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PURMHFW OYHUYLHZ

1. DeVcripWion
GKRVW NRWHV iV an inWeracWiYe, Zeb-baVed narraWiYe ZiWh elemenWV of mXVic prodXcWion,

filmmaking, and game deVign. The primar\ goal of WhiV projecW iV Wo illXVWraWe differenW WechniqXeV
and mXVic VW\leV emplo\ed b\ rock and alWernaWiYe mXVicianV in Whe UniWed SWaWeV. B\ XWili]ing
cXVWomi]able mXVic and elemenWV of mXVic prodXcWion, Whe projecW alVo inWrodXceV XVerV Wo Whe
proceVV of mXVic creaWion in Whe groXp VeWWing of a rock band.

The narraWiYe of Whe projecW pXWV XVerV inWo Whe role of a riVing WoXr manager Zho haV jXVW
been broXghW on Wo hoVW Whe ne[W WoXr of a m\VWerioXV, reclXViYe rockVWar ZiWh a VecreW idenWiW\.
HaYing jXVW gone off Whe grid, Whe mXVician WaVkV Whe XVer ZiWh rXnning Whe enWire prodXcWion b\
hiring neZ band memberV each VWep of Whe Za\.

ThoXgh Whe projecW pXWV Whe XVer in Whe role of a WoXr manager, Wheir WaVkV mighW
reVemble WhaW of a prodXcer or VongZriWer (and aW WimeV, an engineer or VWagehand). AW each
VWop of Whe WoXr, XVerV are preVenWed ZiWh a Vong Wo perform and mXVW chooVe a Vinger, gXiWariVW,
baVViVW, and drXmmer Wo fill oXW Whe band. DXring Whe performance, XVerV are jXdged on hoZ Zell
Whe\ are able Wo mi[ differenW VW\leV of mXVic and keep Xp ZiWh Wechnical difficXlWieV WhroXgh a
VerieV of mini gameV.

FLJXUH A: PXVLFLDQ VHOHFWLRQ VFUHHQ



2. Gamepla\
There iV one Vong per VeW, and foXr memberV in Whe band. AW Whe beginning of each

VhoZ, Whe XVer iV giYen a choice beWZeen Whree mXVicianV for each role of Whe band. DXring each
performance, Wechnical iVVXeV occXr WhaW force Whe XVer Wo mXlWi-WaVk and compleWe qXick Wime
eYenWV Zhile mainWaining a balanced mi[. InWerVperVed beWZeen each concerW VeqXence are
narraWiYe VceneV primaril\ driYen b\ diegeWic aXdio.

In fXWXre e[panVionV of Whe game, XVerV Zill geW a poVW-VhoZ rXndoZn of hoZ Zell Whe
band performed and hoZ mXch mone\ haV been earned for Whe ne[W VhoZ. The XVer¶V amoXnW
of VXcceVV Zill When deWermine Whe Vi]e of Whe YenXe Whe\ are able Wo pla\ on Whe ne[W VWop (a bar
iV Whe bare minimXm, a rock clXb iV moderaWe, and a VWadiXm iV Whe Wop Wier.)

FLJXUH B: FRQFHUW JDPHSOD\ VFUHHQ, ZLWK D TXLFN WLPH HYHQW SURPSW WR WKH ULJKW



3. SW\le
The YiVXal idenWiW\ of Whe graphical XVer inWerface reVembleV iWemV W\picall\ foXnd on

concerW WoXrV. MenXV, loading VcreenV, and oWher fXncWional elemenWV reVemble Vpra\-painWed
eqXipmenW caVeV Vimilar Wo ZhaW ZoXld be XVed Wo WranVporW an inVWrXmenW. ThiV YiVXal iV a large
parW of Whe idenWiW\ of Whe game, aV iW iV Whe primar\ YiVXal deYice WhaW WranViWionV Whe narraWiYe
from Vcene Wo Vcene.

FLJXUH C DQG D: VWDJH FUDWH WUDQVLWLRQ VHTXHQFH



4. Technolog\
GKRVW NRWHV ZaV creaWed in UniW\ 2019 and iV VcripWed in C#.

The final prodXcW iV aYailable aV a doZnloadable applicaWion for boWh
Mac and WindoZV, and a demo YerVion of Whe game XWili]eV Whe UniW\
WebGL frameZork Wo be pla\able in moVW modern broZVerV. All aXdio
ZaV recorded and mi[ed in AbleWon LiYe, maVWered in iZoWope O]one,
and compreVVed for loZer laWenc\ in Adobe AXdiWion. 2D YiVXalV and UI
elemenWV Zere creaWed XVing Adobe PhoWoVhop and IllXVWraWor. The 3D
mi[er aVVeW ZaV creaWed in Blender and all 3D VceneV Zere arranged
and rendered in Adobe DimenVion. See crediWV for Vpecific aVVeWV and
librarieV XVed.

FLJXUH E: DSSOLFDWLRQ LFRQ

FLJXUH F: IXOO\ FXVWRP 3D PL[HU DVVHW, DV VKRZQ LQ WXWRULDO



5. TargeW AXdience
The primar\ aXdience for WhiV projecW iV millennial-aged XVerV Zho ma\ haYe enjo\ed

gameV like GXiWar Hero and Rock Band in Whe paVW and Zho are inWereVWed in Whe
behind-Whe-VceneV aVpecW of Whe mXVic indXVWr\. The\ are creaWiYe, cXrioXV, WaVk-orienWed, and
ma\ be deVcribed aV an aXdiWor\ learner.

FLJXUH G: SULPDU\ DXGLHQFH XVHU SHUVRQD



6. ProjecW Timeline
ThiV projecW officiall\ began in JanXar\ of 2021, bXW Whe premiVe ZaV conceiYed aV earl\

aV 2017. Pre-prodXcWion Wook place from JanXar\ Wo FebrXar\, ZiWh VWor\ elemenWV, arW VW\le
e[ploraWion, and mXVic coordinaWion being Whe primar\ focXV. The prodXcWion phaVe ZaV
compleWed in March and VaZ Whe creaWion of one fXll\ cXVWom 3D aVVeW (Whe aXdio mi[er), all
Vcene backgroXndV, and moVW YoiceoYer Zork. The deYelopmenW phaVe Vpanned Whe remainder
of March inWo April and inclXded all Wechnical bXilding of Whe app, aV Zell aV Whe XVer WeVW proceVV
and VXbVeqXenW refinemenWV. BeloZ iV a roXgh breakdoZn of Zeekl\ accompliVhmenWV:

WHHN RI JaQXaU\ 18 Ɣ PropoVal VXbmiWWed and approYed

WHHN RI JaQXaU\ 25 Ɣ ArWifacW creaWed: XVer perVona

WHHN RI FHbUXaU\ 1 Ɣ ArWifacW creaWed: conWenW inYenWor\
Ɣ ReVearch joXrnal VWarWed

WHHN RI FHbUXaU\ 8 Ɣ ArWifacW creaWed: narraWiYe map
Ɣ ArWifacW creaWed: narraWiYe VcripW

WHHN RI FHbUXaU\ 15 Ɣ ArWifacW creaWed: VWor\board
Ɣ CompleWed liVW of mXVicianV, began

conWacWing proceVV
Ɣ FirVW YoiceoYer VeVVion, roXgh drafW of

Vcene one compleWe

WHHN RI FHbUXaU\ 22 Ɣ CoordinaWed mXVicianV

WHHN RI MaUFK 1 Ɣ ArWifacW creaWed: mood board and VW\le
gXide

Ɣ ArWifacW creaWed: logo animaWion

WHHN RI MaUFK 8 Ɣ Began prodXcWion of mi[er aVVeW
Ɣ CreaWed firVW proWoW\pe, a Vimple VeW of

UI VliderV conWrolling aXdio

WHHN RI MaUFK 15 Ɣ MXVic demoV finali]ed, VenW Wo arWiVWV

WHHN RI MaUFK 22 Ɣ CompleWion of mi[er aVVeW

WHHN RI MaUFK 29 Ɣ All aVVeWV compleWe

WHHN RI ASULO 5 Ɣ Pla\able proWoW\pe deYeloped
Ɣ FirVW roXnd of XVer WeVWV compleWed

WHHN RI ASULO 12 Ɣ Second roXnd of XVer WeVWV compleWed
Ɣ RefinemenWV implemenWed

WHHN RI ASULO 19 Ɣ ArWifacW creaWed: XVer WeVW reporW
Ɣ Final bXild of game deliYered



7. ModificaWionV
GKRVW NRWHV began aV a VWricWl\ Zeb-baVed e[perience bXW ZaV VhifWed Wo a

doZnloadable WiWle Zhen iW became clear WhaW limiWaWionV of Whe UniW\ WebGL frameZork ZoXld
preYenW Whe end XVer from e[periencing Whe projecW aV inWended. Three concerW VeqXenceV Zere
originall\ planned, bXW VchedXling conflicWV ZiWh inYolYed mXVicianV preYenWed addiWional
recordingV Wo be collecWed. Of Whe Vi[ remaining VongV from WheVe WZo Vcrapped concerWV, WZo
VongV Zere repXrpoVed aV backgroXnd mXVic for Whe main menX Vcreen and Whe crediWV
VeqXence.

FLJXUH H: PDLQ PHQX VFUHHQ



PURMHFW DHOLYHUabOH
A digiWal doZnload of Whe game iV aYailable aW 3enjohnVon.com/ghoVWnoWeV.hWml for boWh

Mac and WindoZV plaWformV. A Zeb-baVed ³liWe´ demo YerVion of Whe game Zill alVo be aYailable
in Whe near fXWXre and Zill be hoVWed on Whe Vame page. ThiV projecW haV been WeVWed on a
nXmber of compXWerV and VhoXld Zork on moVW modern machineV. IW iV recommended WhaW Whe
game be pla\ed ZiWhoXW an\ programV rXnning in Whe backgroXnd Wo cXW doZn on poVVible lag. IW
iV alVo VXggeVWed WhaW Whe game be pla\ed ZiWh headphoneV if poVVible.

RHVHaUFK

1. InflXence JoXrnal
AW Whe beginning of Whe pre-prodXcWion proceVV, a reVearch joXrnal ZaV creaWed Wo keep

Wrack of deVign inVpiraWion and poVVible inflXenceV. A WoWal of eighW releYanW and Xnfamiliar Yideo
gameV Zere e[perienced and anal\]ed. The liVW iV aV folloZV:

1. DJ Hero (FreeSW\leGameV, 2009)
2. QXeVW For Fame (VirWXal MXVic EnWerWainmenW, 1995)
3. GXiWar Hero: On ToXr (VicarioXV ViVionV, 2009)
4. Lego Rock Band (Harmoni[, 2009)
5. Rock ReYolXWion (HB SWXdioV, 2008)
6. GXiWar Hero: WarriorV of Rock (NeYerVofW, 2010)
7. AmpliWXde (Harmoni[, 2003)
8. Parappa The Rapper (NanaOn-Sha, 1996)

NRWH: FXVHU (HDUPRQL[, 2020) ZDV DOVR DQDO\]HG EXW LV H[FOXGHG IURP WKLV OLVW DV LW ZDV QRW IXOO\
H[SHULHQFHG

2. IniWial daWa collecWion
ThroXghoXW Whe earl\ VWageV of Whe pre-prodXcWion proceVV, VXrYe\ formV and informal

inWerYieZV Zere condXcWed Wo enVXre aeVWheWicV VXch aV Vong prodXcWion and UI imager\
VXcceVVfXll\ conYe\ed Whe appropriaWe Wime period and genre.

3. UVer WeVW
In Whe final VWageV of deYelopmenW, foXr XVer WeVW VeVVionV Zere condXcWed baVed on a

Vimplified YerVion of Whe game. The pXrpoVe of WheVe WeVWV ZaV Wo gaXge iniWial reacWion Wo Whe
XVer inWerface and collecW opinionV on Whe WXWorial Vcene. UVerV Zere able Wo pla\ a Zeb-hoVWed
YerVion of Whe game and parWicipaWe in a remoWe VeVVion Yia Zoom aV WhiV proceVV Wook place
dXring Whe CoYid-19 pandemic.

Feedback from WheVe VeVVionV inflXenced a reZriWe of Whe WXWorial VeqXence, ZiWh Whe
cXrrenW YerVion noZ XWili]ing daWa chXnking meWhodV and a handV-on Wrial VWage Wo beWWer
eVWabliVh game mechanicV and enhance clariW\.



PURFHVV DRFXPHQWaWLRQ

1. AXdio

FLJXUH I: AEOHWRQ LLYH VHVVLRQ IRU ILUVW VRQJ GHPR

FLJXUH J: ILQDO AEOHWRQ LLYH VHVVLRQ, LQFOXGLQJ DOO YRLFHRYHU FXHV



2. ViVXalV

FLJXUH K: PRRG ERDUG DQG VW\OH JXLGH, FUHDWHG LQ PKRWRVKRS



FLJXUH L, M, N: ORJR LWHUDWLRQV. SW\OHG IURP SDVWLQJ PDJD]LQH FOLSSLQJV WRJHWKHU, WR UHSUHVHQW WKH
FRPLQJ WRJHWKHU RI GLIIHUHQW JHQUHV DQG VW\OHV. CUHDWHG LQ PKRWRVKRS DQG IOOXVWUDWRU



3. Game DeYelopmenW

FLJXUH O: HDUO\ JDPHSOD\ SURWRW\SH LQ UQLW\

FLJXUH P: HDUO\ QDUUDWLYH SURWRW\SH LQ UQLW\, ZLWK IRRWDJH HGLWHG LQ PUHPLHUH



FLJXUH Q: VWUXFWXUDO ZLUHIUDPH IRU DXGLR PL[HU FUHDWHG LQ BOHQGHU

FLJXUH R: WH[WXUH PDS, ILUVW GUDIW LQ BOHQGHU



FLJXUH S DQG T: ILUVW LWHUDWLRQV RI QDUUDWLYH VFHQHV, UHQGHUHG LQ AGREH DLPHQVLRQ



FLJXUH U: C# FRGH VQLSSHW IURP ³CKDQJHMXVLFLDQV.FV,´ ZKLFK ORDGV LQ D GLIIHUHQW DXGLR WUDFN
GHSHQGLQJ RQ ZKDW PXVLFLDQ D XVHU FKRRVHV.



4. SWor\ ProdXcWion

FLJXUH V: LQLWLDO VWRU\ERDUG

FLJXUH :: QDUUDWLYH PDS



FLJXUH ;: WXWRULDO VFULSW, GUDIW IRXU YV. FLJXUH <: GUDIW VL[ UHZULWH



RHIOHFWLRQ
I haYe ZanWed Wo creaWe a projecW WhaW incorporaWeV mXVic inWo an inWeracWiYe narraWiYe for

qXiWe Vome Wime, and I feel WhaW GKRVW NRWHV haV alloZed me Wo do WhaW in a meaningfXl Za\.
There ZaV a biW of a learning cXrYe aW firVW dXe Wo m\ XnfamiliariW\ ZiWh Whe UniW\ engine, bXW
once I goW inWo Whe creaWiYe proceVV I belieYe I ZaV able Wo XVe Whe Wool effecWiYel\. OYerall I feel I
haYe creaWed a VXcceVVfXl projecW WhaW I am Yer\ proXd of.

One iVVXe I dealW ZiWh ZaV WhaW a loW of m\ projecW ZaV conWingenW on Whe VchedXleV of
oWher mXVicianV. I had VeYeral arWiVWV and managerV e[preVV inWereVW in Whe projecW, bXW onl\ a
Vmall nXmber Zere acWXall\ able Wo VXbmiW maWerialV for Whe final projecW. ThoXgh I had
VomeZhaW planned for WhiV and oYercompenVaWed in Whe nXmber of arWiVWV I iniWiall\ conWacWed, I
noZ knoZ WhaW WhiV ZaV noW enoXgh and iW ZoXld be imporWanW Wo conWacW eYen more arWiVWV if I
Zere Wo recrXiW for an\ fXWXre projecWV.

In WermV of Whe coding archiWecWXre, I belieYe m\ compXWer Vcience backgroXnd prepared
me Wo fXll\ Whink WhroXgh hoZ each Vcene and feaWXre ZoXld Zork before I ZroWe a Vingle VcripW.
HoZeYer, aW WimeV I felW WhiV ZaV alVo a hindrance aV I began oYerWhinking Vimple VolXWionV. For
e[ample, in a laWer bXild of Whe game I encoXnWered a bXg Zhere Whe indiYidXal inVWrXmenW WrackV
became oXW of V\nc caXVing pla\back Wo be jarring and borderline XnliVWenable. I began
VkeWching oXW ideaV on hoZ Wo oYercome WhiV iVVXe, and aW one poinW I had WhoXghW WhroXgh a
VcripW WhaW ZoXld Zork aV a ³VWem manager´ and conVWanWl\ load VecWionV of a Vong on pla\back.

ThiV ZaV all XnneceVVaril\ complicaWed WhoXgh, aV a feZ Zeb VearcheV reYealed a beWWer
VWraWeg\: Wime Vample managemenW. The VolXWion WhaW I implemenWed (and ZhaW iV VWill a large
parW of Whe aXdio engine in Whe final bXild) iV a fXncWion WhaW iniWiali]eV one of Whe inVWrXmenW
WrackV and immediaWel\ VeWV all oWher WrackV Wo Whe Vame Vample raWe and beginV pla\ing all
aXdio aW Whe Vame Wime. ThiV alloZV for Whe aXdio Wo VWarW and remain in V\nc, aV Whe pla\
fXncWion iV noW relianW on Zhen Whe aVVeW loadV inWo Whe Vcene. ThiV cXW doZn on load WimeV aV
Zell, aV Whe Vcene compiler iV noZ able Wo load all non-aXdio aVVeWV before VWarW and pXll in all
aXdio fileV once Whe Vcene beginV.

I alVo learned a loW aboXW game deVign dXring WhiV projecW. When condXcWing XVer WeVWV
ZiWh Whe firVW iWeraWion of Whe WXWorial Vcreen, I ZaV able Wo gain inVighW inWo hoZ a W\pical XVer
YieZed a VeqXence WhaW I coordinaWed. ThoXgh cerWain aVpecWV made VenVe Wo me, Whe\ didn¶W
alZa\V WranVlaWe. In Whe implemenWaWion of Whe Vecond YerVion of WhiV Vcene, I Wried Wo baVe m\
deciVionV more on ZhaW I obVerYed in WheVe XVer WeVWV and I belieYe WhaW haV made iW more
VXcceVVfXl.

ThroXghoXW WhiV enWire proceVV, I belieYe I haYe become more XVer-cenWered aV a
deVigner. ThoXgh Whe WXWorial VeqXence iV a clear-cXW caVe of inflXence coming from a Vpecific
VoXrce of feedback, I alVo inWegraWed Vome changeV WhaW I felW Zere more XVer-friendl\ deVpiWe
noW hearing WhaW Vpecific preference in an\ ZriWWen or Yerbal feedback.

A good e[ample of WhiV iV m\ remoYal of cerWain game mechanicV WhaW ZoXld penali]e
Whe pla\er for mi[ing in an XnconYenWional Za\ (i.e. drXmV mXch loXder Whan YocalV, baVV
oYerpoZering gXiWar eWc.) M\ reaVoning for WhiV change iV acWXall\ qXiWe Vimple: people mi[ aXdio
differenWl\. ThoXgh I haYe knoZn WhiV facW Vince I ZaV a mXVic prodXcWion VWXdenW, Whe XVer WeVW
VeVVionV Volidified WhiV facW Wo me.

ThoXgh Whe ³correcW´ Za\ Wo mi[ inYolYeV eYer\Whing being VomeZhaW eqXal, I decided
noW Wo prioriWi]e WhiV becaXVe I Vee Whe YalXe in alloZing XVerV Wo e[perimenW and decide ZhaW
VoXndV good Wo Whem. I belieYe WhiV iV Whe core of ZhaW makeV GhoVW NoWeV Vpecial; iW¶V Whe
opporWXniW\ Wo cXVWomi]e Whe VoXrce maWerial inWo VomeWhing Whe XVer ZanWV Wo hear, ZheWher iW¶V
a baVV-onl\ mi[ or a heaY\ meWal gXiWariVW pla\ing ZiWh a VoXl mXVician.



CUHGLWV
SRIWZaUH UVHG
UniW\, Blender, AbleWon LiYe, iZoWope O]one, PhoWoVhop, Premiere Pro, IllXVWraWor, Adobe
DimenVion, AWom, ViVXal SWXdio, Zoom

WULWWHQ/DLUHFWHG/PURGXFHG b\
MXVLF aQG L\ULFV b\
Ben JohnVon

CaVW
WLOO MLOOHU DaYeed Shannon
GKRVW NRWHV Ben JohnVon
SWaJH MaQaJHU MaWW Harrell

³EQULTXH´ gXiWar Wrack performed b\ EnriqXe JXaregXi
³CKLGL´ baVV Wrack performed b\ CharleV Chidi
³IWXQX´ drXm Wrack performed b\ IWXnX Joe
All addiWional WrackV performed b\ Ben JohnVon

AXGLR ML[HU 3D AVVHW
modeled ZiWh John Valle

BHWa THVWHUV
Reed Pake
Wen GXo
Brianna BoXcher

UVabLOLW\ aQG DHVLJQ FHHGbaFN
Qian XX
T¶Ke\a DaY\
Carol Ann Frida\
Al\nda PraWW
Chandler ColcloXgh
Michael Bo\d
JaVmine SimmonV
Meagan ChalmerV
William Moner
Jeffre\ CXllen-Dean
JXan Ho Hernande]
OliYia JameV

IQWHUSROaWHV CRQFHSWV aQG
CRGH AUFKLWHFWXUH IURP
John French
Bracke\V
UniW\ Learn
Comp-3 InWeracWiYe



JaVon Weimann
Simmer.io

UQLW\ EIIHFWV aQG E[WHQVLRQV
³LighW Ra\V 2D´ b\ Andrii
³3D MXVic ViVXali]er´ b\ Bad Raccoon
³UniW\ UI E[WenVionV´ b\ The UniW\ UI E[WenVionV ProjecW

2D AVVHWV (PRVW aYaLOabOH RQ AGRbH SWRFN)
"heaYen, VXnVeW oYer Whe cloXdV 3D rendering´ b\ XVWaV
"DXVW and VcraWcheV deVign, black abVWracW backgroXnd´ b\ golXboY\
³AircrafW ZindoZV´ b\ TarWila
³Paper Te[WXre 03´ b\ BLKMARKET
³Te[WXred plaVWic backgroXnd´ b\ UnkaV PhoWo
³AdheViYe Wape´ b\ picVfiYe
³Lock´ b\ Adrien CoqXeW
"INNATE Logo´ b\ NaWalie Oldani
³Don¶W ForgeW Wo SXbVcribe´ b\ Meg Boericke
³Leaf Logo´ b\ Madeleine Horrell
³Herd Logo´ b\ MaWW Harrell

3D AVVHWV (aYaLOabOH RQ AGRbH SWRFN aQG TXUbRVTXLG)
³Walkie Talkie´ b\ Bill\ ReiWer
³HeadphoneV´ b\ Wolfgang Biebach
³Bare meWal ZaYed plaWeV maWerial´ b\ SXbVWance SoXrce
"MeVh penholder ZiWh office acceVVorieV´ b\ HQ3DMOD
³ClaVVic pen" b\ DmiWrii IVpolaWoY
³SWaWioner\ paperV´ b\ Adobe
³CompacW aXdio caVVeWWe´ b\ FranceVco MilaneVe
³Telephone Office´ b\ Adobe
³VinWage radio´ b\ SWeYe GonopolVk\
³Office deVk´ b\ MarcXV
³Drink can´ b\ Adobe
³NoWepad´ b\ Adobe
³3D FlighWcaVe´ b\ reVl


