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SWOT ANALYSIS 
Myself 

Strengths Weaknesses 

 I have basic knowledge of how to use most 
multimedia software 

 I can come up with many good and 
interesting ideas 

 I am very hardworking 
 I have access to a laptop and computer 

whenever I need to 
 I already have all my equipment that I need  
 I can be a bit of a perfectionist 

 Time management 
 I have little to no experience in coding, which 

may be required in certain projects 
 I can be a bit of a perfectionist 

Opportunities Threats 

 Will be able to gain a deeper understanding 
of how to create multimedia projects more 
efficiently and professionally 

 I can use my skills in multimedia to 
undertake further independent projects 

 The other subjects that I do are very demanding 
 I only have a limited amount of time to work on 

my project every week due to household chores  

 

Project 

Strengths Weaknesses 

 My project will incorporate various 
elements from different software 

 A complex project will be visually and 
technically impressive 

 An interesting idea will be entertaining 
 Cater to a wide target audience 

 
 
 

 Some tasks can be very time consuming and 
challenging 

 I may need to relearn some software and skills 
entirely from the beginning 

 

Opportunities Threats 

 I can experiment with the different types of 
techniques to find out which interests me 
most 

 I can expand my knowledge and experience 
the expectations of the industry 

 Losing my work due to technical and/or 
equipment issues 

 Rules and regulations set by the Board of Studies 
may affect the storyline, thereby affecting how 
entertaining the final product will be. 

 

 

Evaluation: 

  By considering both the negative and positive aspects of myself, I can come up with certain plans and 

strategies to overcome the more challenging aspects of the project while still being able to create an 

entertaining and appealing major work. The main problem that would affect my progress is a lack of 

knowledge to create certain aspects of my major work, as well as the amount of time that I would need to 

make certain sections. Therefore, I will have to properly plan my time in order to ensure that I can 

successfully finish everything before the due date. 
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STATEMENT OF INTENT 
     Multimedia is a subject that I have been studying for the past 3 years. It is a subject that I enjoy 

immensely, and I wish to continue creating multimedia products in the future, even if I do not pursue a 

career in multimedia. By creating a major work, I can continue sharpening my skills to better prepare 

myself for future challenges and projects. 

  For my major work, I intend to create a short 5 minute game of a day in a young teenage boy’s life. The 

game will be a point-and-click adventure game, in which the player can control the character’s 

movements. The player character will be able to interact with certain objects, collect objects and move 

across a few different maps. 

TARGET AUDIENCE 
  I want my target audience to be as wide as possible, however it will mainly be among the younger age 

group (12~20). The pixel art style is intended to give a retro style feeling to the game. It is also aimed at 

casual gamers who just want to enjoy a short flash game. 

MOTIVATION 
 To receive top marks. As Multimedia is my favourite subject, I want to try to get as many marks 

as I can for the entire assignment. 

 As a child I have been very fascinated by video games and I have always wanted to make a game 

of my own. Therefore, this is the perfect opportunity for me to achieve this.  

 I want to develop my drawing and animation skills. I wish to pursue a career in the video game 

industry, hopefully as a graphics artist. If I manage to produce a high quality product, I can use 

this in my portfolios to present to future universities and job placements.  

 To develop my skills with coding. I have never been very good at coding. By completing my 

major work, I will be able to at least understand the basics of several code functions, such as the 

‘if’ statement or the ‘Boolean’ method.  

 To express my creativity through a short video-game. After I have finished my major work, I 

intend to upload it to DeviantArt to receive some criticism, comments, and hopefully helpful 

insights on what I can do to improve my skills. 

PROGRAMS NEEDED 
 Programs to document progress 

 Programs to document research and what I intend to do 

 Graphics editing programs to create and edit graphics 

 A program to create games 

 Web browsers for research and tutorials 

 Music notation software. If possible, a MIDI composer 
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LIMITATIONS 
 Time management  I am generally very terrible with my time management skills as I tend to 

only complete my homework the day before it is due. This is something that I will have to work 

on as the major work is a project that requires long-term planning and a lot of time to finish  

 Hardware limitations   When using my laptop, I tend to open many tabs and multitask (e.g. 

opening 10 tabs, listen to music while working on multimedia project). At times, my laptop will 

crash because of the large amount of software and programs that I run at one go. I will have to 

ensure that this does not happen when I am working on my major work so that I do not lose any 

progress that I have made. 

 Other school commitments  As most of the subjects that I am doing for the HSC are generally 

very content-heavy and require a lot of revision (I.e. economics, extension maths), therefore I 

will need to effectively organise my time to work on my major work, to ensure that I finish my 

other subjects’ assessments and also to take enough breaks. 

 Lack of motivation  I have a very short attention span and can get bored very easily. This is a 

problem especially when I have to deal with writing and or thinking for extremely long periods 

of time. This is one of the major limitations that I will have to overcome, however I anticipate 

that I will be able to overcome this if I set a timetable in which I will have to follow. 

 Inexperience with coding  This will be my main problem during the course of this project. I 

have very little prior knowledge regarding coding, and therefore I will constantly need to be 

viewing many sources and tutorials in order to get the hang of which code to use and how to use 

the code properly. 

 BOS rules  the final product must not contain any material that may be classified as offensive 

and/or inappropriate. Therefore I will have to use my creativity and imagination to work 

around this. 

 Financial limitations  some software can be very expensive to purchase. Therefore, I will have 

to try to utilise the available cheaper alternatives that are more easily accessible and readily 

available on the school computers. 

 

 

Examples of past Multimedia Major Works  



  

8 | P a g e  
2822 6128 

SKILLS NEEDED 

 Coding skills  this is required for me to actually create the game. I will need to be able to code 

to make the character move, to be able to create functions within the game (e.g. by using 

conditional ‘if’ statements such as ‘if x item is in possession, show this’), and to put all the 

resources (music, graphics, etc.) together to create the final product. 

 Drawing skills  this is required for me to be able to make graphics that look realistic and 

appealing 

 Pixel-drawing skills  this is required for me to add aesthetic appeal to the graphics. By using a 

pixel-art style, the graphics will give the game an “old-retro” feel, which will add to its appeal to 

the target audience. This is also a skill that I wish to acquire through creating my major work.  

 Animating skills  this is required for me to create movement within the game. The graphics 

will have to be created accordingly, and then they would have to be animated according to their 

roles in the game (e.g. a cat wagging its tail) or according to the player’s movements (player 

controlling character). 

 Time management & organisation skills Because a majority of my subjects have lots of 

homework and assessments, I will not always have time to dedicate to my multimedia major 

work. Therefore, I will need to organise my time wisely in order to allocate some time for all 

subjects and ensure that I am able to complete all my homework on time. 

EQUIPMENT NEEDED: 
 Pencil and paper  these traditional materials are required for me to draw the concept art for 

my game, that is, to sketch the maps, GUI and character design, as well as the design of the items 

because there are some things that just cannot be done with a computer and a tablet. 

 Computer  this is the main equipment that I need as it is the equipment that runs all the 

software that I will use. 

 Graphics tablet  this is required for me to draw pixel art style more accurately on the 

computer. It will also speed up the process of me shading in the graphics using pixel art style, 

which would in turn speed up production process. 

TIMEFRAME: 
  I have multimedia lessons about 3 times each week, and I have approximately 3 terms to finish my major 

work. Production begins in Week 1, Term 4 2015, and ends at Week 1 Term 3 2016. Not including 

holidays, this adds up to roughly 30 weeks. This will give me a lot of time to create the graphics, which 

will be the most time consuming part of this project. The timeframe for me to complete each task is 

(roughly) listed as follows: 

Task Time to complete  

Coming up with story 
(Statement of Intent) 

1 weeks 

Researching styles of art, 
coding techniques, etc. 

2 weeks 

Sketching concept art 1.5 weeks 
Creating graphics (Drawing, 
Colouring, Shading) 

11.5 weeks 

Coding the game on flash 12.5 weeks 
Fixing up problems, Making 
improvements 

3.5 weeks 

Total 30 weeks 
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RESEARCH 
Materials/ Resources: 

SOFTWARE:  
 Graphics editing –  

Adobe Photoshop CS6 
 

  

 3 years of experience on Photoshop 
 I want to improve my skills on Photoshop even further  
 Easy to use 
 Already available on the school laptop & my personal laptop – low 

cost 
 Has many filters and effects 
 I am familiar with the interface 

 
Adobe Photoshop CC 
 

 
 

 Has more filters and effects than the CS6 version 
 Similar interface to the CS6 version 
 Available on the school computer 
 Easy to use 

Microsoft Paint 

 

 Simple interface 
 Free --- comes bundled with Windows 
 Good for resizing pixel art 

 

 

 Game creating –  

Adobe Flash CS6 

 

 3 years of experience on Flash 
 I want to further improve my flash skills by creating a game. 
 This can also help to improve my coding skills. 
 I am familiar with the interface and tools, but not all.  I want to further 

familiarise myself with and utilise all functions and tools in Flash. 
 Already installed on the school laptop and my personal laptop 
 Supports ActionScript 2.0, which the CC version does not use. AS2.0 is 

easier to learn. 
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 Composing –  

Finale Notepad 

 

 Relatively easy to use 
 Familiar with the interface 
 Comes with a relatively wide range of instrument sounds 

Muse Score 

 

 Free to use 
 Easy to use interface 
 Comes with many functions which other paid programs offer 
 No limit on the length of the composition 
 

Musink 

 

 Automatically fixes musical errors 
 Easy to use 
 Has a free version and a paid version 
 Exports to MIDI format 

 

PulseBoy 

 

 Free 
 Creates ‘8 bit’ music/ chiptune music 
 Hard to learn; has a rather technical interface 

 
 Sound editing - 

Audacity 

 

 Free 
 Can alter the pitch of audio and edit sound files 
 Relatively simple to use 

 

 

 

1 December 2015 -- Learning how to create 8 bit music on PulseBoy  

http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&frm=1&source=images&cd=&cad=rja&uact=8&ved=0CAcQjRxqFQoTCIKjsaKUhMcCFeQYpgodG70OWw&url=http://okdownloads.com/app/346/finale-notepad&ei=WMe6VYKXN-SxmAWb-rrYBQ&bvm=bv.99261572,d.dGY&psig=AFQjCNEMna003CxosACakRm-yKAc8U-1Eg&ust=1438390474761824
https://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwj1ptDt7qzJAhWD3KYKHQjaBjMQjRwIBw&url=https://play.google.com/store/apps/details?id%3Dcom.musescore.playerlite&psig=AFQjCNFLfIro5633cM_ChAzDIq6HXnIv9w&ust=1448585283172590
http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwiyipCm7qzJAhWE5qYKHWKDDegQjRwIBw&url=http://musink.net/&bvm=bv.108194040,d.dGY&psig=AFQjCNFcPr8DK_KnzBBKcBsh6z5PZc7wCw&ust=1448585023836423
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 Documenting progress –  

Microsoft Word 
 

 

 Easy to use 
 Widely used 
 Can save in many different formats 
 Familiar with the interface 
 Readily available 

 

Microsoft Excel 

 

 Has a grid-table interface that is (visually) easy to keep 
track of progress with. 

 Easy to use 
 Widely used 
 Familiar with the interface 
 Readily available 

 

Adobe Acrobat XI 
 

 

 Widely used 
 Readily available on my laptops 
 Easy to use 
 Can save in many different formats 
 Can perform file conversions 

Foxit Reader 
 

 

 Can open multiple PDF tabs at once. 
 Records the last page read and reopens the file at the 

same spot 
 Pre-installed on my laptop 

 

OS –  

Windows 7, Windows 10 
 

 
 
  The OS that I will be using is Windows 7 and Windows 10. I chose to use Windows because I have 
been using this OS ever since I have first started learning how to use a computer. If I had to use a Mac 
OS or a Linux OS, it would greatly affect my progress because I would have to familiarise myself with all 
the functions and interface. Besides that, some programs and software are not compatible with the Mac 
OS and/or Linux OS. That is why I have chosen to use the Windows OS, not only because it comes pre-
installed in most, if not all computers, but also because of its user-friendliness and compatibility with 
other computers. 
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 Screen recording 

CamStudio 

 

 Can record both screen and audio activity on the computer 
 Recorded videos can be exported into AVI or SWF format 
 Has the option to highlight mouse cursor 
 Can create custom screen annotations 
 Can record at different frame rate speeds 
 Can record a particular area on the screen or a program 

window only 
Krut Computer Recorder 

 

 Does not require installation 
 Allows user to adjust the recording area on the screen and the 

frame rate 
 Has an option called ‘Follow Mouse’, where it captures the area 

the mouse moves to. 
 Can export to WAV, MOV formats 

Ezvid 

 

 Comes with the option to split recordings and add text in 
between two clips 

 Allows the user to add in voice recordings, sound effects, 
images and video clips after recording. 

 Does not allow you to export the recorded video 
Adobe Captivate 

 

 Used to create software demonstrations, software simulations, 
branched scenarios, etc. 

 Can record screen and audio activity on the computer 
 Has the option to publish in as a .swf, HTML5, and .mp4 

formats. 
 Can track left, right mouse clicks, key presses and rollover 

images. 
 Can be a bit technical when it comes to exporting. 

 

 Coding 

ActionScript 2.0 (AS2) 

 

 Simpler to learn than AS3 
 Can create most basic functions that AS3 can do 
 Unable to code a large range of special effects 
 My skills using AS2 are quite rusty. 

ActionScript 3.0 (AS3) 

 

 Harder to learn because more variables are required. 
 Can create a large range of special effects  

VCam for Adobe Flash 
 

 

 A plugin for Adobe Flash which allows the ‘camera’ to follow 
the player’s movement without having to move each individual 
asset. 

 There are many tutorials available online. 

  

http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0CAcQjRxqFQoTCL7y1-zpmMkCFckulAodV1wJJQ&url=http://blogs.adobe.com/captivate-faq/&psig=AFQjCNHZO5PnUQ7pPFQyJT2JQhpAsp8SqA&ust=1447896742955959
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HARDWARE:  
 Computers used –  

o school computer,  

 

This is the computer that I use in class. It is a Lenovo 

CPU that runs on Windows 7. This is the PC that I use to 

work on my project while in class.  

 

 

 

o school laptop,  

This is the laptop given by the school. The model is a Lenovo ThinkPad X131e. It is a fairly powerful 

laptop that comes with all the software that I need 

to use.  

The laptop uses a Windows 7 OS. It comes with an 

Intel Celeron Processor that runs at 1.5 GHz, and 

has 3.73GB of RAM. However, since my personal 

laptop is more powerful, I will mainly be using the 

school laptop to view tutorials and examples. 

 

 

 

o Personal laptop 

This is my personal laptop, a HP Pavilion 14. I have installed all the software that I need to use on the 

laptop, such as the Adobe package.   

This laptop comes pre-installed with Windows 10 and several other useful 

software, such as Foxit PDF. This will help me to reduce costs so that I do 

not need to purchase additional software. 

This laptop has 8GB of RAM and runs on an i5 Processor, so I do not need 

to worry too much about opening many files on Photoshop at once or 

uploading too many files on Adobe Flash. Therefore, I will mainly be 

using this laptop to do all my multimedia work. 

 

  



  

15 | P a g e  
2822 6128 

 Equipment used –  

o Wacom Intuos Pen & Touch Tablet,  

 

  The Wacom tablet is a touch-sensitive drawing tablet that is 

very useful for drawing. I use the tablet to draw concept art for 

the characters and backgrounds. The school has a supply of 

these tablets, so I will use it to reduce the amount of time taken 

to create the graphics. I have purchased one for the purpose of 

this project. This means that I can use it at home as well as at 

school.  

 

o USB Drives 

  I currently have 2 USB Drives; one main and one for backup. The USB 

Drive is what I use to carry all my multimedia files, and I use it both at 

home and in school. My USB Drive models are: a 16GB Apacer, and an 8GB 

Lexar. 

 

o External HDD 

  The model of my external HDD is a 1TB WD Elements. I backup my files once a week on 

my external HDD to ensure that I have at least a copy of my work that I can use 

which is not too outdated, should I accidentally lose all my files. 

 

 

 

 

 

15 November 2015 -- Colouring in a character with the paint bucket and magic wand tool 

http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&frm=1&source=images&cd=&cad=rja&uact=8&ved=0CAcQjRxqFQoTCIWV4cPxkMcCFcVhpgodNdAETQ&url=http://www.mymemory.co.uk/USB-Flash-Drives/Lexar/Lexar-16GB-45MB_s-Jumpdrive-S73-USB-3.0-Flash-Drive---Purple&ei=wHPBVYW1D8XDmQW1oJPoBA&bvm=bv.99261572,d.dGY&psig=AFQjCNG-tdAvDZoPldzemyP_Avhb6wKcyQ&ust=1438827774774553
http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&frm=1&source=images&cd=&cad=rja&uact=8&ved=0CAcQjRxqFQoTCP2go-nwkMcCFcEopgodBpgL3A&url=http://www.itproportal.com/reviews/home-office/western-digital-my-passport-2tb-review/&ei=AnPBVf2XHsHRmAWGsK7gDQ&bvm=bv.99261572,d.dGY&psig=AFQjCNGHGOBSza1huZ147ocDjguQ5fD-mQ&ust=1438827616594480
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Processes/ Technologies 

Planning Process: 

STORYBOARD  
Storyboards act as a guide for producing multimedia. It is a planning tool used during the production and 

post-production process to help the producer keep on track. Due to its simple nature and outline, it is 

easier for producers to keep track and make any changes to the actual project by outlining it on the 

storyboard. The types of storyboards used are as follows: 

 Linear – a linear storyboard is generally used for presentations or films that follow a linear 

storyline. There is no input from the user-end. 

 

 

A  B  C  D 

 

 Hierarchical – a hierarchical storyboard is used to define a series of levels and sub-levels. This 

type of storyboard is generally used for websites and applications that require some user-input. 

This approach is also referred to as the top down design. 

 

 

  A   
     
B  C  D 
       
E    F  G 

 

 Non-linear – There is no particular structure; the user is able to move between different sections 

in any direction.  

 

  B  C   
A      F 
  D  E   

 

 Combination – This is a combination of the above layouts. In the example below a combination of 

hierarchical and non-linear layouts is used. 

 

  A   
     
B  C  D 
       
E    F  G 
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GRAPHICS: PIXEL ART  
  I have chosen to use pixel art because of its uniqueness. It has a level of difficulty to it, however, so it will 

challenge me to learn new skills and create something that I have never done before. 

Pixel art is a form of art that is created using raster graphics 

software. It is created on a bitmap basis, where graphics are drawn 

and coloured pixel by pixel.  

The process of creating pixel art sprites is also known as ‘spriting’, 

and there are several techniques used to create it.  

The first is called dithering, “the staggering of two colours in order 

to blend them together without having to involve extra colours”. The 

density of each colour will determine the tone of the object. When 

done effectively, a mix between the two colours will create a smooth 

transition effect that blends both colours well. 

The second technique is anti-aliasing. It is done to 

smoothen the curves and transitions in order to blend in 

well with the background. The image of an egg on the 

right shows anti-aliasing being done around the edges of 

the egg. 

This art form is very common in earlier video games, and is still used today. As an example, 

Nintendo has traditionally used pixel art in their Pokemon games.  

 hqx filter 

 

  ‘Hq’ stands for high quality, and ‘x’ stands for magnification. The hqx filter is a filter used in scaling pixel 

art, with a magnification factor of 2,3 and 4. An algorithm is used to compare the pixel’s colour to its 

surroundings, and subsequently detect the shape of an object. The image is then magnified and through a 

complex system, the algorithm preserves line segments while optimising for smoothness. However, the 

render stage is very simple and fast. I plan to try this filter out if time permits. 

  

http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&frm=1&source=images&cd=&cad=rja&uact=8&ved=0CAcQjRxqFQoTCN2_zfOL_8YCFUgTpgodwAQHeg&url=http://cityofnidus.blogspot.com/2012/05/euclideon-dreams.html&ei=fB-4Vd2RJsimmAXAiZzQBw&bvm=bv.98717601,d.dGY&psig=AFQjCNESHw6u2Wm2Nft8w_sAuYNPvhrY7Q&ust=1438216333581540
http://www.google.com.au/url?sa=i&rct=j&q=pokemon+sprites&source=images&cd=&cad=rja&uact=8&ved=0CAcQjRw&url=http://rebloggy.com/post/pokemon-cyndaquil-typhlosion-quilava-pokemon-sprites-pokemon-crystal-salamence-g/21636597481&ei=haxnVfXQDILBmAXX34KABQ&bvm=bv.93990622,d.dGc&psig=AFQjCNGc6TQwcQ9ubxcj00igKhQ_qaFAEg&ust=1432944085381302
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IMAGE FILE FORMAT 
 Raster (Bitmap)  

   An image format where the image is stored in tiny squares of colours, or pixel by pixel. This format is 

best for saving pictures and photos. Pixel resolution is extremely crucial for raster images, especially 

when resizing. This is measured in ppi, or pixels per inch. The higher the ppi, the better the resolution. At 

the same time, the higher the ppi, the larger the file size. 

  Bitmap images display more detail than vector images because of its individual pixels. However, when 

raster images are enlarged, they tend to lose quality because of their (generally) low resolution.  

  Raster images are generally saved using the JPEG, PNG and GIF file types. 

  Image editing software that is mainly used for editing bitmap images are Adobe Photoshop and GIMP. I 

plan to use this format to save most, if not all of my graphics, because it can save the details well. 

 Vector 

  A vector image is made from mathematical calculations. These calculations form geometrical shapes, and 

are the reason why the lines for vector images are very distinct and clear. 

  Vector images are generally used for fonts and logos. If images are saved in this format, they tend to lose 

some of the finer details. Examples of vector file formats is the SVG (Scalable Vector Graphics) file type. 

  Image editing software that specialises in editing vector images are Adobe Illustrator.  

 

 

 

23 October 2015 -- Shading the background  
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FILE TYPES 
 Images  

.GIF  
(Graphics Interchange Format) 

 

A bitmap image format that supports up to 8 bits per pixel. It 
also supports animation, so it is commonly used for simple 
animations such as diagrams. It also has a relatively small file 
size. 
 

.PNG  
(Portable Network Graphics) 

 

Does not support animation and has a larger file size, however 
they do not lose quality after saving (lossless). Supports 
transparency. It is a great choice to save pixel art with. 

.JPEG  
(Joint-Photographic Experts 
Group) 

 

Relatively small in size, because they compress data so it still 
looks crisp and beautiful from the outside. However, when 
zoomed in, the image becomes very blurry and will have low 
resolution. This is not a very good file type for pixel art as the 
difference between the colours after compression is very visible. 
(lossy compression) 

 

 Flash files 

.SWF (Small Web Format) 

 

A (compressed) file extension for Adobe Flash files. It contains 
both vector and raster images, and can also contain sound and 
effects (e.g. coding). It can be viewed on web browsers using the 
Flash plug-in. This is the one of the file types that I will be 
publishing my final product in because of its common use on the 
internet 

.FLA 

 

The “master” document format for Flash files/ projects that are 
editable. Similar to an SWF file, it contains both vector and raster 
images, and can also contain sound and effects. In short terms, it 
contains the source material for Flash applications. This is the 
file that I will save my flash game in, before compiling it into a 
SWF file when it is complete. 
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 Music, sound effect files 

MP3  
(MPEG-1 or MPEG-2 Audio Layer III) 

 

A digital audio coding format. It is one of the most common 
formats for audio streaming and storage because of its 
relatively small file size. This is the format which my sound 
effects and music will be stored in. 

MIDI (Musical Instrument Digital 
Interface) 

 

A MIDI file uses synthesizers to “instruct” the pitch, tone, etc. of 
the instrument that is to be played. It uses an extremely small 
amount of disk space than a recorded audio file.  

 

 
 Coding 

Action Script 

 

The code that is used by Flash is Action Script, developed by 
Adobe. Currently, the newest version of ActionScript is AS 3.0. 
AS3 is capable of producing and creating many special and 
fancy effects. However, the script is much more complicated 
than AS2.  
 
Therefore, being very inexperienced with coding, I have 
decided to use AS2 to code my game. I have found many online 
tutorials about coding flash games using AS2, and they work as 
well as games coded using AS3. 
 

 

 

Reading a tutorial on DeviantArt  
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TYPES OF GAMES 

Point and Click 
 

 
  Point and click games are video games where in the user moves the pointer to certain 
locations on the screen and then clicking on it, or pressing a button on the mouse. This style 
of game is easy to create because it does not involve any special keys; the user simply has to 
hover the pointer over an object and click on it to execute a function.  Point and click games 
are very popular as a casual game, especially those developed for the PC.  
 
Side Scrolling 

 

  Side scrolling games are video games where the player views all gameplay actions from the 
side, similar to a camera filming the events that are happening from the side. Onscreen 
characters are only able to move either forward or backward (left/ right), run, jump, etc. Side 
scrolling games are generally completed in levels. 
 
  A side scrolling game is easier to create than an RPG that views gameplay action from a 
bird’s eye view; there are less ‘versions’ of graphics to create, and there is not as much need 
to create and set up ‘invincible barriers’ i.e. buildings in which the player cannot walk past. 
 

  

http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&frm=1&source=images&cd=&cad=rja&uact=8&ved=0CAcQjRxqFQoTCI2P-pmWhMcCFcEbpgodabEGZg&url=http://applenapps.com/review/ace-attorney-phoenix-wright-trilogy-all-new-order&ei=YMm6VY3fBcG3mAXp4pqwBg&bvm=bv.99261572,d.dGY&psig=AFQjCNFRsl16bEUjlBNNUj3Yowtv1_90lw&ust=1438390970870791
http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&frm=1&source=images&cd=&cad=rja&uact=8&ved=0CAcQjRxqFQoTCOqZ16uYhMcCFeXjpgod_6gFnA&url=http://www.gamefabrique.com/games/super-mario-bros/&ei=nsu6VerSCOXHmwX_0ZbgCQ&bvm=bv.99261572,d.dGY&psig=AFQjCNGCvkHdQdGANuhwFMgXuja52CWgzQ&ust=1438391573832225
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RPG 

 

   A role-playing game, more commonly known as an RPG, is a game where the player plays the game as 
a character that can interact with characters and objects within the game’s world. These games are 
usually set in a fantasy or science-fiction setting. These games are usually viewed from the top, or a 
bird’s eye view. The player is free to walk up, down, left and right, and some games even allow players 
to move diagonally. 
 
  RPG games usually have some form of battle system, such as fighting monsters. However, this will be 
quite hard for a beginner like me to implement.  

 
 

CUTSCENES 
  A prominent feature of RPG games is the use of cutscenes, or sequences of non-interactive event scenes 

that serve to introduce a character or advance the plot. Cutscenes generally feature characters interacting 

with each other, and are sometimes pre-rendered, like in a cinematic style. I plan to use cutscenes at the 

beginning to introduce the setting, in the middle to introduce a character, and at the end to give the game 

a ‘proper’ ending to the day. 

Evaluation: 

I have chosen to create a game which is a combination of the side-scrolling and point-and-click genres. It 

is much simpler for me to make, yet still allows me to express my creativity and coding skills. 

 

 

Testing out CamStudio  

http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&frm=1&source=images&cd=&cad=rja&uact=8&ved=0CAcQjRxqFQoTCIyegKCahMcCFQatpgodVBsAaw&url=http://jeuxmmo.progames.tk/23jeufr-definition-of-mmorpgs-4229.html&ei=ns26VYzXH4bamgXUtoDYBg&bvm=bv.99261572,d.dGY&psig=AFQjCNEa5tsN2wWisT25ER-DZC3THrQDGg&ust=1438392023161358
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ANIMATION STYLES 
2D hand-drawn animation 

 

- Traditionally used in most animation 
- Each frame is individually drawn and 

coloured 
- Very time-consuming 

2D computer animation 

 

- The base of characters is drawn in a digital 
format, and then some parts of the drawing 
is altered to simulate movement 

- Easier to create than traditional hand-
drawn animation, however it still takes up 
quite a bit of time 

3D animation  

 

- Involves 3D modelling and rigging 
- Can be very time consuming 
- Requires knowledge of 3D modelling 

software 
- Final product needs to be textured  

Stop Motion 

 
 

- Relatively simple to make 
- Time consuming to set up scene 
- Does not provide much of a challenge 

Rotoscoping 

 

- Involves drawing each frame individually 
over a footage 

- Extremely time consuming 
- Requires a high level of artistic ability 

 

  

http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0CAcQjRxqFQoTCMaLhoDfnckCFQEspgod4csKWA&url=http://www.traditionalanimation.com/2013/behind-the-2d-animation-of-the-bear-and-the-hare/&psig=AFQjCNHNT7EoELucB4COCEyGrMemlCv1ew&ust=1448065574668731
https://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0CAcQjRxqFQoTCIOd24TgnckCFcTbpgodI0gPlQ&url=https://www.youtube.com/watch?v%3DqDB9qy5o59Y&bvm=bv.107763241,d.dGY&psig=AFQjCNFHlo6pcnwQMu7cnhM9brHkyho7Bg&ust=1448065884722369
http://www.steampowerafterschool.org/ipad-stop-motion/
https://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwiezebcq6rJAhUG4aYKHRjCDlMQjRwIBw&url=https://joerayw.wordpress.com/2011/02/22/hotel-dusk-room-215/&psig=AFQjCNEbaD_mgz-PvALgBMyWh8a5rvsu1g&ust=1448498472696439
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DRAWING AND DESIGNING 
 ‘Anime ‘ / Manga Style 

  The Japanese cartoon, or Anime/ Manga style of drawing 

characters is very popular, especially among teenagers and young 

adults. This style involves drawing characters with unrealistically 

large eyes in comparison to the rest of their face.  These huge eyes 

make the character appear ‘cuter’ and more childlike. I chose to 

mainly use the anime-style of drawing not only because I like this 

style of art, but also because it appeals to the target audience. 

However, instead of drawing characters with gargantuan eyes, I 

will try to keep the proportions of the anatomy more realistic.  

  The setting of the game will be in an alternate universe fantasy-

like setting. The scene will take place in a small village, however, there will be use of modern machinery 

and tools, such as a screwdriver. The setting was highly inspired by the many video games that I have 

played which took place in a fantasy-like setting, yet still feels like the world that we currently live in. 

  These backgrounds generally retain some small aspects of ‘our world’, such as the machinery, furniture, 

tools, etc. However, their features can be easily distinguished, such as by the characters’ outlandish attire 

that is commonplace, or the tasks that they perform on a daily basis. 

 

  Usually, these backgrounds and attires are influenced by several different subgenres such as steampunk. 

 

 

 

http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&frm=1&source=images&cd=&cad=rja&uact=8&ved=0CAcQjRxqFQoTCMfQ_efzkMcCFeYqpgodEXwE6A&url=http://forum.unity3d.com/threads/set-builder-steampunk-preview-and-a-new-competition.201374/&ei=JXbBVYeqBebVmAWR-JHADg&bvm=bv.99261572,d.dGY&psig=AFQjCNGE8ZSQnuZiKcLz23zau7VsYwKLSw&ust=1438828408968536
https://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&frm=1&source=images&cd=&cad=rja&uact=8&ved=0CAcQjRxqFQoTCNjWucOdhMcCFaUrpgodhpIJ7A&url=https://www.pinterest.com/explore/character-drawing/&ei=DtG6VdiXCqXXmAWGpabgDg&bvm=bv.99261572,d.dGY&psig=AFQjCNHTvqIMQgPXB_Vo5-szqrDd3Z9NeQ&ust=1438392880519344
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PRESENTATION OF MAJOR WORK:  

NAVIGATION 
  The main menu is the first page that the user will see when the file is loaded.  It mainly acts as a ‘cover 

page’ for the game, displaying an image of the characters in the game or a motif of the game. It sets the 

mood of the game, giving the player a short ‘insight’ into what the game is about. The main options on this 

screen are: ‘Start Game’ and ‘Options’. 

 

  The user will be able to move the character left and right to navigate throughout the maps. There will be 

an inventory in the top right corner. The user will be able to click on objects to display a description of it.  

 
 

GRAPHIC USER INTERFACE (GUI)  
  The graphic user interface is a program in a computer 

system that allows a user to interact with the computer and 

execute commands to it. A GUI is mainly graphical based, 

using icons and visual indicators instead of command labels 

or text navigation. It is more visually appealing to users, and 

allows for creativity in terms of graphic-art styles.  

  

http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&frm=1&source=images&cd=&cad=rja&uact=8&ved=0CAcQjRxqFQoTCMD3nKapk8cCFcXlpgodFVQHhg&url=http://kotaku.com/5955855/the-ten-commandments-of-video-game-menus&ei=qrrCVcD6CsXLmwWVqJ2wCA&bvm=bv.99556055,bs.1,d.dGY&psig=AFQjCNHmMcPPM4tKTwiVqt3OYSce58vAiw&ust=1438911455029305
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TUTORIALS  

GRAPHICS   
Pixel Prospector -- http://www.pixelprospector.com/the-big-list-of-pixel-art-tutorials  

 
 
This website hosts many links to other websites, tutorials and resources about game development in 
general. 

Pixel Joint Forum – http://pixeljoint.com/forum/forum_posts.asp?TID=11299 

 
 
  This website provides in-depth explanations of pixel art, how to create ‘authentic’ and pixel art, and 
the many techniques used in pixel art shading and drawing. I found this site very useful because it 
provided sample images that showed the reader what should and what shouldn’t be done when 
colouring and shading pixel art. 
 
Pixel Art Tutorials | 2D Will Never Die -- http://2dwillneverdie.com/tutorial/  

 
 
This website provides many ‘how to’ tutorials to start learning how to create pixel art. They also rate 
tutorials based on the level of difficulty.  
 
 
 

http://www.pixelprospector.com/the-big-list-of-pixel-art-tutorials
http://pixeljoint.com/forum/forum_posts.asp?TID=11299
http://2dwillneverdie.com/tutorial/
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Envato Tuts+ -- http://design.tutsplus.com/  

 
 
  This website provides many tutorials about how to create professional looking graphics in Adobe 
Photoshop 

 

GAME CREATION 
Flash Kit -- http://www.flashkit.com/tutorials/ 

 
  This website hosts member-created tutorials about Flash-related material. It is an open source 
website where members post tutorials on how to utilise software to create video games. 
 
YouTube -- https://www.youtube.com/watch?v=POGoKCQKwiQ  

 
 
  YouTube is a video hosting website that hosts many tutorials and resources. This would be very useful 
for me as I can watch the entire process of how games are made, such as which preferences and 
functions to use on Unity, or Flash. 
 
 

http://design.tutsplus.com/
http://www.flashkit.com/tutorials/
https://www.youtube.com/watch?v=POGoKCQKwiQ
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DeviantArt -- http://mnrart.deviantart.com/gallery/47637168/Tutorials  
 

 
  DeviantArt is an online social community, where members can upload their art works and files for 
criticism and to share with other users. Tutorials are also uploaded onto this website. 
 
Flash Game Tuts -- http://www.flashgametuts.com/ 

 
 
  This website provides step-by-step tutorials on how to create Flash games using the different 
ActionScripts. It would come in handy if I ran into a problem and wanted to know how to program the 
game properly. 
Kirupa’s Flash Tutorials -- http://www.kirupa.com/developer/flash/  

 
 
  This website provides many tutorials about how to use Flash to create many different effects and 
animations, from simple animations to animations which can detect cursor movement.  

 

http://mnrart.deviantart.com/gallery/47637168/Tutorials
http://www.flashgametuts.com/
http://www.kirupa.com/developer/flash/
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JUSTIFICATION FOR PROGRAM SELECTION 
Processes 

GAME TYPE 
Point and Click 

Pros Cons 

- Easier to create ~~ has very 
simple mechanics 

- I already have some 
previous knowledge of how 
to make it 

- Does not take a very long 
time to make 

- I can focus more on 
graphics, which I enjoy 
making 

- My prior knowledge of creating 
simple point and click games might 
cause me to focus more on 
graphics, so I may spend too much 
time on graphics and not enough 
time on creating the actual game 

- My skills in creating point and click 
games are a bit rusty 

- Requires coding, which I am not 
very good at 

 

Side Scrolling 

 

 

RPG 

Pros Cons 

- Final product tends to 
look very good and 
professional 

- I can easily come up with 
ideas for the graphics and 
images 

- Requires a lot of work to 
create 

- Takes up a lot of time 
- Requires a lot of coding, 

which I am not very good 
at. 

 

  I chose to create a point-and-click game because it does not require the knowledge of 

advanced-level coding; the main focus of the game is the graphics and plot. 

  After researching the gameplay options available, I have decided to incorporate gameplay 

elements from those three types of games. The game will be mainly a point and click game, 

where the player will search for objects. This will simplify the amount of coding I will have to 

do. The game will be played from a side-view, which will decrease the amount of graphics that I 

have to create. Finally, I will attempt to incorporate some RPG elements, allowing the player to 

interact with other characters and objects on the screen.  

Pros Cons 

- Easy to create ~ has 
relatively simple 
mechanics 

- I can focus more on 
graphics, which I enjoy 
creating 
 

- Requires coding, which 
I am not very good at 

http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwj4yae-k6_JAhWH2aYKHeMHAsMQjRwIBw&url=http://3dgamesonline.tumblr.com/&bvm=bv.108194040,d.dGY&psig=AFQjCNH3Xrv6stMzWRsHsw3ixyhKx_qWUA&ust=1448663822478334
http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwj42vTQlK_JAhWEraYKHUxhA2oQjRwIBw&url=http://xbox-360.wonderhowto.com/how-to/walkthrough-side-scrolling-video-game-sonic-hedgehog-4-403923/&psig=AFQjCNElrANSrdqZt1WgjsJuWJEirw3Pow&ust=1448664129593100
http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwi2zPHila_JAhWBGKYKHSlXCw8QjRwIBw&url=http://www.pocketgamer.co.uk/r/iPad/Syberia%2B-%2BPart%2B1/news.asp?c%3D51004&psig=AFQjCNEbGlex8xPeLWz8HENjOfwcvX5eWw&ust=1448664453287969
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ANIMATION STYLE 
2D Hand-Drawn Animation 

Pros Cons 

 

- Looks  
very appealing 
 

- Needs a lot of work 
- Very time consuming as each 

frame is individually drawn 
and coloured 

 

2D Computer Animation 

Pros Cons  

- Easier to create 
- If used with the drawing 

tablet, can easily emulate 
the feel of a traditional 
2D hand-drawn 
animation 

- Looks very appealing 
 

- Also requires a fair bit 
of work 

- Requires the use of 
several different 
software 

 

 

3D Animation 

Pros Cons  

- Aesthetically 
appealing 

- I enjoy modelling 
characters 

 

- Very time consuming 
- Requires a lot of graphics 

and textures, as well as 
modelling 

- I am not very good at 
modelling and rigging  

 

Stop Motion 

Pros Cons  

- Relatively 
simple to 
make 
 

- Time consuming and 
repetitive 

- Does not provide much of a 
challenge 

 
 

Rotoscoping 

Pros Cons  

- Aesthetically 
appealing 

- Looks realistic, 
but with an 
artistic flair 
 

- Extremely time consuming 
- Requires the use of 

consistent drawing styles 

 
  I have decided to go with the 2D Computer Animation not only because it is more efficient for me to 

create, but also because I enjoy creating graphics on the computer.   

http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwjjgoaNs4zLAhXFJKYKHX0oD2gQjRwIBw&url=http://www.scarletstarstudios.com/blog/archives/2007/04/side_project_handdrawn_animation.html&bvm=bv.114733917,d.dGY&psig=AFQjCNH8342HC1A0P_8w-SQyNCXOv5iuOQ&ust=1456265756176640
http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwjMjOawsozLAhXnGaYKHctADUUQjRwIBw&url=http://www.acartoonchristmas.com/wp-content/uploads/2013/11/&psig=AFQjCNEYMjRRfIQmfFWOA_tIsOkdH7dQsw&ust=1456265607267250
http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwievuX9kLfJAhVBe6YKHapGBQYQjRwIBw&url=http://www.awn.com/animationworld/animation-disneys-frozen-striving-capture-performance&psig=AFQjCNEKDI4JSkOKjUWea_1ea2m9rJol_g&ust=1448938017405192
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GRAPHICS STYLE 
Anime/ Manga Style 

Pros Cons  

- I am familiar with 
drawing this type of art 
style 

- There are lots of 
references and tutorials 
on how to draw this 
type of art style 

- I can be very 
‘perfectionistic’ 
when it comes to 
drawing this 
type of art 
 

 
 

 

Pixel Art 

Pros Cons  

- Visually 
appealing 

- Gives the game 
an ‘old-style’ 
feel to it 
 

- No prior experience 
working with this type of 
art 

- Can be very time 
consuming 

 
 

  I have chosen to use both styles: incorporating the anime style art into pixel art. This will give me more 

opportunity to learn how to create pixel art more easily. 

Technologies 

DOCUMENTATION SOFTWARE 
Adobe Acrobat Reader 

Pros Cons 

 

- Free 
- Widely used and available on 

most computers 
 

- The free version does not 
allow for editing 

Microsoft Word 

Pros Cons 

 

- Already installed on my laptop 
- I am familiar with the interface 
- Can create shapes, diagrams 

and tables 
- Can save in many different 

formats 
 

- The new version of Word 
has a different layout and 
new functions which I am 
not familiar with 

  I have chosen to use both these software because I am familiar with their interface. They are both also 

widely used and have all the functions that I need.  

 

http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwiw7s3Ds4zLAhXoJqYKHSldAQcQjRwIBw&url=http://animescreenshotcentral.blogspot.com/2012/10/my-little-monster-19.html&bvm=bv.114733917,d.dGY&psig=AFQjCNHzTZsf1JHfmO4AY099HJuSmI0GCA&ust=1456265934811324
https://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwiP3uaYtIzLAhUCMaYKHQEYBIwQjRwIBw&url=https://www.pinterest.com/jomasan/pixel-art/&bvm=bv.114733917,d.dGY&psig=AFQjCNH6mgC-RqbV_DUWnt1FAUogNSCO-w&ust=1456266117771310
http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwjUhIq1wNXLAhXKjJQKHbVpCR0QjRwIBw&url=http://getintopc.com/softwares/office-tools/adobe-acrobat-professional-dc-free-download/&psig=AFQjCNERNl2CvEL32qgjPHLb_o66IE3E8A&ust=1458777653873560
http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwjilcHOwNXLAhVJJ5QKHYDqBc8QjRwIBw&url=http://www.microsoftstore.com/store/msusa/en_US/pdp/Word-2016/productID.323026000&bvm=bv.117218890,d.dGo&psig=AFQjCNEYTjA2GI3QMwZPL2l8qSNrGuRDPQ&ust=1458777707953428
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SCREEN RECORDING SOFTWARE 
CamStudio 

Pros Cons 

- Can highlight mouse cursor 
- Can record at different frame rate 

speeds 
- Can record a particular area on the 

screen only 
- It is free 

 

- No experience using this 
program 

- Can only be exported to AVI or 
SWF format 

 

Adobe Captivate 

Pros Cons  

- Can record screen and audio activity 
on the computer screen 

- Can record a certain part of the 
screen only 

- Can track mouse clicks, keyboard 
clicks 

- Can export to many different 
formats 
 

- Can be very technical 
- Rendering videos takes a 

long time 
- It is not free; I can only use 

it when I am in school 
 

  I have chosen to use both CamStudio and Adobe Captivate. However, I will only use CamStudio when I 

am at home, and I will only use Adobe Captivate when I am at school because I can only get CamStudio 

and Adobe Captivate on my personal laptop and the school computer, respectively. 

GRAPHICS EDITING SOFTWARE 
Adobe Photoshop 

Pros Cons  

- Can perform many different 
functions 

- Can save in many different formats 
- Familiar with the interface 
- There are many tutorials online 

 

- Needs to be bought in order to 
be used 

 

 

Microsoft Paint 

Pros Cons  

- Free 
- Can perform simple tasks 

 

- Has only a 
limited number 
of functions 

 

 

  I have decided to use Adobe Photoshop because of the many functions that it has.  

 

  

http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwid84b0wNXLAhXFkZQKHbTrBhkQjRwIBw&url=http://portableapps.com/apps/utilities/camstudio_portable&bvm=bv.117218890,d.dGo&psig=AFQjCNHwZLd-sXpi070OLnsgkiFokpxTyw&ust=1458777775020835
https://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwiRxqyRwdXLAhUHo5QKHR9ABAgQjRwIBw&url=https://twitter.com/adobecaptivate&bvm=bv.117218890,d.dGo&psig=AFQjCNGI9lVp054LZOgFSy9y_exOGl2RSA&ust=1458777845983928
https://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwi8mJi-wdXLAhUBNpQKHXcfAzoQjRwIBw&url=https://en.wikipedia.org/wiki/Adobe_Photoshop_version_history&bvm=bv.117218890,d.dGo&psig=AFQjCNEBauWIGm6YDBbVltcs6GE4sdtwjw&ust=1458777945510772
http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwix5oXywdXLAhXHnZQKHcmZBbkQjRwIBw&url=http://www.computerhope.com/issues/ch001332.htm&bvm=bv.117218890,d.dGo&psig=AFQjCNHP2XZytk8AFZOxH0IRIU4e7d-Stg&ust=1458778058648703
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CODING 
 

ActionScript 2.0 

Pros Cons  

- Simpler to learn 
- I have some prior knowledge of this 
- Can create basic functions of a game 
- Lots of tutorials to learn this are 

available online 
 

- Cannot be used to 
create overly fancy 
special effects 

- My experience with this 
is a bit rusty, so I may 
need to relearn the 
entire code 

 

 

ActionScript 3.0 

Pros Cons  

- Can create a larger range of special 
effects 

- Has many tutorials available online 
 

- Is much more complex 
than ActionScript 2.0 

- I have to learn the 
entire code from 
scratch 

 
 

VCam for Adobe Flash 

Pros Cons  

- A readily-available plugin that can be 
downloaded online 

- There are tutorials available online on 
how to use it 
 

- I have never used it before 
- A version for ActionScript 2 may 

not exist; only ActionScript 3. 

 

Evaluation: 

    I have chosen to use ActionScript 2.0 in coding my game mostly because it would be easier for me to 

pick up in a shorter amount of time as compared to ActionScript 3.0. I will also use VCam because it will 

make the process of synchronising the background to the character’s movements easier. 

 

2 December 2015 -- Testing out first demo of the game  
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GAME-CREATION SOFTWARE 
Adobe Flash 

Pros Cons 

- I have experience working with Flash 
- Can create many different types of 

multimedia -- simple animations, games, 
etc. 

- There are many tutorials online 
 

- Some functions require coding, which I 
am not very experienced with 

 
 

 

  I have decided to use Adobe Flash because I can create many different types of multimedia with it. It also 

has many functions which I can utilise. 

 

MUSIC COMPOSING SOFTWARE 
Muse Score 

Pros Cons 

- Free 
- Easy to use interface 
- Comes with many functions 
- Lots of tutorials available online 

 

- No experience working with this program 
 
 

 

PulseBoy 

Pros Cons  

- Free 
- Can create authentic ‘8 bit’ 

style music 
 

- Hard to use 
- No experience with this 

program 

 
 

  I decided to use Muse Score to compose the music for my game due to its easy interface and many 

tutorials available online. I will use PulseBoy if I am able to learn how to use the interface sufficiently to 

compose a short piece. 

  

http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwjmn9O-wtXLAhXIppQKHYPjAaEQjRwIBw&url=http://www.pulseboy.com/&bvm=bv.117218890,d.dGo&psig=AFQjCNFy8QTxrEAMtkEkZo37yIDSyk2zcQ&ust=1458778215806628
http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwidj96YwtXLAhXFj5QKHYS_AAMQjRwIBw&url=http://www.pcworld.com/article/2933572/adobe-fixes-flash-player-flaws-that-could-lead-to-info-theft-malware-attacks.html&bvm=bv.117218890,d.dGo&psig=AFQjCNEJOl1Rn-5k3DJrBDqWrCYsjFxLKw&ust=1458778119450089
https://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwj4_oitwtXLAhWMkpQKHSMYAeEQjRwIBw&url=https://play.google.com/store/apps/details?id%3Dcom.musescore.playerlite&bvm=bv.117218890,d.dGo&psig=AFQjCNFd-N3_FTppEnQoWSDxnZXxfOixqw&ust=1458778182632842
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Materials 

GRAPHICS TABLET 
Wacom Intous Tablet  

Pros Cons 

- Can be used to draw concept art 
- Can be used to create graphics 

more easily, so I can save time on 
creating graphics 
 

- Somewhat costly 
 

  I have chosen to use the Wacom Tablet because it will speed up the process of creating graphics, so I can 

spend less time on the graphics and more time on the other sections of the project. 

 

COMPUTER 
Personal Laptop – HP Pavillion 14 

Pros Cons  

- Portable 
- Has good specs 
- Has most of the 

software that I need 
 

- Can be a bit heavy 
- The trackpad is sometimes 

slow and unresponsive 

 
 

School Laptop – Lenovo ThinkPad X131e 

Pros Cons 

- Free 
- Has decent specs 
- Has most of the software that I 

need 

- Many restricted sites 
- Laptop is sometimes slow and unresponsive 
 

 

School Computer – Lenovo CPU 

Pros Cons  

- Already available 
- Has all the software that I 
need 
 

- Many restricted sites 
 

 
 

  I have chosen to use all three of the above computers, mainly because I do not wish to bring my laptop to 

school as it is quite heavy. I will mostly be using my personal laptop and the school computer because 

they are both quite powerful, yet readily available. I will mainly be using the school laptop to view 

tutorials, while I use my personal laptop to work on my major work.  

http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwiH2JfukPbLAhWi5KYKHVAzBXQQjRwIBw&url=http://gizmodo.com/hps-new-laptop-definitely-isnt-a-macbook-air-1665547091&psig=AFQjCNF8sqQKlt-_4JJrGKFNn3B2mzICeQ&ust=1459898750667941
http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwiR-cWXkfbLAhWGGZQKHX47DloQjRwIBw&url=http://www.bhphotovideo.com/c/product/793128-REG/Lenovo_0809C6U_ThinkCentre_M70e_Small_Desktop.html&bvm=bv.118443451,d.dGY&psig=AFQjCNFlbRxxC_amXsqzmeBWSBPAkLK7nA&ust=1459898849384342
https://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwjNtJT05-vLAhUmHaYKHZv1BAsQjRwIBw&url=https://en.wikipedia.org/wiki/Graphics_tablet&psig=AFQjCNHt64PAGInGXVvQG-15tvZcRBLNEA&ust=1459544159880631
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DEVELOPMENT OF IDEAS 
Right from the beginning of Term 3 holidays, I was already starting to think about what my major work 

would be about. I always liked incorporating everything into a single project, such as by creating an RPG 

game, where the characters would move about in a 2D open world. The game would follow a story, and 

there would be occasional ‘short films’, or ‘cutscenes’ that would be created using 3D models, rendered 

into footage.  

However, due to hardware limitations such as my laptop not being powerful enough, this will inevitably 

take an extremely long time to complete, and because of time constraints, I will not be able to complete 

this project before the deadline for the major work is due. As a result of that, I had to choose between all 

the different platforms for my major work, such as whether to use Adobe Flash, Blender, Photoshop, 

Adobe Premiere, etc. 

The different skills that I could choose from are as follows: 

3D Modelling 3D modelling consists of creating 3D objects and animating the object/ model to create 
movement and “bring it to life”.  

Editing images Editing images consists of modifying an image, such as by adding objects and/or 
replacing certain colours in an image.  

Short films Short films generally involve editing raw footage to fix any errors or add special 
effects. This footage can be obtained by filming with a camera, or by downloading 
‘stock footage’ from the internet, to be used as special effects. 

Animation Animations come in two forms: 3D animations or traditional hand-drawn/ 2D 
animation. 3D animations involve ‘rigging’ 3D models to give it movement; 2D 
animations involve drawing images in a consecutive order to simulate movement. 
These animations also involve inserting special effects and audio clip files at the 
end. 

Flash games There are many different types of flash games: side scrolling, point-and-click, etc. 
These games generally involve a decent amount of coding. 

 

As the major work is a project to showcase a wide range of skills, therefore I decided to create a flash 

game because not only would I be able to use a wide range of software to create materials for the game, 

but it would also be a very fun and enjoyable experience for me. 

 

29 October 2015 -- Images to create a simple walking animation  
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INSPIRATION 
I was first introduced to video games when I was a young child. Ever since then, I have been playing 

video games on many platforms, such as the computer and the PS2. 

  The graphics and concept of my game will draw heavily from the MMORPG, Maple Story. Maple Story is 

a game where players are sent on quests to retrieve items from defeated monsters. The pixel art style of 

the game is one of its main aesthetic appeals to players. This is one of the reasons why I chose to use draw 

my graphics in a pixel art style. 

 

Another inspiration for my game is the Harvest Moon series. As the player is a farmer, they would 

frequently have to collect crops and items. These items are then stored in a ‘Toolbox’. The GUI for my 

game would be a simplified version of this toolbox that is accessed from the screen. If there is enough 

room on the screen, a description box could be added. 

  

 

  The story for my game is mostly based off the recent video games and movies that I have been viewing; 

most of them are about day-to-day activities in each person’s life. For example, Ferris Bueller’s Day Off. 

Therefore, I decided to base my game’s ‘plot’ on this idea: the story will be about a young boy’s daily 

activities. 
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SKETCHING 
  I wanted there to be a single playable character, and several non-playable characters. I 

drew up a few sketches of possible characters that would appear which would be crucial in 

the storyline, as shown below. On the left is the initial sketch of the characters and what 

their attire would be. 

    The image below is a sketch of what the characters would look like in-game.  
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 The picture below shows an initial sketch of the backgrounds that I was going to use in the game. However, the amount of graphics was too much, because each A4 

page would equal approximately 3 backgrounds. I decided to reduce the number of backgrounds, to limit it to just one town instead of 2 towns and 1 forest.  

  

Extra Town. This is the scene where extra events were to occur. Unfortunately, 
it was scrapped out of the final plan. 

Forest Area. This is the area where the player could utilise a ‘climbing’ and 
‘jumping’ on trees ability. However, it was scrapped. 

 
Eloria Village. This is the only area that was kept. 
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  Below is a sketch of the final map(s) that would appear, including the interior of several buildings that the player can enter. This sketch also includes the locations 

of where key items would be located on the map. 

 

 

  



  

41 | P a g e  
2822 6128 

PROTOTYPING 
    The Graphic User Interface will display the player’s inventory, short description of an item (in a text box next to the inventory, only when object is clicked). It will 

also display the area name at the top of the screen which will appear upon entering the map and disappear after 2 seconds. The player will be stationed in the 

middle of the screen, and there will be arrows at the side of the screen to allow the user to move to a different area. Below is a sketch of the proposed GUI. 

 

  I implemented most of these functions except for the inventory system (collecting objects and displaying descriptions) and the area name. These were not 

implemented due to time constraints and a lack of coding ability. 
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PRODUCTION: STORYBOARD 

 

This is a storyboard of all the 

events that I intend to happen 

in my Flash game. 

It was very helpful in regards 

of where I would place the 

characters and what would 

happen during cutscenes. This 

allowed me to code the 

character’s movements more 

easily. 

However, later on some of 

these cutscenes were cut out 

due to time constraints.   

The only scenes that were 

implemented in the game 

were: the second half of the 

opening scene, the second 

scene, the second half of the 

fourth scene, the 6th scene and 

a variation of the last scene. 
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DESIGN/ DESIGN MODIFICATION 
  My initial sketch of the characters had them wearing simpler style clothes. This was to simulate a more ‘country style’ look, but it 

was also because I wasn’t confident that I could fit so much detail into a tiny image. After successfully drawing and colouring the first 

character, I realised that there was a lot more details that could be added to the character’s design, so I redrew the clothes, to make 

them look more sophisticated and less of a ‘bumpkin’. To the right is a comparison of the before and after of the main character, 

Seth’s clothing design. 

 

 

 

  I also modified the style that the perspective that the (outdoor) backgrounds were drawn in because it was disproportionately smaller than the character sprites, 

and also because I no longer found the style appealing and I wanted to redo the texture and colouring of the (outdoor) backgrounds. Below is a comparison of what 

the backgrounds looked like initially, and what they look like after being revamped. 

 

Before          After 

 

Before     After 
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TESTING 
  At the beginning stages of making the game, I decided to create the ‘stock images’ first, then put them 

together in Flash CS6 to see how the game would feel like, what it would look like and if there was 

anything I could improve on. This was very useful as it allowed me to test some code that I learnt from 

online tutorials. 

 

  At that time, I coded the main parts of the game solely using tutorials from the internet. The only 

functions of the game that were working at that time were:  

 main character movements,  

 moving between different locations in the game (with a pop-up description at the top right hand 

corner indicating which area the character was in) 

 having non-playable characters’ ‘talk’ when the mouse was hovered over their image 

  I only resumed my work on coding the game after I finished all the graphics, which took up nearly 70% 

of the time that was spent to work on my game. 
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PROJECT MANAGEMENT 

TIME PLAN 
Pre- Production  Term 4 2015 HOLIDAY Term 1 2016 HOLIDAY 

1 2 3 4 5 6 7 8 9 10 11 1 2 3 4 5 6 7 8 9 10 

Statement of Intent --                       

Development of Ideas -- -- --                     
Research  -- -- --                    

Selection & Justification of Material   -- -- --                   

Concept Art     --                   

Storyboard     --                   

Record of Production      -- -- -- -- -- -- --- -- -- -- -- -- -- -- -- -- -- -- 

 

Pre- Production  Term 2 2016 HOLI
DAY 

Term 3 2016    

1 2 3 4 5 6 7 8 9 10 1 2 3 4    

Statement of Intent                   

Development of Ideas                   
Research                   

Selection & Justification of 
Material 

                 Proposed 

Concept Art                   

Storyboard                 --- Actual 

Record of Production - - - - - - - - - - --- - - - -    

 

  For the folio and planning, I wanted to try getting everything done as soon as possible so that I could have more time to focus on my major work. However, this 

was not a very good idea because I am quite indecisive; I tend to change my mind a lot, and this includes my ideas for creating projects. Even so, I managed to stick 

to my original idea of creating a game and I even managed to get some tasks done earlier than planned. 
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Production  Term 4 2015 HOLI
DAY 

Term 1 2016 HOLI
DAY 

   Before trying to actually create the 
many components of the game, I had to 
complete my research and folio section. 
However, I managed to complete this 
earlier than expected so I had more time 
to work on the graphics, which is the 
most time consuming part of my project. 

1 2 3 4 5 6 7 8 9 10 11 1 2 3 4 5 6 7 8 9 10  

Creating Graphics                                                        

----Drawing                         
 Characters      - - - - - - --- -            

 Background      - - - - - - --- -            

 Items, misc.       - -                 

----Colouring, 
Shading 

                        

 Characters          --- --- --- - - - -         

 Background          --- --- --- - - - - - - - - - - -  

 Items, misc.        - -                

Coding                         

Testing File                         

Adding 
Improvements 

                        

                         

 

Production  Term 2 2016 HOLIDAY Term 3 
2016 

      

1 2 3 4 5 6 7 8 9 10 1 2 3 4     However, creating the graphics took 
much longer than expected, and as a 
result I had less time to code the game.  
Because of that, I had to remove some 
functions and cutscenes from my 
game, such as the inventory system, a 
pre-opening scene with a birds eye 
view of the town. I also did not have 
the time to implement sound effects 
for when the character is walking. 

Creating Graphics                    

----Drawing                    
 Characters                    

 Background                    

 Items, misc.                    

----Colouring, Shading                    

 Characters                    

 Background - -                  

 Items, misc.                    

Coding - - - - - - - - - - -       Proposed  

Testing File           - - - - -     

Adding Improvements            - - - -  --- Actual  
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FINANCE PLAN 
  The two main expenses that I had to consider for my project were the laptop itself and the software. I 

have set aside a total of $1000 as my budget for this project.  

  The main programs I will be using are Adobe Photoshop and Adobe Flash. I could opt for a monthly 

Creative Cloud subscription service which would cost me approximately $120, or I could choose to 

purchase the adobe CS6 suite which would include both programs that I need. However, the entire Adobe 

CS6 suite would cost nine to ten times more than the monthly subscription service. That would be at the 

top of my budget, and I would not have any more funds left to purchase a laptop. 

  The laptop was needed because during Year 12, I was constantly moving and therefore I needed a 

portable laptop with me to do my school work. I chose a Windows product over an Apple product because 

it was cheaper and all the other computers that I have been using up until now have been running on the 

Windows OS.  

 

Item Estimated cost (AUD) Actual cost (AUD) 
Adobe Photoshop CS6 999 

(part of CS6 suite) 
- 
(Provided by School) 

Adobe Photoshop CC 9.99 
(monthly subscription) * 
12 = 119.88 

- 
(Provided by school) 

Adobe Flash CS6 999 
(part of CS6 suite) 

- 
(provided by school) 

Wacom Intuos Drawing Tablet & Pen 135 130 
(bought overseas) 

Printer 350 0 (already owned) 
Laptop – HP Pavilion 14 1000 750 
TOTAL COST 2493.99 830 

 

Evaluation:  

  The laptop I purchased was funded by my parents. It did not require any assembly, however I did 

upgrade the RAM to 8GB. 

  The printer was already purchased two years ago; it can print fully coloured A4 pages and scan 

documents. This will be very useful for when I try to insert my sketches and drawings into the folio. 

  Initially, I did not plan to purchase the drawing tablet because the school has a supply of them. However, 

later on my parents bought it for me as a present, so that I could speed up my progress. 

  As the school had provided most of the software that I needed to use, I did not need to spend $1200 to 

purchase the Adobe CS6 suite.  
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RECORD OF PRODUCTION 
Planning & Sketching Concept Art (Week #1~2) 

1. Firstly, I came up with a story. I made a list of the number of scenes that I would have in the 

entire game. Then, I listed the number of backgrounds that I would have to create for the game. I 

drew a rough sketch of what the backgrounds would look like. 

 

2. I began drawing sketches of what the characters would look like and how they would dress up as. 

I looked up a lot of images on Google so I could ‘replicate’ the feel of Steampunk style clothing.  

 

3. I drew sketches of the items that would be in the game. These items would be objects that the 

user can ‘pick up’ by clicking on it. (However later on I only used one of the proposed items and 

made up some other items on the go.) I drew a mini map of the game, and highlighted where the 

objects would be placed at. 

  

4. I drew a storyboard of the events that would happen, where it would take place at, and who 

would be involved in the events. 
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Creating pixel art graphics – drawing, colouring, shading (Week #3~ #14) 

Drawing: 

1. I began drawing the first background on Photoshop. This took a very long time, mostly because I 

did not have access to a tablet at the beginning. Another reason why this process took a long time 

was because I was not very efficient in creating the graphics; instead of drawing a rough outline, 

and then erasing the pixels to make it only have a single line, I drew the entire thing pixel by 

pixel. This took up a lot of time. 

2. I started drawing the main character. However, when I placed the character and background onto 

one image, I found that the image sizes did not match up. So I had to redraw everything again. 

 

3. Continued drawing the rest of the backgrounds. 
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4. I continued to draw the other main character, and made variations to the poses of the main 

characters. First I drew the base ‘standing’ pose, then I redrew the arms and legs to simulate 

walking. 

 

5. I drew the non-playable characters (NPCs). For these characters, I drew the base pose, then I 

added some slight movement (i.e. eyes blinking, tail wagging) so that the image would not appear 

to be static.  

 

Colouring and shading: 

6. I coloured in the graphics by manually outlining the edges/ borders with a colour, then using the 

paint bucket to fill in the middle part. This worked alright for smaller sized graphics, however, for 

larger images, this method was very time consuming. To save time, I used the Magic Wand tool to 

select sections of images and fill it in with the paint bucket tool, then manually erase the extra 

edges of the sides. 
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7. I selected the base colour for a section of the building with the Dropper tool, then, using the 

Colour Picker, I selected a slightly darker shade of that colour and used the dithering method to 

shade in the objects. I started off with the edges, which I draw a single, unbroken line. After that, I 

create a checkered pattern along the edge. 

 

8. Initially, I coloured in the hair by doing 3 steps: filling in the hair with the base colour, shading it 

with a darker tone and creating highlights with a lighter tone. After I found a tutorial on how to 

shade hair in a professional pixel-art style, I switched the hair graphics of all my sprites to using 

that shading technique. The before and after is shown below. This new process involves 5 steps, 

including the use of layer masks to naturally create a darker shade without having to manually 

select a darker colour. 
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9. Inserted the graphics into the backgrounds to see how they would fit. Some characters were too 

large in comparison to the other characters, whereas the buildings were too small in proportion 

to the sizes of the main characters’ sprites, as shown in the image below.  The indoor images, on 

the other hand, were sized appropriately and did not have any major issues. 

 

 

10. Redrew the backgrounds of the outdoors to make the proportions of the characters to the 

backgrounds more equal.  
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11. Finally figured out a better method of colouring in images by using clipping masks on the base 

layer. This method is much less time consuming. 

 

12. Drew a landscape to act as a more colourful and realistic background, as compared to just a 

single blue gradient.  (REFER TO 6 MINUTE VIDEO)  

 
 

13. Made a dialogue box to be used in cutscenes instead of using speech bubbles.  
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14. Created a ‘glowing’ feature for the doors so that the player can tell which doors can be accessed.  

 

15. Created images of the keyboard buttons to be used as visuals for the instructions. 

 

16. Created an image of the cursor for the instructions. 
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Creating the game – Inserting the graphics, Coding, making sure the game works (Week#15 ~ #29) 

17. Put together all the graphics and images on Flash. Started creating movie clips for each character 

to simulate movement and animation. I ran into quite some problems when the outline of the 

images did not line up properly. Managed to solve (most) of this problem by turning on the onion 

skin function.  

 

18. Began coding the file on Adobe Flash. However, at some parts the code refused to function 

properly. Relying mostly on tutorials, I read through the ActionScript 2.0 Documentation on the 

Adobe Flash website before resuming coding. 

19. Added movement to the main character, Seth, by programming the image to move left and right 

when the arrow keys were pressed. Also inserted a Vcam so that the background would follow 

the player’s movement. However, VCam rendered the scene in a weird position, cutting out the 

top bit and rendering some extra parts at the bottom of the screen. I will come back to this 

problem later. 
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20. Implemented invisible walls on the sides of the stage so that the player wouldn’t be able to “walk 

off” the screen 

 

21. Made speech bubbles for the characters so that messages would be displayed when the mouse 

was hovering over them 

 

22. Added buttons onto the doors so that the player would be able to move between the indoors of 

buildings and the village area. 

 

23. Moved some objects and frames to different scenes instead of having everything in one scene. 
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24. Created the main menu. Used motion tweening and movie clips to create fading and writing 

effects.  (REFER TO 6 MINUTE VIDEO) 

  

25. Began implementing the cutscenes. I tried to code the text to appear in the speech bubbles, but it 

didn’t work, so instead, I made the text appear in the dialogue box during cutscenes. Used coding 

and buttons to advance the dialogue.  (REFER TO 6 MIN VIDEO) 
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26. Made a debug scene so I could easily transport to the different scenes to test out the code and 

images. This will be removed before I export the file. 

 

27. Fixed the ‘character teleportation’ issue by making the centre of the object to actually be in the 

centre, as shown from the positions of the red circles. (Left picture is before, right picture is after) 

 

28. Fixed the code so that the doors would actually transport the user to the right location in the 

right scene. 
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29. Fixed the Vcam issue. Created a new object (and put it at the centre of the screen) and made 

Vcam follow that object instead of the character sprite. 

 

30. By setting ‘invisible walls’, I managed to set the boundaries which the VCam tracking object could 

not pass through; this would fix my problem of seeing the side of the screen, where the edges of 

the images are.  

  

31. Attempted to make the second sprite’s movements ‘follow’ the main character’s movements. But 

because of my lack of coding ability, I could only make the both of them move at the same time, in 

the same direction, and not one following another. 
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32. Added clouds to the outdoor background. I did this by creating a symbol within the actual movie 

clip and using a motion tween within the movie clip. This would allow me to extend and alter the 

number of frames easily without having to do it on the actual timeline. 

 

33. Also placed the objects onto the scene. However, I decided not to implement the inventory 

system because of the lack of time and my lack of coding ability. 

 

34. Added shadows to the bottom of the all character sprites. I did this by creating a new layer within 

the movie clip and creating a rectangle or oval within the movie clip, with an alpha shade of 80%. 

 

35. Added instructions so the player would know how to control the character and advance the story. 
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36. Added diagrams to accompany the instructions and make it more clear. 

 

37. Added a glowing frame outside the doors so players would know which doors could or could not 

be accessed. Initially I did this by manually erasing the extra parts outside the door. After that, I 

drew the shape of a door and used it as a mask so that this process would be much quicker. 
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Testing the final game, Adding improvements (Week #30 ~ 35) 

38. Composed music on MuseScore. First I connected the program to my keyboard, then I came up 

with a melody and had the program record the keys. Then, I added in several other instruments 

such as violin to make the soundtrack more authentic and professional. I did this by composing 

some harmonised melodies to match up with the original one. The images below are the before 

(left) and after (right) of the music that is played in the school. 

 

39. Using Premiere Pro, I trimmed the music and made the beginning and ending sections softer so 

that it would loop properly. 

 

40. Inserted the music into the flash file. By referencing online tutorials, I managed to get the music 

to only play at certain scenes by using code to stop playing the previous audio file and play a 

different one instead. 

 

41. Removed the remaining code that was giving out errors. 
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42. Re-made a new textbox size for the tutorial, and fixed up the aesthetics of the tutorial scene by 

centering the text, 

 

43. Moved the position of the textbox to make it completely visible when rendered. 

 

44. Downloaded sound effects from YouTube. Trimmed it on Audacity so that the file would be 

smaller and easier to use. I also adjusted the amplitude of the sound effects using the amplify 

tool. Inserted the sound effects into the appropriate scenes in the game e.g. kicking ball, door 

opening and closing, etc.  
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45. However, I ran into a problem where the sound effects would cancel out the original background 

music. This would only occur when I attempted to stop the sound effect file from playing using 

the ‘stop();’ function. I managed to solve this problem by using keyframes for each different 

scene/ area. That way, the sound effect would only play on that frame. 

 Before 

  After 

46. Attempted to make ‘walking on grass/ walking on wood’ sound effects that would play only when 

the player moves the character, but it didn’t work. I decided not to implement it at all.

 
47. Made the ‘Dear Diary’ text in the main screen shining so that players would know to click that 

button to start the game. I made this effect using the same technique as the door; using a layer 

mask.  

 

 
48. Added a shiny effect to the button using the same technique, and also for the same reason. 
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49. Attempted to remove the debug scene as it is not needed in the final game. However, doing so 

caused a lot of the code to be messed up for some reason. So to solve this problem, I moved it to 

somewhere in the middle so that it would not be displayed in the game 

 

50. Drew some portraits onto the dialogue box so that the player would know easily who is speaking. 

I also drew on some different facial expressions to give some variation. I did this using the brush 

tool. I drew the portrait and resized it to fit into the box. 

 

 

51. Attempted to fix the issue where the movie clip of the character walking would not pause when 

the player does not press any button; the walking animation would just continuously repeat 

itself. I looked up some tutorials online to see if I could fix this issue, but instead of only stopping 

the characters’ movement at a particular frame only, the whole animation stopped completely. I 

decided to just leave the problem as it is not a major issue that will impact the operations and 

functions of the game. 

 

The major work is now complete.  
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WHS, SAFE WORKING PRACTICES 
The main spaces where I will be working on my major work are at school and in my home. While these 

are places that I am familiar with, it is still crucial for me to identify any hazards and to prevent any issues 

from arising, even if the majority of risks are low-risk. 

For that purpose, I have constructed a chart to assess the possible hazards in these areas, and the level of 

risk they pose. 

RISK ASSESSMENT 
A risk assessment matrix will help to identify the level of the probability of an injury occurring, as well as 

the impact it can have on an individual. By identifying possible issues and how to prevent them, safe 

working practices will be used, and methods of precautions can be taken in order to prevent any form of 

injury occurring. This will allow me to effectively evaluate the safety of many working practices, WH&S as 

well as the safety of the working environment. 

Consequences/ 
Impact on the 
individual 

Probability/ Likelihood of an injury occurring 

VERY UNLIKELY 
– very rarely 
occurs 

UNLIKELY 
-- may occur 

LIKELY 
-- Is likely to 
occur 

VERY LIKELY 
-- could occur at 
any time 

INSIGNIFICANT Low Low Low Medium 

MINOR Low Low Medium Medium 

MODERATE Medium Medium Medium High 

MAJOR Medium High High Very High 

SEVERE High High Very High Very High 

 

Risk Scale Action Required to be Taken Reason 

Very High Senior management action 
must be taken 

Extremely important injury, has the potential to 
cause death or induce a loss of a body part or 
bodily function 

High Senior management attention 
is required 

Has the potential to cause long term illness or 
serious injury 

Medium A control plan is required Medical attention; requires several days off work 

Low First aid treatment only 
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POSSIBLE HAZARDS 

Possible Hazards Description Risk Assessment 

Ergonomics 

 

The study of how the design of 
objects, instruments and 
equipment affect the health 
and safety of humans.  
Ergonomics is important in a 
workplace in order to 
minimise the risk of any injury 
or harm, which can result in 
work-related WHS issues such 
as lower back pain 
 

Risk level: Very high 
Precautions that need to be 
taken:  
 Use an ergonomic chair to 

ensure lower back 
support,  

 ensure that the monitor is 
level with the eyes,  

 ensure that there is 
support for the wrists 

 
 

Dim Lighting  

 

Dim lighting will cause strain 
to the eyes when reading 
documents or other printed 
material.   

Risk level: Medium 
Precautions that need to be 
taken:  
 Ensure that the overhead 

lights are bright and 
functional 

Ventilation 

 

Proper ventilation is required 
to prevent any health issues 
relating to breathing. A lack of 
ventilation can cause 
shortness of breath in 
individuals whom have 
difficulties breathing. 

Risk level: Medium 
Precautions that need to be 
taken:  
 Ensure that windows and 

doors are opened 
regularly to allow for air 
flow throughout the room 

Un kept working environment  

 

A messy workspace can cause 
injuries and health issues to an 
individual. Objects scattered 
on the floor can cause tripping. 
A dirty workspace can attract 
rodents and pests such as rats 
and cockroaches, which will 
affect the health of the 
individual. 

Risk level: Low 
Precautions that need to be 
taken:  
 Ensure that the 

workspace is cleaned 
regularly 

 Ensure that documents 
are stacked up and stored 
safely 

Wiring and cables  

 

Wiring must be tied neatly and 
placed in a corner to prevent 
tripping over and to prevent 
young children from playing 
with them. They must be 
regularly checked for any 
breaks in the wire’s rubber 
coating, which can pose a 
serious safety hazard when 
wiring is exposed. 

Risk level: High 
Precautions that need to be 
taken:  
 Ensure that wires are 

neatly tied together to 
avoid tripping 

 Ensure that wires are 
labelled 

https://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwjln5TQ79LLAhWHIqYKHY9nDCAQjRwIBw&url=https://micheleberger.wordpress.com/tag/spring-cleaning/&bvm=bv.117218890,d.dGY&psig=AFQjCNEXgHreIpZwTQHPI9A4JZOnfDMRhQ&ust=1458687143956431
http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwic9ITg79LLAhUk5KYKHWZPCuIQjRwIBw&url=http://www.jhelectrical.co.uk/danger.html&bvm=bv.117218890,d.dGY&psig=AFQjCNER8aVOWUh3Tln-wFptJFuePuCifw&ust=1458687279583720


  

68 | P a g e  
2822 6128 

EVALUATION 

IN RELATION TO STATEMENT OF INTENT 
Statement of Intent: 

     “By creating a major work, I can continue sharpening my skills to prepare myself better for future 

challenges and projects.” 

I believe that throughout the entire course, I stuck as close as possible to my original goal of creating a 

game to improve my skills. Through the entire process, I learnt very useful skills to help me manage my 

time properly and thus achieve my goal of successfully making a game. 

 “The game will be a point-and-click adventure game, in which the player can control the character’s 

movements.”  

I have managed to create a game that has the same concept as my original idea. I believe I have 

successfully accomplished this by creating a game that is also visually appealing, with original characters 

and designs. 

“The player character will be able to interact with certain objects, collect objects and move across a few 

different maps.” 

I did not manage to implement the ‘interact with objects and collecting objects’ function, neither did I 

manage to implement a working inventory system that would display information about certain items 

when they were clicked. This was mostly due to my lack of coding ability and a lack of time. However, I do 

believe that I managed to get the core functions of the game working, such as moving across several 

different maps and having working cutscenes. 

Target Audience 

“as wide as possible…mainly be among the younger age group (12~20)…casual gamers.” 

The main factor that will contribute to the intended target audience is the interest of the players, however, 

I believe I have successfully created a short game that will entertain every one of all age groups whom enjoy 

short, casual games. 
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Motivation 

“to receive top marks…develop skills…express creativity” 

In conjunction with receiving top marks, one of the biggest motivators in creating my major work was being 

able to express my creativity and ideas via digital multimedia, something which has always been a hobby 

and passion of mine. Being able to develop my skills in using different software types was also another key 

motivator throughout the production process. 

Programs Needed 

“Programs to document progress, programs to document research and what I intend to do, graphics editing 

programs, a program to create games, web browsers, music composing software…MIDI composer.” 

I already owned most of the software that I needed to use, and the rest that I didn’t already have were either 

free or given to me by the school. My previous knowledge of software types and of multimedia types 

allowed me to determine what my project was going to be about. 

Limitations 

“Time management…hardware limitations…other school commitments…lack of motivation…inexperience 

with coding…BOS rules… Financial limitations.” 

As expected, there were several limitations in the production of my game, and I had to overcome these 

issues in many different ways. As there was a deadline to this project, I had to identify which key elements 

that I needed to implement first, and prioritise certain functions of the game over others. I also had to 

organise and plan how much time I could spend working on my major work and still be able to complete 

the work of my other subjects. I managed to overcome these problems by asking for advice from my 

teachers and parents. I also had to do a lot of research in order to successfully finish this large scale project. 

Skills Needed 

“Coding, drawing, pixel-drawing, animating, time management and organisation” 

Throughout production, I managed to gain and improve these skills. By using the many resources that were 

already available online and at school, I successfully used this to improve my knowledge and thus achieve 

my original goal. 

Equipment Needed 

“Pencil and paper, computer, graphics tablet” 

I used all the equipment that I listed: the pencil and paper were used in conjunction with the graphics tablet 

to create the concept art and the graphics, while my laptop was used for the actual production of the 

graphics and the game. After creating the graphics, the school computer ended up becoming another screen 

for me to watch tutorials with (because it did not have the right version of Flash installed on it). 

Timeframe 

“Total time to complete: 30 weeks” 

I managed to complete my project just before the due date, however, some aspects of the project took much 

longer to complete than planned. As a result of that, some functions such as the inventory system could not 

be implemented. However, I believe that I did my best to create a working game within this time period. 
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IN RELATION TO RESEARCH AND PLANNING 
Research 

  For my major work, I had to conduct extensive research on many different 

programs, equipment, techniques and styles in order to produce a game that 

is up to satisfactory standards.  A majority of the software that I used were 

ones which I had prior knowledge of, so I did not need to look up information 

on those software i.e. Microsoft Word and Google Chrome. This gave me more 

time to complete more research and do more tasks the other sections of my major work. 

  My research assisted me in choosing the most appropriate and most useful programs and skills needed 

for my major work. 

Timeline Planning 

  I found this part of the folio useful for me to plan out the tasks that needed to be completed in the most 

efficient manner. Even though I was not able to completely follow the time plan that I set out for myself, by 

completing each task in the order that I listed in the time plan, I managed to stay on track and complete my 

major work before the deadline. 

Finance Plan 

  I found this part of the folio useful for me to keep track of how much I had spent to create my major work, 

even if I had already owned or had access to most of the equipment I needed, 

Storyboard 

  The storyboard was very useful for me to code and create each of the cut scenes as it clearly listed what 

was going to occur in the events as well as the transitions. However, it did not list out the required sound 

effects so I encountered some issues and difficulties when trying to insert the sound effects because I was 

not sure which sound files to use.  I also did not manage to implement all of the planned cutscenes due to 

time constraints, however, I still managed to implement the main key scenes. 

IN RELATION TO CONSTRUCTION 
  The construction of my major work was most definitely challenging and at some times, extremely hard. 

Most of the work in my major work required a lot of patience and some degree of knowledge of the software, 

i.e. creating the graphics needed a lot of refining and also some 

knowledge of which tools to use, while putting the actual game 

together required knowledge of Flash and ActionScript, the 

latter of which I am unfamiliar with.  

  If I had more time to continue working on my major work, I 

would attempt to fix up several issues and add in some extra 

features, such as: fixing up the character walking 

animations, improving several graphics, adding in 

transitions when moving between different areas, and 

creating a workable inventory system. Overall, I am 

very pleased with the final result. I have tried my best 

to create a game incorporating my ideas with the use 

of different software and hardware such as drawing 

tablets, Flash and Photoshop.  
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PRODUCTION 

QUALITY OF THE PRODUCT 
  The quality of the game is something that I assumed would not be very difficult to achieve as long as I put 

in a lot of effort and hard work into creating my major work.  

Aesthetics 

  When creating the graphics, I took into account the different types of pixel art styles and attempted to 

incorporate several different types of art styles into my game. This would allow me to blend and match 

different styles to achieve an effect which was more different from the norm. Highly detailed shading in 

pixel art would also give the effect of a high quality product. 

  The quality of the graphics was very highly dependent on the file types and the file sizes. This was 

something that I had been taking into account since the very first day of production. While I wanted the 

game to be somewhat retro-style, the image quality and the bit depth were still going to be modern-esque, 

and all the graphics had to reflect this, from the crispness of the edges to the shading in the graphics. This 

was why I had chosen to save all my graphics files in .PNG rather than .JPG/JPEG, as it could support 

transparency and still retain a large amount of information, with a relatively small file size due to its 

compression.  

Functionality 

  The functionality of the game is to provide a short, enjoyable experience of what the life of a boy living in 

a small village would be like. I managed to do this by keeping that core concept in mind when developing 

the storyline of the game. During planning, I did some research on the key themes of the games that I play, 

and most of them were centred on their daily lives; a life without much drama going on. This was not too 

difficult to achieve as all I had to do was come up with a tale of what a young boy normally does, which was 

just to go to school. 

  I believe that I managed to create a game that is of a high quality, in relation to my skill levels. By using 

these techniques and procedures to maintain the quality level, I have produced something which I am 

immensely proud of, and I have met my target goal. 
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EVIDENCE OF A RANGE OF SKILLS 
In creating my major work, I aimed to show my knowledge of skills using a variety of techniques. The skills 

ranged from fairly simple to being very hard and time consuming. I have ranked the skills based on the level 

of difficulty that I find it to be. 

 

 

 

 Design 

To show my skill in designing, I tried to make a varied environment with lots of detail in each scene. I also 

tried to make the characters’ design more complex.  This was not very difficult for me to do, however as the 

design become more complex, the time needed to actually create the graphics would become much longer, 

so I decided to make some environments look more simplistic than others. This was the same with the 

characters’ design. I hope that I have achieved this in my project even if some of the designs were very 

simple. 

 

 Sound Manipulation/ Production 

For this, I composed several short pieces of music using Finale Notepad and MuseScore, a musical notation 

software. This process was quite successful because the 

simple melodies could match with the background and 

create the intended atmosphere. I trimmed and edited the 

music files using Audacity.  

  

Difficulty Level Skills Needed 
Fairly Easy Designing 

 Sound manipulation/ production 
Creating pixel-art graphics 
Motion Tweening 

Hard Coding 
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 Pixel-art graphics creation 

To illustrate my skill in creating pixel-art graphics, I 

intended to fully create the game using pixel art. 

Using varied character and environment designs, I 

was aiming to include as much detail as possible in 

the shading and highlighting aspect of the graphics. 

As a complete beginner to pixel-art, this was very 

difficult to achieve, but with the help of many online 

tutorials, I was able to create a wide range of 

relatively simple pixel art styles. 

 

 Motion Tweening 

To demonstrate my skills in using motion tweens, I added motion tweens to several movie clips to simulate 

character movement. It proved to be very successful in achieving the effect that I intended to make. This 

was not very difficult to achieve because I had previously done something similar with my other flash 

projects. The shining door effect was a bit more challenging because I did not think to use a layer mask. 

However, the end result was still the same. 

 Coding 

To show my skill in coding, I intended to implement a side-scrolling game with some elements from RPGs, 

such as an inventory system and interactive cutscenes. This was quite challenging for me as I do not have 

a very solid background with coding. Even though I was unable to implement the inventory system and fix 

several issues with the animation, I still managed to achieve more than half of what I intended to do. 
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USE OF APPROPRIATE MATERIALS, COMPONENTS, PROCESSES AND 

TECHNOLOGIES 
Throughout my major work I attempted to use appropriate materials, components, processes and 

techniques not only to improve the aesthetics and professional look of my project, but also to gain some 

insight into the multimedia gaming industry. 

LINKS BETWEEN PLANNING AND PRODUCTION 
Industrial Processes 

- Statement of Intent 

The statement of intent was used to list out my goals and my plans for what my major work was going to 

be about. It also included my target audience, motivations, limitations and what I plan to do with my project, 

and how long each activity would take. 

- Research 

The research was used to show my findings about different areas; it is a list of what I have learnt in order 

to determine how to best produce my project. I recorded the programs, tutorials and websites that I used 

and referred to, and I continued to add on to this section during production. 

- Timeline Plan 

The time plan was used to help me manage my time and stay on track. While I did not manage to stick to 

my time plan completely, it was still very helpful in giving me a guideline of what I need to do and how 

important the previous or following task is in comparison to the one that I was doing. It allowed me to 

prioritise certain tasks over others when time was short, thus allowing me to maximise my time. 

- Record of Production 

By recording the production process, I am able to review what tasks I have already done and plan ahead to 

keep myself on track. This will also act as evidence that I have achieved most tasks in my major work, and 

will give me a guideline as to what I need to do next to continue production. 

- Storyboard 

The storyboard and concept planning process allowed me to determine what exactly was going to happen 

in the game, and how I would go about achieving it. This saved me a lot of time and minimised mistakes 

during production as I knew exactly what I needed to do and make for my major work. 

- Risk Assessment 

This helped me to find and minimise potential dangers and hazards in my work area, and helped me to 

resolve them prior to production.  
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Industrial Equipment 

- Computer 

Computers are the most essential part of the production of my major work. Having a laptop at home and 

being able to access a computer at school allowed me to increase production time. Furthermore, the specs 

of my laptop are quite decent, and thus they allowed for the use of many intensive, industry-grade software 

such as Photoshop and Flash. 

- USB Drives 

This equipment was necessary for transporting my files and the project between my home laptop and the 

school computer. The light weighted-ness of USB drives allowed for easy transferring of files. 

Software 

I have used a diverse range of software, ranging from documentation software and game-creation software 

to music notation software. This has allowed me to gain a deeper insight into what skills that developers 

have to possess in order to create a successful game.  

- Microsoft Word 

Microsoft Word is a commonly used documentation software that I have used to record all my progress 

during production. It has numerous functions which are very useful in keeping track of information in 

organised lists. 

- Adobe Flash CS6 

Adobe Flash is an authoring tool that can be used to create many different types of software and animation 

videos. It has flexible functions and allows for the use of code to achieve many different effects. 

- Adobe Photoshop CS6 

Adobe Photoshop is a raster image editing program that is commonly used in the multimedia industry. It 

offers many different functions, tools and effects and is often used to create posters and images. 

- MuseScore 

MuseScore is a musical notation software that is free to download from the Internet. It allows for one to 

compose rhythms using many different musical instruments and different key signatures, and also allows 

for one to export the audio in several file types including MIDI and MP3. 

- Audacity 

Audacity is a digital audio editor and an audio recording software application. It is very useful to trim audio 

files quickly, and can also be used to amplify audio, alter the pitch, etc. However, it is unable to edit MIDI 

files.  
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EVIDENCE OF PRACTICAL PROBLEM SOLVING 
  One of the main issues that I encountered was 

organisation of all my files and resources. 

Because of the large amount of graphics that 

I made I had a lot of difficulties trying to 

locate certain files. To solve this problem, I 

grouped the graphics into one folder, which 

in turn had many subfolders, with images 

inside that were categorised according to 

the type (background, character, object…) 

and whether or not they were ‘new’ (to be 

used in the final game) or ‘old’ (redundant/ 

drafts). I also did the same for the flash files 

and the audio files. This allowed me to save 

a substantial amount of time, which I could 

use to work on my major work.  

 

  Due to my lack of coding ability, I relied mostly on tutorials to create my game. This was both a good and 

a bad thing because while I could pick up new techniques from the tutorials, I didn’t actually manage to 

gain a good grasp of the basics, so when the code did not 

work, I was usually left dumbfounded. This problem was 

especially obvious when I used the VCam plugin for my 

game. VCam places an object in the centre of the screen, 

regardless of the position of the other objects. That was 

why I had the problem of VCam not aligning with the 

background. I managed to fix this problem by creating 

another object which was positioned to be on the centre 

of the screen, and having VCam track that object instead 

of the character. This allowed for the game to be played 

smoothly and properly.  

 

 Initially, to achieve the pixel art effect, I erased 

each pixel bit by bit with a mouse. This was very, 

very time consuming and also very frustrating 

at some points because I felt that the whole 

process was taking too long to complete. To 

solve this problem, I created a pixel-art brush 

which would be able to achieve the same pixelly 

effect, but with less time. I did this by creating a 

10x10p canvas, and drawing checkered 

patterns on it, then saving it as a preset brush. I 

also created a 100x100p brush for the landscape. 

This helped me a lot to save time and to improve 

my skills using Photoshop.  

 


