus and a basic HUD
to display information to the player using widgets within Unreal Engine to support my
games style and theme.

Testing research

During the production stage of the project | intend to have other students play my
game levels to gather feedback on each area of the games elements to test to see how
anything can be improved on based on given feedback.




ADDITIONAL RESEARCH

While researching for my FYP | also found several talks from GDC along with some books that | have found useful and will be reading during
the creation of my project.

Within this additional research | have found ways that | can approach my level design alongside information on how to make sure my product
has a steady curve and that gameplay mechanics and level design flow together naturally, topics discussed within this research will be taken
and applied into my project as well as extensive testing to make sure my product is as polished as possible.

Designing Radically Non-Linear Single Player Levels — Aubrey Serr
A GDC talk on how to create none liner levels this talk covers the techniques and methods on the flow and pacing of creating games levels

Ten Principles for Good Level Design — Dan Taylor

This GCD talked covered a wide range of principles when creating a game from the ground up covering serval areas as a level designer | aim
to approach carefully and with thought and preplanning such planning out my levels flow and design and testing gameplay mechanics
thoroughly, this talk also covered in high detail the things to consider within the production pipeline.

Environment Design as Spatial Cinematography: Theory and Practice — Miriam Bellard

A GDC talk covering the importance of cinematography and environmental design this talk further covered the importance of how the levels
are laid out and what the player can see at a given time as these elements will give the project an immersive feel when done correctly in
regard to the level design.

Level Up The Guide To Great Video Game Design — Scott Rogers

This book covers everything to do with creating a game from scratch from methods to make your game more fun and interactive to tips on
how to approach creating a game as a designer | find this book useful when planning out game mechanics and other elements of my project.
A Theory Of Fun For Game Design 2™ Edition 10™" Anniversary — Raph Koster

Within this book | found a lot of interesting research material as the book covers the theories on science on what makes a game fun and
lasting.

Unreal Development Kit — Richard J Moore

Within this book | investigated areas of Unreal Engine that | was not familiar with and found useful information to help understand these
areas of Unreal Engine further giving me conference in my ability's when approaching the project.




ETHICS RESEARCH

During my research | investigated the ethical risks of my FYP and made sure to address any issues or
concerns regarding my project some of the first ethical concerns | found within my project was the
use of asset packs to build the games levels and stand in as the character models, although these
assets are not my own, | believe if | reference the use of these assets packs and make mention of this
no issues should rise.

When researching further into how | wanted to plan the smaller details of the game to look | found
that a concern | found with a lot of fantasy games the use of fantasy races dose rise a concern as | only
have so many character models to stand in as an enemy within the game, to avoid and ethical issues |
have decided as a base enemy type | will use character models such as the ghoul's and orcs as the
games enemy's as both these races will rise no concerns with having them as the enemy types.

With my FYP | intend to aim towards a younger target audience from ages ten and up for this | need to
assure when creating my project, | avoid the use of things such as blood and swearing along with
keeping the gameplay fun for older audiences, | believe that the asset packs am using for my FYP will
help avoid any issues within this area as this will give the project an art style that will appeal to my
target audience.

Overall, | believe | have addressed any ethical issues and concerns that might come with my FYP

project as | will take caution with my design choices when approaching creating the project along with
properly referencing my inspirations and any research materials used during the creation of the
project.
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PROJECT DELIVERABLES

Within my FYP | aim to showcase my skills as a designer with the main focus of my project being
towards level design and showing off my skills within this field as | aim for my FYP to be a project
| can take on to show employers.

Deliverables

* 3 levels each themed with their own difficulty and style

*  Combat mechanics that adds to the projects enjoyability

* Al created with Unreal Engine’s behaviour trees that feel believable engaging the player in
both combat from ranged and melee and being able to actively search for the player when
out of site

* Ul'menus such as a main menu, pause, controls, options etc along with HUD elements

*  Animations working along side the combat to create a more immersive combat system

*  Special effects added to the games character models during combat adding to the
immersion

Desired MVP

With my FYP | have a clear idea of what | want my minimal viable product to be, with this project
| aim to create a fun action packed dungeon crawler that will have the player taking on the role
of a hero descending into three playable level each with their own design and style, along with
this | aim to create several game mechanics within this project that work together to create fun
and engaging gameplay with loot chest that the player can find for better weapons and gear
along with the games combat system and Al enemies that will fill the dungeons.

Stretch goals
While keeping the scope for this project small | have some stretch goals in mind that if the MVP
is reached and | have enough time left with the project | will do my best to add these ideas into
the project as | believe they would further the experience of the game.

* Multiple playable character classes

* Boss room where the player will face a larger more powerful enemy

* Endless mode that will have the player face against a randomly generated level
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Project plan

‘Week starting 24zh lanuary I1th lanuary Tith February  14th February 21st Febnsary 28Bth February 7th March 1&8th March 215t March ZBth Maech &th April 11ih April 18th Apeil 25th Agril Znd May
P production tasks

o imdustry jobi ro Completed

Comaktad
Design tasks
Player basic mowement mechanics Cue date
Flayer basic comibiat mechanics Dug date
Basir enemy Al Due date
sting Play testing
Improvements ta player med
Improwem to Al behaviour
weapon pi p mechanic Due date
Itesm pick up maschanic Dux date
mina machanic implemented Du= date
easy level created
armess medium bevel oreated Due date
Games hard kevel ¢ id Dus date
pte-d and finalized Due date
STNg Dug date
dizatian of game mechar Due date
Finaltzation of games leve Due date
Ul ks
L manu created Due date
Pause menu d and implemented Due date
Option menu created and implemented
5 created

Due date
W menu firalized
HUD finaltzed and Implemented Dug date

Due date
Dug date

Dus date

Due date

Due date

Dus date

Due date
Due date
Doue darte:
Due darte

playtest games mechanics Due date
Test out gamae mechanics with other students
‘Take feedback on games mechanics and make necessary IMprovemeants
Test gamaes level out with other students
Take foedback into consideration and make iImprovement on il game kevels Due date
Make final touches o games mechanics Due date
Malke final touches to games L8 and HUD Due date
Malz final touches to games Lovels Due date
Submit project




References
Diablo I11. 2012. Diablo III. [online| Available at: <https://eu.diablo3.com/en-us/> [ Accessed 8 February 2022].

Doubleeleven.peoplehr.net. 2021. Level Designer. [online| Available at: <https://doubleeleven.peoplehr.net/Pages/JobBoard/Opening.aspx?v=cc39cc2f-8d0f-45fc-a0a0-6ba510cd87bl= [ Accessed 8
February 2022].

Elek, T., 2015. Create Awesome VFX with Unreal Engine 4. [ Blog] Available at: <https://www.unrealengine.com/en-US/blog/create-awesome-vix-unreal-engine-4> [ Accessed 8 February 2022].
Eleven, D., n.d. Home Page. [online| Double Eleven. Available at: <https://www.doublell.com=> [ Accessed 8 February 2022].

GDC, 2019. Environment Design as Spatial Cinematography: Theory and Practice. [ video] Available at: <https://youtu.be/[.27Qb20AYmc=> [ Accessed 8 February 2022].

GDC, 2021. Designing Radically Non-Linear Single Player Levels. [video] Available at: <https://youtu.be/CTBor4rhnQs> [ Accessed 8 February 2022].

GDC, 2022. Ten Principles For Good Level Design. [image| Available at: <https://www.youtube.com/watch?v=iNEe3KhMvXM= [ Accessed 8 February 2022].

Koster, R., 2013. A theory of fun for game design. 2nd ed. Sebastopol: O'Reilly Media Inc.

Mixamo.com. n.d. Mixamo. [online| Available at: <https://www.mixamo.com/#/> [Accessed 8 February 2022].

Moore, R., 2011. Unreal Development Kit Beginner's Guide. 1st ed. Birmingham: Packt Publishing Litd.

MVC Magazine, 2022. Minecraft Dungeons article images x2. [image| Available at: <https://mvemagazine.com/en/minecraft-dungeon-its-here/> [ Accessed 8 February 2022].

Rogers, S., 2014. Level Up! The Guide to Great Video Game Design, 2nd Edition. Ist ed. Chichester: John Wiley and Sons Lid.

Unreal Engine. 2017. POLYGON - Dungeon Pack in Environments - UE Marketplace. [online] Available at: <https://www.unrealengine.com/marketplace/en-US/product/polygon-dungeon-
pack?sessionInvalidated=true=> [ Accessed 8 February 2022].

Unreal Engine. 2021. POLYGON - Dungeon Realms in Environments - UE Marketplace. [online] Available at: <https://www.unrealengine.com/marketplace/en-US/product/polygon-dungeon-
realms> [Accessed 8 February 2022].

UWheeze201, 2022. Image of dungeon Environment. [image| Available at: <https://www.reddit.com/r/unrealengine/comments/8tqtm6/spent_10_hours_yesterday on the main_menu/>
[Accessed 8 February 2022].




Further References

2022. I 4 Beginner's Tutorial || Dungeon Crawler Part 1 ||
Setting up the files. [video] Available at:
<https://youtu.be/Dji-DelF'T-eU= [ Accessed 8 February
2022].




