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Abstract

This document presents the final report for the Video Games Design and Development
Degree Final Project by Jesús Otero Benítez. It describes the development and de-
sign path of a third-person exploration and action videogame with the provisional title
"Walker". It is an exercise that aims to explore in depth what it means to carry out de-
sign and worldbuilding work. A performance that seeks to awaken the player’s curiosity
and interest in the game.
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Introduction
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1.1 Work Motivation . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 1

1.2 Objectives . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 2

1.3 Related Subjects . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 2

1.4 Environment and Initial State . . . . . . . . . . . . . . . . . . . . . . 3

In this section I would like to share a bit of my experience with the industry, and
why I have chosen this artistic and narrative field despite being an engineering student.

1.1 Work Motivation

There are few games that could be categorised as "universe-free". And by universe I
mean anything that could be classified as an environment in which a game takes place.
Neither the oldest ones, such as the classic Pong, which is still a simulation of tennis; nor
the most minimalist ones, such as Super Hexagon, where the "survival" of the triangle
we handle can make us empathise with that little figure. I have spent my childhood
absorbing and enjoying these worlds, their stories, their characters... And looking back,
with the new knowledge that I have acquired in my studies, you can see patterns and
rules that make a title stand out or not. And the fact is that these worlds and stories
have been created to serve as a scenario for the player, and this interaction is vital to
be able to enjoy a videogame as it should be enjoyed. Today, after some 50 years in the
industry, we can find games of all kinds, and with it a wide range of experiences. And
this is where I start to ask myself "what makes a world interesting? After my time at
university I have discovered that I enjoy telling stories, and I have attended many talks
and speeches by fantasy and fiction writers who often give many guidelines for designing
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2 Introduction

an environment that you want to explore. So, I wanted to transfer the guidelines I
myself have written about world design to the field of videogames. Designing mechanics,
environments, challenges and everything you would expect from a fantasy world. And,
of course, write a story.

1.2 Objectives

• Design a game and all its mechanics, as well as its story, chapter division. Detail
the entire game system, characters and all relevant aspects as far as possible as if
it were the work of a Game Designer.

• Develop the main mechanics that define the game as an example and placeholder
for an in-depth implementation of the game.

• Design a complete level that exemplifies what could be the final result of the
proposed design.

1.3 Related Subjects

With this project i wanted to test my abilities on game design and narrative design.
My favorite subjects during this years were those about creative design and I tried to
make use of all that knowledge to create an interesting game design that I would try
to develop as an exercise to improve my development skills. The subjects more related
would be:

• Visual culture and mass media. With this subject we had made the first steps
into creative design and thinking. We learnt about vision flows, rhythms and the
structure of a good story.

• Hyper media narrative and video game analysis. This was a very big step for-
ward. During this classes we learned about documents and correct ways to put on
words ideas and thoughts. I enjoyed this creative exercises, and it turned me into
narrative design.

• Video game conceptual design. Not as much focused in the creative thinking, but
crucial for learning how to come up with an interesting and comfortable experience
for the player. We learned a big amount of details that makes for a fresh and
smooth gameplay.

This three subjects made an impact in me such that now this is my goal, to design
and create interactive experiences for people of my kind.
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1.4 Environment and Initial State

I frequently find myself wandering through the levels of a game with an urge to discover.
To know and find out what the next fight, the next area or the next character has to
offer. The same interest that one might feel when reading a book, contemplating a
painting or watching a film. And all of these have in common that aspect of creativity,
of being able to imagine realities and ideas to bring a work into the world. But we
also find in all of them a technical element that is crucial for these creations to succeed.
You can’t just write, paint or direct in any way and expect the result to be good or
enjoyable. This is why the field of game design interests me so much. Being able to
deliver an immersive and entertaining experience is not an easy challenge at all, and
it was something I was looking forward to face. The first steps were to collect and
study all kinds of informative documents about level and story design. From talks by
experts in the field, such as the Naughty Dogs design team, to online classes by renowned
fiction writers and game writers. From this preliminary study, I came up with a series of
conclusions that I summarised in rules about world and game design. With these rules,
I start looking for an idea, a first flame that could become something bigger. I tried
to apply some marketing and production to this search, focusing on what made the big
hits of the last five years special or popular. And finally I came up with an interesting
concept. Among these blockbuster titles, there were a couple of concepts in common:
mechanics at the service of a world and "sandbox" (open world). Discussing with some
friends about the Sandbox phenomenon, the debate turned to a question that ended up
giving me the main idea: "what does it mean for a world to be alive?" Obviously, this
refers to the ability of a fictional world to feel alive, that its characters and environments
are more than just a decoration. However, I decided to take it a step further: "What
would a literal living world be like?" That was the trigger for the whole idea. A world of
my invention translated into a videogame. I then started writing and designing stories
and mechanics that have taken countless twists and turns, which I talk about in depth
in this document.
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Planning and resources evaluation

Contents

2.1 Planning . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 5

2.2 Resource Evaluation . . . . . . . . . . . . . . . . . . . . . . . . . . . . 5

2.1 Planning

The following is a diagram of the tasks that I have ended up following in the development
of this work. As can be seen, the writing process is the longest of all. Although the
main idea was firm and consolidated, transferring the world to a videogame and telling
a story through its mechanics was not an easy task. I discarded many ideas and many
stories that were already advanced. Some of them for being too complex, and others for
not being interesting enough. (see Figure 3.5)

2.2 Resource Evaluation

About the resources I have been able to use, I can list the specifications of my current
laptop, which I used for this project. I can list the tools I have used too.

• CPU IntelCore i5-6600

• GPU Nvidia GTX 970

• RAM 8GB

5





2.2. Resource Evaluation 7

Tools:

• Unreal Engine 4.26

• Blender

• 3dsMax

• Google Drive

• Word

• diagram.net

Assets:

• Procedural Nature

• Advanced Locomotion System

• SyFy Landscapes

• Paragon Assets

• Day Cycle 2.0

• Folliage megascan

• diagram.net
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3.3 Travel journal . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 18

3.4 Settlements . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 20

3.5 Map interaction . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 23

3.6 Menu Flow and UI . . . . . . . . . . . . . . . . . . . . . . . . . . . . 24

3.7 Visuals . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 28

3.8 Artificial intelligence . . . . . . . . . . . . . . . . . . . . . . . . . . . . 30

3.9 Story . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 32

3.1 Games study

To begin with, I tried to understand what I was looking for. I started by breaking down
the negative and positive aspects of some of the most famous worlds in the videogame
industry. Specifically, titles with similar elements to what my story was trying to trans-
mit.

I started by making a selection of titles with the same characteristics as my concept.
I needed games with exploration, puzzles, NPC interactions, side quests, relevant stories
and interesting mechanics. They all have combat too, which is not a very important
aspect of my game, but it helped understanding what makes a combat interesting.

With these elements, I begin to define the mechanics and how they will intertwine
with each other around the core of the game. I have tried my best to keep the world

9











14 Study and Design

You will also have three different speeds to increase immersion: walking, running
and sprinting. While aiming or observing, you will only be able to run. Of course,
you will also be able to jump, and to avoid dangers it will have a dodge.

– Walk/Run/Sprint

– Jump

– Climb

– Swim

– Dodge

When talking about movement, the opportunity can be taken to explain what the
energy system consists of. It is the amount of effort the character can make before
she is exhausted. The different types of movement consume this energy to a greater
or lesser amount. Swimming consumes energy slowly, as does running. However,
dodging and climbing are efforts that require more energy. While climbing, it will
be necessary to take breaks at footholds to recover energy. If there are none nearby,
they can be placed from the inventory if available.

As time progresses, the amount of maximum energy will decrease. A certain
amount can be recovered with water and food, but it will always be necessary
to be able to rest the character properly. Thus, it is possible to keep the protago-
nist on his toes for several days in a row, but his performance and health will be
affected.

• Combat:

The essential and unique item available to the player to inflict damage is a bow
that the protagonist always carries with her. She can use it to eliminate enemies
or interact with the environment (activate mechanisms or make things fall). The
amount of time the bow is drawn will influence the speed, power and range of the
arrow.

– Aim

– Draw bow

– Fire arrow

– Change damage type

– Use tool

• Tools and objects:

There are two types of usable items: tools and objects.

Objects are instant-use items with a very specific use that only affects the player
and their surroundings. These include food, concoctions, bandages... These items
are consumed with their use.
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– Water.

It is needed to refill from a water source. It grants energy.

– Food.

All food items can be consumed, but their effects depend on a number of
parameters. They grant an amount of energy and health.

– Concoctions.

They are made the same way as food, but are classified different because
they can grant special effects, such as extra damage on combat or extra en-
ergy. They always imply a certain amount of the magic material of the game
(Walker’s blood).

– Bandages.

Craftable item. It grants a big amount of health points.

• Controls:

Tools are items that are unlocked as the game progresses and give the player new
ways of interacting with the environment. They are not consumed by their use
unless they have a specific number of charges and this is indicated.

– Grappling hook.

This tool consist of a hook attached to a rope, and it can be used to reach
a difficult point in the map or reaching a distant object. It can attach itself
to any wooden surface or any small surface around which it can wrap itself.
The environmental elements on which it can be used will be hinted at with
white scratch marks on the dark wood to clarify the purpose. Once attached,
the character can move freely or pull the rope, moving it towards the other
end if it is attached to an immovable surface. To perform any other action,
she must first stop using the hook.

– Smoke bombs.

They can be used to distract or reduce the field of vision of a potential enemy.
They are consumed.

– Spikes.

They can be thrown to the ground to make it difficult and harmful, what
makes some beasts to retreat.

– Net.

It consist of a net made out of rope that can be thrown to catch small beasts
or stun them for a small time. With this, tiny creatures can be captured for
the character to investigate them, or it can be used as a useful way to stop
and enemy and make a combat easier.
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Figure 3.7: Mechanics chart (made with diagrams.net)

Having clarified the character’s controls, their layout should also be intuitive and
simple. As for the use of controllers, the game menu would show an outline of the
distribution of the controls.

Third-person action games tend to be easier and more comfortable to play with a
controller because of the ability to move the character more freely and the acces-
sibility of the buttons, which allows for quicker decisions when needed.

For this particular case I decided to make the crosshair work for navigating the
inventory of tools and objects. As there are only two types of consumables, it is
easy to remember that each direction is used for only one type of consumable.

The button to use the tools is placed next to the aiming button as some tools,
such as the grapple, require aiming. Thus, the right side of the front buttons of
the controller is dedicated to "aiming something".

As for the PC controls, the buttons for using objects would be Q and E. These two
keys are the closest to the classic WASD that would be used to move the character,
and make the skills more accessible. The SPACE and ALT keys will be used for
jumping and dodging respectively. Jumping will be a regular action in the game,
while dodging will be necessary only in dangerous moments, so SPACE will be
used for jumping as it is more accessible due to the disposition of the hands. Both
movements are instantaneous and similar, so their keys are close as well.
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For running and crouching, SHIFT/L will be used to accelerate and pressing ALT
without moving the character will make the character crouch. Running or jumping
will cause the character to stand up automatically.

To choose objects and tools to use, the mouse wheel will allow you to choose an
object, while choosing a tool is done by holding down the E key and then rotating
the wheel. The use of tools (E key) is not instantaneous as it requires aiming in
some cases. Therefore, in contrast to the joystick controls, the E key equips or
unequips a tool. So if the player wants to throw the hook, he must first find it,
equip it and then aim with the mouse.

Of course, aiming and throwing with the mouse will be the typical Click/Right +
Click/Left.

• Exploration:

Fundamental element of the game. The player can and must make an effort to try
to understand the place where he is. He will be able to collect objects that provide
information to get to know the place. Getting several samples of a fruit gives the
necessary information to know if it is edible or not, and something similar happens
with the rest of the elements that can be investigated, which can be classified into
materials or consumables.

– Pick up items

– Spyglass

• Investigation

This section would be a continuation from the previous one. Once you have found
a new material, a new zone or similar, the player can use the travel journal to
draw a conclusion about the new discovery. For every element of the game, there
is an empty page in the travel journal. There will be sections to be filled with
the information. For an animal it would be like dangerous/tameable, type of diet,
animal group. . . Filling this blank spaces will make the player progress in the
knowledge of a region, and one it reaches certain points, a new settlement can be
created.

– Travel journey

– Walker progression

I will explain some details about this mechanics ahead.

• Map

Leaving aside the player mechanics, a number of "passive" mechanics will also be
necessary to make the world interesting.
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– Puzzle system: artificial structures or elements that challenge the player’s
intellect. These interactions and rules need to be defined so that there is no
hesitation in solving them.

– Time system: the world has a day and night cycle that can also cause changes
to the map and its elements.

– Moving elements: in addition to the elements that the player can move, the
map itself has movement. Creatures’ movements cause periodic movements
of terrain elements, such as the formation of hills or valleys that last only a
few hours, or crevasses that are only passable at certain times in the cycle of
the beasts.

3.3 Travel journal

As I explained in the previous section, the journal is one of the most important parts of
the game. The idea is to check on it from time to time to record some of the new and
interesting advances you have made. Filling out this information about each element
will contribute to the knowledge of the walker. The tricky thing here is that the answer
does not need to be correct.

Following the previous example, this entry will make the same progress in the inves-
tigation. The name does not have any impact. The difference comes when the people
who needs this information has to use it. The more accuracy in the journal, the bigger
and healthier will be the village. That translate in more secondary missions and more
things to do with their citizens. There are three types of entries: food, material and
creature. Each one has their own template.

• Food

– Type(vegetable/meet)

– Name

– Walker

– Edible(yes/no)

– Needs cook(yes/no)

– Other consumers(List of creature names)

• Material

– Type(plant/mineral/body part/treated)

– Name

– Walker

– Use(medicine/hard/bendable/water-resistant)

– Needs tratment(yes/no)
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• Creature

– Name

– Walker

– Size (small/medium/large)

– Danger(dangerous/harmless)

– Damage(bludgeoning/slashing/piercing/none)

– Diet (carnivorous/herbivorous)

– Social(pack/alone)

– Tameable(yes/no)

The travel journal has some pages dedicated to draw a map of the walker. Just
exploring and discovering new zones will unlock the different parts of the map. At any
time, the player can mark a point in the map, giving it a name, and automatically a
new page appears in the journal. It has the name player wrote and he can add there
whatever he wants to remember about that place. It can be used to remember important
things. For example, a temple can be marked with the words “check bell when sunrise”.
The symbols that can be placed are numbers, some icons and letters, so the player can
take quick notes about passwords or other interesting things. The only parts of the
notebook that the player can’t control are the “ancient discoveries” and the mission log.
Whenever the player makes some progress in the story, relevant information will appear
in the “ancient discoveries” section. It has no personalization.

The objective of this mechanics with the journal is to introduce a more personalized
experience. The understanding of the game creates progress in the game, and the player
creates his own “guide”, with his unique way of understanding things.

3.4 Settlements

Progress in the travel log, as I said, directly affects the development of civilisations that
can settle in a region. This progress advances with the study of the environment and
the introduction of information in the notebook. To explain this in more detail, I will
give a simple example.

Each Walker has a series of milestones that the player has to fill in the journal. The
sum of all the characteristics of animals, minerals, plants and geographical features that
the player has walked through is the total research points of a Walker.

If Walker A has a single type of fruit with 3 characteristics, a single animal with
3 other attributes and has a total of 4 recognisable areas, the total points to fully
research this walker would be 10. Filling in these 10 attributes in the diary means that
100 percentage of the Walker has been researched. However, with the exception of the
terrain, it is possible that the information entered is wrong. Thus, it could be the case
that you have investigated 100 percentage of a Walker, and yet you have only progressed
40 percentages correctly.
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3.5 Map interaction

The player can interact with the map in three ways. The first one, being the most
important one, is the creation of settlements. Once the investigation has reached the
“habitable” level, the player can select a place in the Walker and send its information
to his friends. Once the first citizens arrive, they can start asking for some favours.
The first ones will need mostly information about their new home. If the information
provided by your journal is correct, the population will rise rapidly, and there will be
plenty of food and materials for the player too. The second direct interaction comes
with the day/night cycle. Many events has different conditions, like the time of day,
using certain angle. . . The character can rest to change the time of day so there is no
need to wait the entire cycle before trying something. But there are some condition for
starting a campfire:

• It has to be a safe zone, so the player can’t camp anywhere. If the area is known
as a dangerous zone or it hasn’t been explored enough yet, it would be reckless to
camp there.

• The time will count as passed, so the character can’t be in the verge of dead or
too ill-fed.

During this campfires the player can try cooking some food, testing some new com-
binations or just known dishes. This also heals the

The third interaction with the map are the puzzles and dungeons. As the story
suggests, the Walkers are colossal beasts created and inhabited by humans for centuries.
The previous habitants carved and designed cameras and puzzles easy to resolve for
other humans. The objective of this barriers are to avoid animals or enemies to open
or make them useless. Investigating and solving this ancients structures can unlock
new information, new routes, new areas or even new tools for the player to use. The
mechanics of this tests are not complicated:

• - Movable objects: there are two types of movable objects. The largest ones can
be pushed over the floor. The small ones can be taken and carried, but only one
at a time.

• - Levers and buttons: the levers can make things happen, like turning a statue or
opening a gate. The buttons can be pressed by standing on them or putting a big
object over them.

• - Bow and arrow: the arrows can be used to cut ropes or interacting with wooden
objects. Like stopping a wooden wheel spinning for as long as the arrow can handle.

With this elements is possible to create many small riddles.
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3.6 Menu Flow and UI

3.6.1 Menus

There are two menus that the player can use during the game. The main menu is the
standard "pause", where the players can decide on technical specifications of their gaming
experience. It contains options for sound, graphics, controls and exit. When used, the
game freeze, and it is absolutely external to the immersion, something important because
the second game menu is not.

The second is the journal. This menu is, as commented previously, one of the most
important parts of the game. I have talked about two of its more important sections(the
map and the research), so now is time for the other half.

Inventory

In this section of the journal there is a grid with every material and object collected. Its
size is limited, so one it is full of objects it can storage nothing more. The player can
use them in different ways.

• Food:

– Consumed

– Discarded

– Equipped

• Materials:

– Selected to craft.

– Discarded

Food can only be cooked while resting or in a settlement, but can be crafted in the spot.

Discoveries

This is the information center. Every important detail is compiled here. This is where
the player can check on his on going quests, the story and every other important aspect
of the game.

• History: This section stores all the significant aspects of the story. Whenever the
player trigger an event or a makes progress in certain points, this menu gets new
pages with information about new discoveries. They are not necessary to have a
complete experience. They are just texts that adds flavor to the world-building.

• Journey: This part is a diary made by the protagonist about her story. If the player
gets lost at any time about what he did or doesn’t remember how the previous
story events ended, this section is there to help.
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day and the cycle of the Walker’s steps (the latter is automatically synchronised with
each environment). However, with the exception of the object icon, none of the other
elements remain on screen constantly.

This element appears during a fight to keep the player aware at all times of their
situation in a fight. When out of danger, none of the bars appear with two exceptions.
If the character does not have full health, it is necessary to constantly warn him that he
is missing health points. Likewise, if the player’s energy is below 30 percent it will also
appear as a reminder.

The reason why the equipped tool does not appear constantly is that the use of these
tools is not immediate. You cannot go through the whole process of using them unin-
tentionally. However, consumable items are used automatically when the corresponding
button is pressed, so is important to let the player know what object does he has "in the
chamber".

If the player wants to consult the time of day or any of his other attributes, he only
has to press the button that makes the whole interface appear on the screen momentarily.

The last on-screen UI element is the interaction element. When the player is within
reach of an interactable element, the symbol of the button that must be pressed to
perform this interaction will appear above it. These elements include characters, triggers
and collectables.

3.7 Visuals

For this project it was necessary for the player to be able to empathise with certain
aspects of the character and his adventure. Given the important weight of environmen-
tal awareness in the game’s story, creating a similar and recognisable environment with
real elements was very important. Choosing a more stylised design would have taken
the final result too far away from a possible real reference. I therefore chose an aes-
thetic that tended more towards photorealism and accepted a recreation of real natural
environments without creating a dissonance between the two.

I decided to use the free assets from the Unreal MarketPlace to recreate the world.
It is worth noting that it was not necessary to pay any money to access the visual tools I
used for the game. The characters and creatures are free of charge and fit the aesthetics
I was looking for. By saving time in the design of these elements, I have been able to
work faster on the project.

Lighting also comes into play here. While the environments are realistic and natural,
the lighting does not have to follow this line. It is possible to achieve really insinuating
images with lighting that occasionally borders on fantasy and is not always subject to
absolute realism. For this I use a fog tool that allows me to create unique and attractive
lighting in a simple and customisable way, allowing me to adapt it to the day and night
cycle.
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3.8 Artificial intelligence

The game’s artificial intelligence would focus on trying to simulate the behaviour of the
creatures that inhabit the Walkers. There would be two types of creatures: animals and
enemies. They are differentiated essentially by the role they play in the world. Animals,
as the word indicates, are creatures that live together and need to be related in some
way to the world around them. Enemies, on the other hand, are much more grotesque
creatures that only harm the player, and are humanoid figures.

Animals have a number of attributes that control their state, which is updated by a
simple decision tree. I have chosen this method because beasts rarely have to consider
the consequences of their actions. I have reduced the behaviour to eat, flee and rest.
Different attributes will decide how it will behave in each of these three states:

• Boss This feat is used to create a simple pack behaviour. Creatures that live
on their own will have no boss, while animals that goes in groups will have one
“lonely” boss that decides what the pack will do.

• Eating and resting zone This are coordinates in the game map. Whenever the
animal decides it wants to do any of those things, it travels to that location.

• Radio detection It has no direct impact in the decision making, but is important
for the behaviour of the beast. It determinates the area where creatures will be
taken in consideration.

• Lists of enemies and food Very self-explanatory. If the creature detects an instance
of and object that is in its enemy list, all it’s going to do is flee from the enemy.
In case it is looking for food, if it finds an instance of an object that is food for
it, it goes and eats it as soon as it’s not moving. Pack hunters will hunt the same
animal, just like real lion packs or wolf packs.

Enemies have a different and much simpler behaviour. They are lifeless creatures
that have no needs. They do not rest, they do not eat and they do not sleep. Also,
the only target of these creatures is the player, they will not attack other creatures.
They can have different attack patterns, so combat can be more interesting than against
simple beasts.

There are other parameters that creatures have in common, such as speed, hunger
level, attack damage, amount of life... These parameters are also taken into account
when making decisions. For example: the hunger level decreases over time. It is the
parameter that determines whether the animal is hungry or not. If it is below a certain
number, the animal’s speed, maximum health and damage are reduced. To finish with
the artificial intelligence, we should talk about the companion AI. This character would
go along with the player and help him in combat. Its behaviour is dictated by the player’s
commands, but its capabilities are equally dependent on its state, so the player must
attend its needs. Finally, as far as AI is concerned, at certain points in the game the
player will face unique combat challenges. These are commonly referred to as "bosses".
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Throughout the game there will be six major enemies to defeat with a variety of combat
styles.

3.9 Story

I would like to dedicate a whole section to the story of the game. The mission and the
adventure that takes place is one of the main elements. I mean a complete world and
story that is defined and brought to life by the mechanics. Along with this document,
I have included an appendix with a writing assignment on the different types of repre-
sentation that take part in the development of a game. Specifically, I have written in
book format the first chapters and the screenplay of two scenes of the game and a file
that collects the data of each main character. I have tried to ensure that the work of
invention, imagination and creation has been as precise as possible in order to extract
an equally complete and complex game design.
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4.1 Work Development and results

As far as the development of the project is concerned, the work could be divided into
two main sections. The first phase consisted of designing, inventing and schematizing
the game. Of course, the first thing there had to be was a world and a story. An idea.
As I have already explained, the main idea was clear. A living world that was interesting
and, moreover, literally alive. Many ideas were discarded. The first concept to be dis-
carded was "a world inside a monster". This idea came to me remembering an animated
series from my childhood about the functioning of the human body. Another source of
inspiration was the popular toy chain "Bionicle", in which the characters inhabited a
giant colossus and played the role of viruses and antibodies. This concept was discarded
for several reasons. The first was the claustrophobic feeling of a closed body, reducing
the value of adventure and freedom. Also, it could feel violent to walk around inside
a living beast. The second discarded idea was much closer to the current one. It was
a world in which people inhabited flying whales. All the islands would have the same
shape, and the communities would not be so isolated. The concept of equality meant
that the illusion of finding a new "island" did not generate much interest. Finally, the
idea of walking islands provided a much more interesting element. The movements of
the land were more abrupt and could lead to interactions with the environment itself.
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5.1 Conclusions

This has been a job I have enjoyed very much. And much more than others in the
degree. Since we started with the narrative and audiovisual production subjects, I fell
in love with the world-building process and written creation, as well as level design and
emerging narratives. Being able to carry out my own idea, even if it was only in outline
and concept, has been very satisfying. These months I have had health complications
that have prevented me from giving my best effort, and facing university internships at
the same time was not the best of ideas either. But still the joy has been at its peak.
Especially writing the screenplays. This degree has made me realise that my true passion
is writing and narrative design, and I hope to be able to work on it in the future. Until
that happens, I’ve definitely found the path I’ve been looking for. And I will always be
grateful to this project and this idea.

5.2 Future work

The future of this project is probably uncertain. I still have a lot to learn about Unreal
Engine, and it’s a very greedy challenge for just a pair of hands. But I don’t rule out
taking this story to the novel and working on the systems and mechanics I’ve devised
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separately. And maybe one day I’ll try to make the idea work again. I’ll start by writing
it out in full and enjoy the process.
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