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1. Introduction 

The project will explore fixed camera perspectives to add unique compositions to the level 

as well as attempt to bring a more cinematic quality to the overall game. 

Light puzzle elements will be included to change pace so that the game isn’t just a walking 

simulator.  

Storytelling will be told through visuals (such as making use of symbolism, visual metaphors 

etc) note pages and subtitles. 

Despite limited in experience with fixed perspective and cinecameras in Unreal Engine, the 

research phase should help build confidence and knowledge in camera systems. 

2. Process 

 

2.1  Collecting art inspiration, researching surrealism and adventure games 

Gaining a grasp on the fundamentals of 

surrealism (ThoughtCo, 2011) is vital for this 

project’s dreamlike sensation it should later 

evoke for players.  

To build up knowledge of this artistic 

movement, Miro was extremely useful, as it 

acted as a hub of information to report back to. 

From this research, ideas could be pruned and 

adjusted to fit certain criteria more, such as 

juxtaposition, abnormal scale, visual puns, 

symbolism, blending concepts. 

The board can be found here: 

https://miro.com/app/board/uXjVPNqMjm0=/?share_link_id=276654162770 

 

 

 

 

https://miro.com/app/board/uXjVPNqMjm0=/?share_link_id=276654162770
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Researching other adventure games or games that incorporated elements of surrealism was 

done after gaining a solid grasp on the movement. However, research was not limited to just 

elements of surrealism (such as absurdity, spontaneity, humour) but storytelling and key 

adventure elements too.   

The games that were most beneficial to 

better aid comprehension of adventure 

and puzzle games were: 

- Vanishing of Ethan Carter  

- Gravity Bone 

- Rhome 

- Off-Peak 

All were short to complete ranging from 

10minutes to 2 hours, used surprise as 

reward, used confusion to compel completion of the game and had puzzle elements. Though, 

Rhome and Off-Peak will serve as the biggest inspirations out of them all mainly due to the 

artistic variety that somehow blends effortlessly into a town of creativity. Off-Peak’s design 

can be likened to the surrealist technique Exquisite Corpse (where multiple people 

contribute to one art piece) due to the artistic variety (as evidenced below) as well as absurd 

scale. However, the overarching theme of time (clocks everywhere, windows to see the sun 

etc) was perhaps the most useful out of all Off-Peak achieved, as it enhanced comprehension 

on how to add the overarching theme of regret to the project. 

 

Research on puzzle theory was also done, the Lock and Key Principle, MacGyver Method 

(Beckford, 2020), Designer vs Internal logic (Brycer,J. 2018). These methods helped enable 

understanding of their pros and cons and how they could be implemented. For example, the 

Lock and Key could fatigue players quickly as often there is only one specific solution but 

many possible combinations to solve. This also enabled me to establish a core gameplay loop 

with puzzles: 
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Looking into Designer vs Internal logic was particularly helpful, as the realisation that not 

everyone has the same life experience, therefore may not understand how certain elements 

work in cohesion was potentially useful for mitigating certain puzzle difficulties. It also 

spawned the idea that noticing the puzzles themselves as a reward in the first place, as due to 

the explorative and surreal nature of the game, could be enough satisfaction overall. The 

light puzzle below is an attempt to incorporate this idea. 
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Fixed perspective research  
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Interaction research 
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2.2 Blocking out of key ideas 

 

 

 

 

 

 

 

 

 



 
Classification: Restricted  

Blockout process  

 

Composition and film research was also key to attempting to give the project a more 

cinematic feel.  

After having watched a GDC talk on Spatial Composition from an artistic director from 

Rockstar (GDC - Environment Design as Spatial Cinematography: Theory and Practice, 2019) 

the approach of overlay a rule of thirds grid on the viewport whilst testing the level has been 

implemented into this project’s internal testing. 
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Seeing the space divided and what lines up with the grid has better helped the 

compositional visualisation of the level.  
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Since light will play a vital role in the project, due to it taking place in someone’s 

subconscious, they represent thought processes, the lampposts were blocked out early so 

other areas can be composed with them better. 

 

Mapping 

 

 



 
Classification: Restricted  

 

 

 

 

 

 

 

 

 

 

 



 
Classification: Restricted  

 

Speedtree 

 

For one section a willow tree is desired for the project, however, availability on the internet 

was limited and the quality of them was not up to a standard to include.  

Due to this, Speedtree was researched, and a willow was attempted to be made. 

Unfortunately, it did not go to plan and is very unoptimized. The software did not seem to 

work well on the computer, so following a tutorial (Adrien Lambert, YouTube) was 

troublesome. The issues faced with Speedtree prompted the continuation of the search for 

assets or a compromise. 

 

2.3 Prototyping main mechanics and systems 

 

 

 

The first mechanic implemented was the subtitle system. With the narrative 

playing over a simple blockout, it better enabled the understanding of how player’s 

interpret space based off the new information they absorb from the text. 

Furthermore, narrative is a key aspect in rewarding and leading the player through 

the level, which is why it was the first one implemented. 



 
Classification: Restricted  

 

The dialogue box was made in Photoshop, with pink lines on the edge, representing neurons. 

 

After implementing subtitles, a voice acting test system was implemented, however, with 

having received no voice acting training, the quality of the vocals was very unsatisfactory, 

prompting subtitles to be the main delivery of narrative. 

 

 

After this spatial audio was tested, as ambience and audio will be a key aspect in creating 

an emotional response for the player, but also a great potential way to include juxtaposition 

(for example rock music in a calm area or electric guitar coming from a piano). 
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https://www.youtube.com/embed/c9_AXc-6vT4?feature=oembed
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Next was implementing a fixed camera system. The initial system was convoluted and not 

modular enough. Additionally, it did not blend well between the camera being shifted.  

Rather than swap to another camera, it just moved the player’s own camera, which made 

testing angles harder than needed. 

 

 

The improved system works on overlap and blends between the players camera and a 

cinecamera. Using a cinecamera enabled more control over the cinematic feel and more 

experimentation overall. 

For a while an issue occurred where black bars would appear, and the image would warp 

suddenly. This was because constrain aspect ratio was not enabled. This also solved another 

issue of the camera clipping with the character mesh when blended back to the original first-

person position.  
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The fixed perspective system now allows for a cinecamera to be selected from the editor and 

dragged around as desired. Piloting the camera has been helpful to get a better idea of 

composition. 

 

The note system was an interesting challenge to implement, the text should ideally be 

editable for each note. Scene captures were used to make the master blueprint note a texture, 

which was placed in a widget to spawn when the note was interacted with. 

 If the master note blueprint is rendered with a scene capture component, with the blueprint 

text visible, it would need a new scene capture for each new note. Capturing the note blank 

and spawning text on top in the widget, based off the exposed variable might be better and 

allow for more modularity. 

Typing the text in requires <br> for line breaks, which was slightly confusing at first. 

The main issue with this system currently is the rendering of the scene capture. To make it 

look pleasing, it was be done in an enclosed dark room, with adequate lighting, utilise the 

three-point system (www.youtube.com, n.d.) and loaded into the game. The dark room 

should be always hidden and out of the way from the player’s view.  
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Signalling interactability and tutorial 

Next was the making of an interact icon system (which was made more efficient due to 

the research done earlier). To signal interactability, an eye icon (a 3d widget inside the note 

blueprint) floats above the notes and rotates with the player’s gaze (if they are in an 

interactable range).  

The eye was made in Photoshop, with basic shapes. Though as of now, it does not make the 

notes visible enough, so an outline over them should also be considered. 
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Implementing Physical Interaction System 
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Filmback adjustment Blueprint for use in the art room 

 

Example blueprint demo for the concept above: 
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Occasionally upon exit the transition back to the original filmback wasn’t smooth (it 

distorted temporarily before returning to the original view). However, after adding a delay, 

interp and changing constraints, it seems to have been resolved. 

 

Menus 

A simple main menu was implemented in a level blueprint, so that when played a camera 

would pan out to view the player character and play music. 

Initially the buttons were on the right side but after seeing other main menu’s, the decision 

was made to flip the player and the buttons, due to it being more unnatural and irregular in 
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games to be on the right. Player’s might find it more disorienting to navigate if it was left this 

way. 

 

 

 

A settings menu is also present from the main menu and should be from the pause, though 

currently is not linked. Currently it just adjusts the master audio.  

 

At first, there was a glitch where when the volume was adjusted to 0 on the slider, it kept 

looping only for a few seconds. This was shortly fixed (Unreal Engine Forums, 2018) by 

changing the visualisation mode to play when silent in the audio component. 
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A simple pause menu was also made so users can take a break if needed. Initially there was 

a struggle, as the pause button when pressed again once the game was paused, did not 

unpause the game. After some research it was fixed by ticking “Execute when paused” on 

the event. 
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Sun timelapse  

 

Getting the lighting right for this scene, to produce an appropriate silhouette but also so the 

sky atmosphere remains a sunset orange colour is something that needs to be improved 

upon.  
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3. Conclusions 

This development process has highlighted different methods of designing and 

conceptualising levels, which will be used in future projects. For instance, the importance of 

engineering the intended emotions you want the player to feel into Game Design (Barbara 

Gizycka) and creating an emotion chart (as Bioware did for Mass Effect 3). 

Furthermore, the instability of chaos in Unreal Engine 5, despite having found workarounds 

for issues, has made me more observant and apprehensive of the physical interaction 

mechanic causing issues down the line. Though the implementation of this feature did 

highlight the importance of consistency of controls and prompted the change of the interact 

button from E to LMB. 

In addition, research into fixed perspective highlighted many potential gameplay issues, 

such as the player becoming disoriented, so the decision has been made to place them only 

in transitional areas to avoid disruptions to other gameplay features.  

Overall, the main takeaways: 

• For fixed perspective, to not sacrifice playability for composition  

• For design, to maintain consistency in features, feedback and emotions evoked and 

directionality 

 

4. Moving Forward 

The process has highlighted some over scoping of initial visions and resulted in the creation 

of a more linear level. Designing a branching narrative would have taken considerable time 

and taken away from the other learning process embarked upon. 

Now that many core mechanics have been established and designed, the blockout phase and 

implementation of systems working in cohesion can begin and making quality of life changes 

in the game, such as improved visual feedback for the physical interaction system. 
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