[bookmark: _d14jcml7him9]individual summary
[bookmark: _ivr1uaru0vob]What is the game?
Our game is a cat simulator. In this game, you are a cat living in a small town. To survive, you need to collect resources in the village for your daily needs (water and food). You can visit different places, like the bar, garbage facility, farm, or people’s houses. Every time you visit a place, an event happens. You can make your choice, and it affects your stats.
Events happen with time changes. For example, during the daytime, some people leave for work, so you can sneak into their house looking for food. At night, the bar is full of people, if you visit the bar, because they are so busy, you might have more chances to get useful items. 
When visiting different people’s houses, the player might run into quests. The quests depend on player’s stats. Completing the quests player not only can get resources in return but also can increase the corresponding reputation or liking value to that person. People have separated reputation systems, but the stat of reputation is hidden from the player. However, reputation affects the content of quests and events, also the items you can gain from events and quests. Thus, the player can know the current reputation stat without the number are exactly indicated.
There’s a time system in the game. To balance stats in the game, time management is important, as well. In other words, in the game, every day, you have limited time for collecting resources. Usually, the cat needs to sleep at 22:00 and would get up at 10:00. At the end of the day, all the stats decrease a fixed amount. However, if you stay awake after 22:00, extra points will be deducted from your stats. If you stay up late to 2:00, you would wake up at 18:00 next day and with additional point deduction as the punishment. Besides, when the player does a certain kind of action enough times, he will get a skill related to the action. For instance, when the player searches the garbage bin five times, he will get a skill to let him get food from the garbage bin easier.
[bookmark: _e2ytd8h8mkx4]What was your process?
Firstly, we wanted to make resource management and survival game, so we came up with the idea from the spreadsheet cat game. The second thing we did is focusing on how to make the game different from the spreadsheet game. Thus, we added numerous factors to this new game. 
1)  We wanted a cat! A real cat!! Well, not a real cat, but at least a 3D cat. Thus, we decided we were going to make a 3D game. It could make our new cat game at least looks different from the spreadsheet game.
2)  In the new game, we put more focus on survival. To evaluate survival, we added a day/night system to indicate how long the cat lived, also put time as a resource management factor that the player needs to consider.
3)  We sketched a map with different locations where the cat can gain resources. In the first place, we designed there are only one or two locations that the cat can access, with the growth of its stats, more locations unlock. However, because of the time limitation, we discarded the map unlock part.
4)  To enrich the story of the game. We assumed the cat lives alone in a small town, and assign each location a role like a bar, garbage facility, farm, and people living area. We added events into each location. Each location has individual events and quests and resources. Events and quests affect the cat stats, and it causes emergence, which fitted for this assignment. Thus, we kept them.
5)  We wanted to add a breeding system to make the game more like a real-world survival. (too much work, discarded) With time grows, the cat will have its baby. Thus, the main goal for the player is not only feeding itself but also its little kitty. Therefore to provide more methods to the player to survive, we added a skill system. Higher skills can let the cat gain better items. Although we abandoned the breeding system, we think the skill system is pretty cool, so we kept it.
[bookmark: _u7cjbog95ktn]What was your individual contribution?
[bookmark: _s10r2cc5p5p1]During the brainstorm and design
[bookmark: _ehys0fovqptm](the thing we changed, the thing we delete, the thing I regret)
One element we emphasize multiple times during our designing is kitten. Which never appears in the final version. The game was supposed to be divided into three parts: Residential area(where all the human lives), entertainment area(bar and restaurant), and the farm area. Those three parts will be unlocked one by one through the gameplay. The player only able to explore the residential area, the skill system will be unlocked after 5days. At that time, the second area: entertainment area will be unlocked. The kitten will appear on the 10’s day and the farm area will be unlocked. I learn to design the map like this by <subnautica> which is a surviving game that I mentioned in the analysis system assignment. The cat game actually likes an open-world RPG with surviving elements, I was decided to control the player’s action like <subnautica> did. But the map was way small to call it “open world”. So we delete that function(which I don’t know it makes game weather get better or worse). 
About kitten: the player can give birth to kitten after 10days, and after 15days, one of the kittens will replace your original cat and become new cat player play. Some of the skills and states will inherit, and some of them will change. Kitten system and unlock area system will keep changing the player’s experience while they are playing the game. Especially after the kitten comes out. But you can see, we delete them all because we lack time. The game’s goal will change after the kitten system is unlocked: from keeping yourself alive to raise a cat. I learn this 
“Multiable goal” design from the economy design assignment that some times a game should have more than one goal to keep the game away from boring.
[bookmark: _wjyfxr3ha4fe]What happens during development
[bookmark: _odwiqu6866pv](Now I see why it’s hard to make an open-world RPG game)
I’m the designer in this game.
Summary for one sentence: I designed and finished the event system and reputation system.
Thanks to our programmer, they build a system that allows me to write the entire special event system in the spreadsheet. The idea is the programmer provides different triggers that allow me to use them in the spreadsheet by using some code. And as you can see, it actually works. Besides I need to write every event and trigger. It’s a good way to finish one game because leave all the special events for designers will make programmers focus on codding. 

Please check this link. And the “result” ”events” part. (actually, I finished all the sheet )
https://drive.google.com/file/d/1HgZs_vl0V_oC0y3vV2WMfW2iP5p6Mpgk/view?usp=sharing
I will give an introduction to the spreadsheet: 
Item: this part is every item that player can find in the game. As you can see: there are six different levels of the items. The first levels mean they have a negative effect. The second level has a less negative effect than the first level item. The negative effect is removed at the third level.  The sanity and drink point provide is growing begin at level3. The level6 is a special level that all items at that level need the skill to open.
Skill: we use three different numbers to manage the growth of the player’s choice. And the player will get a skill when the player’s cute/survive/intelligence point reaches 25/50/75.
Event trigger: this part control what event happens in a different reputation and different times.
Event: house ID will control the place that triggers the events. The option ID is the options include in the events. 
Option: options that players can choose.
Result: result is the part I work hard, every result that player chooses will trigger some results, like get some items and some states will changes.
Result trigger: some results will appear only after player gets some skills.

Every human in the game has a reputation. When the player’s reputation changes, the event and the option also changes. That’s the reason why I write over 200 results in the game. I want to design a game that players can actually feel the peoples are changing. But when I’m actually going to do it, I find it’s hard. I need to write a lot of events and options, even under the conditions that half of them won’t be discovered by players(because of player can only choose eighter to be a good cat or a bad one).


[bookmark: _kry14ropa3kh]Playtest (do we have playtest?)
No, there is no time for playtesting by others. We are even fixing bugs during the time MJ is playing other games. We playtest a lot on our own during our development.
And I think this is the reason why the game has so many problems. I wrote the following words before, but I’m going write them down one more time: playtest inside is more like play-debug, they are not playtesting.
[bookmark: _cv83x5584bx6]How do you feel about system games?
System games are time blackhole. Just check the game I played for more than 100 hours: <Factorio>,<Hearts of Iron>,<Civilization>,<subnautica> and <Two Point Hospital>. And the game worth play for over 1000hours:<rimworld>. 
Of cause I love these games and I want to create one. Those games have one thing in common: they provide intriguing systems and allow players to do anything in the system. That’s one of the designs I want to show in the cat game: designers create the system and players play in it, players choose the way they like to play and players create their own stories.
I enjoy playing them, but it’s really hard to make one. And it’s hard to make one, that the system can’t be too complex or too easy(I suppose). 






