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Overview 
This document highlights the work I completed 
during the production phase of the platform/indie 
game ‘Panda Palate’. The production phase of the 
project went really well. I completed everything I 
planned to do and more which will be seen later in 
this document. The UI is consistent throughout the 
game and the feedback I have had from lecturers 
has been brilliant. This was sometimes critical, but 
that’s because some of the UI elements for 
example the icons could have been better. Week 
after week the UI began to take shape through 
feedback.

This document will highlight all of the elements 
individually and show some of the work and 
iterations that each element went through to reach 
the way it looks now. 

There are elements of the UI that still need small 
changes but this is something I will do when I have 
time during the PS4 project. I feel my 2D attributes 
have improved massively over the course of this 
project and I feel like my 2D abilities are in a good 
place, but there is always room for improvement. 
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Title
The title hasn’t been through many changes. 
There was a point where we thought we might 
change the title, but this was squashed pretty 
quickly. The suggested change of title came 
about when we decided to change a 
fundamental game-play mechanic. When one 
of the lecturers was testing the game they 
came across a bug which made the jump button 
stick this meant the character would 
continuously jump. To cut a long story short 
Zuby loved it and suggested we add that 
mechanic into the game, so after some 
deliberation we decided to go ahead with the 
change. This then meant the focus of the game 
had changed and a possible change to the title 
would be needed to match this change. This 
would of created a lot of work for myself and a 
whole revamp of the ‘Main Menu’ late on in 
the project, so we decided to keep the original 
title which meant I didn’t have to create a new 
‘Main Menu’.
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Final Title
The final title can be seen of the right 
with its corresponding color pallet 
there are small changes to the 
contrast of the colors that make the 
tile more visually striking. The 
amount of stoke on the title has 
been increased. The font which is 
‘Crystals Universe’ is the font being 
used. I think its clear to see that the 
clarity and crisp edges and colors are 
far better than they were before and 
the small changes have made an 
impressive difference.
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Main Menu 
Concept 

Reminder
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Main Menu

The Main Menu has developed 
into something I am very happy 
with. In the previous slide I gave 
the reader a recap of what my 
final concept of the Main Menu 
looked like at the end of pre-
production. We have kept the 
fundamentals of that screen this 
being the oven top, pans and 
food. This has been redesigned 
and refined. Khoa the main 
character has been added. A 
geometric curvy background has 
been added to give the vibrant 
Stevens Universe feel. The 
buttons have been rounded and 
refined and the color consistency 
works cohesively with the ‘Main 
Menu’ background art. Some of 
the elements of this screens
assets were created by other 
people for example Khoa and the 
sausages and background was 
created by Charlotte. 
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Main Menu Buttons
All the buttons within the game use the same process to 
create them. I started with the Grid.psd which was provided 
by the business members of the team. I worked on a basis of 
multiples of 2. for example the settings button is 2x2 the 
start button is 3x6 at it’s tallest and longest point. This was 
just something I found worked and wasn’t something that 
was set in stone by anyone in the team. The idea of having 
‘Idle’ and ‘Pressed’ versions of the buttons was key in the 
development process. This was due to the fact there had to 
be a level of visual feedback to the player and without that 
the player wouldn’t know if they were pressing the button or 
not. Also it’s satisfying to press buttons and having a visual 
representation of the button pressing under the player press 
was important. All buttons were created using the blending 
options on the layer in Photoshop. For example I added a 
stroke and a bevel to a ellipse. This gave the button a level of 
3D visualization but it still didn’t feel finished so I created a 
clipping mask and added a fine shadow under the button to 
give it that little bit extra. All icons used are from 
preproduction and have been refined in Illustrator. 
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Main Menu 
Improvements? 

Feedback from user testing has brought up an issue the user 
testers thought they could interact with the pans which isn’t the 
case. It also took some time for the user to realize what they 
could and couldn’t interact with on the ‘Main Menu’. Suggestions 
for fixes are as follows; we could add a layer behind the ‘Start’ 
and ‘Options’ buttons which would allow us to add a glow. This 
could also be done by adding a white larger ellipse behind the 
‘Start’ button and then by fading it in and out it would look like a 
glowing effect behind the button. This would in turn clearly 
highlight to the player what was interactable on this screen. Jake 
Gumbleton also suggested we could add some glows in the 
background for example where the radiant glow behind the 
spoon is we could add a glow effect to this to change the ‘Main 
Menu’ from a stationary screen to something that is moving.
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Options 
Concept 

Reminder
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This is the final concept for the options screen. The idea at this stage was to include 
2 sliders for SFX & Music an ‘on’ and ‘off’ switch for vibration and then a confirm 
and decline button at the bottom. Some of this didn’t make it into the final options 
screen because it wasn’t needed in the end. For example the vibration button was 
not needed. Similarly with the confirm and decline buttons.



Options Screen

The ‘Options’ screen which is in the game can be seen in the background. It’s 
clear comparing the concept screen to this screen there has been quite a few 
changes. For example the box now has curved edges with a larger stroke, the 
Stevens Universe art style is very curvy and the concept was slight to sharp. 
The text at the top of the menu is now raised above the box. The sliders have 
changed slightly for example the buttons have been refined and now look 
more crisp and more like buttons. The spacing between the sliders has been 
increased. There was an issue when testing where they were placed slightly 
to close to each other which would effect the player being able to click each 
slider. Instead of text we have gone with Icons for Music and SFX. This is due 
to the rest of the game being very visual and the limited text throughout the 
game made the consistency be effected by this. The ‘Options’ menu is 
effectively an overlay so it overlays the previous screen. To make it clear that 
the player has entered a new screen the previous screen has been masked 
out and there has been a glow effect added behind the menu. The player can 
exit this screen by clicking on the resume button in the top left.
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Sliders & Buttons

All the buttons in the ‘Options’ screen can be seen on the 
right, we have the two sliders an idle slider button and a 
pressed version. Similarly with the ‘resume’ button. Creating 
the idle and pressed versions of the buttons was extremely 
simple. Once I had created the idle button all I had to do was  
removed the bevel effects and the shadow clipping mask. I 
then changed the color of the button to a slightly darker 
orange. I then changed the opacity of the icon to 60% and 
then saved the buttons to the size that was required. All the 
icons for these buttons are identical and the reusability of a 
simple arrow was surprising. All I had to do is rescale the 
icon, this was pretty simple as I created the arrow icon in 
Illustrator and because it was vectored and a smart object it 
didn’t pixelate. By this point I was becoming more 
comfortable with the style of the UI and was becoming more 
confident with my 2D abilities. 
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Possible Changes

During the sprint review on the 7th of December there 
was a few suggested changes that could be implemented 
for this screen. The lecturers highlighted that they felt 
the top slider was a master volume control when this 
isn’t the case it’s suppose to represent SFX. The bottom 
Icon which represents Music within the game does in 
fact control the music within the game but the lecturers 
felt that the icons could be represented differently. Zuby
suggested possibly just having text instead of icons. I 
then told him that the whole game is very visual and 
there is a limited amounts of text throughout so I would 
prefer to have icons. He then suggested having the top 
icon with the speaker but instead of having curves 
getting bigger coming out of it having a zig zag line 
representing sound effects and not master volume. Also
he suggested having the music icon coming out of a 
speaker for the bottom icon.
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Credits Screen 
One
The credits uses a background image created by 
charlotte. The credits will be accessed by the 
player from the ‘Main Menu’ The background 
images of the ‘Main Menu’ uses the same as the 
credits screen this was a decision that made sense 
because the player would access the credits from 
the main menu. We wanted the art work to be 
consistent and similar to the main menu. 

In this screen all the members of the team have 
been included from the business student through 
to artists. I have also had to include some 
commendations for the people we obtained the 
music from. This is something that is required by 
anyone who uses their music. The buttons seen on 
this screen are just placeholder buttons. This could 
represent what the credits screen might look like 
when its in game. I'm planning on reusing the back 
button which is currently on the Region & Level 
select screens, this would take the player out of 
the credits. The arrow seen in the bottom right of 
the screen would allow the player to navigate 
through the 2 pages of credits. This icon/button 
could either be flat or be a button similarly to the 
back button above it. The likelihood is that this will 
be a button which would keep the consistency.
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Credits Screen 
Two
The second screen of the credits page gives 
thanks to the people that helped us with 
Panda Palate. For example all the lecturers and 
then some of our fellow students that offered 
to help with some aspects for example Tomos
helped with some of the animations. The 
transition through both pages is possible by 
the inclusion of a simple arrow button. The 
player can exit the credits screen by clicking 
the back button at the top of the screen. 

At this stage the Credits isn’t currently in game 
but I have created the images for the credits 
pages to be added into the game. I will also 
need to make a button which I have already 
been thinking about. Previous Gamer Camp 
games have gone with an ‘I’ as the icon for the 
button, so this is the route I'm going to go 
down. The button will be placed somewhere 
on the Main Menu more than likely in one of 
the corners. A square button similar to the 
‘Options’ button is probably the best choice as 
this will keep the buttons consistent on the 
‘Main Menu’.
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Loading Screen

The loading screen Is very simple containing little to no information. The load 
times within our game were expected to be around 3 seconds. This was 
confirmed to me by the coders. The idea of having any information on the 
loading screen is not necessary and would be frustrating to the players. They 
would start reading the information and before they could finish the screen 
would be gone. This could then make the player feel like they had missed 
something important. The idea was to just have a simple screen with loading 
in the bottom right corner. The screen hasn’t changed since pre-production. 
There is a possibility for changes at some point. The problem is I created the 
screen at full resolution when this isn’t necessary. We could have optimized 
this by creating the PNG at quarter resolution. Therefore creating less data 
and hopefully improving the load times and size of the game. This isn’t the 
case at the moment as the Panda Palates load times are acceptable. At a later 
date the reduction of this image could be needed and I am ready to make the 
changes if necessary. 

1
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Region Select 
Concept 

Reminder
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Region (Cloudy 
Mountains)
Cloudy Mountains is the first of two regions. The region 
consists of five levels. The player must complete these in 
chronological order. This is something that has changed from 
pre-production. We were going to allow the player to jump 
between the regions at any point. This is something we 
decided to change, the reason for this change is due to the 
fact we wanted the player to feel like they were traveling 
from place to place and this isn’t what it would have felt like 
if the player could start where ever they wanted. The player 
now must complete all five levels in Cloudy Mountains to 
unlock the next region. This region is Asian inspired and is 
the native country of the Red Panda hence the reason the 
player starts in an Asian themed region.

On the right the reader can see the idle and pressed version 
of the Cloudy Mountains region. This clearly gives visual 
feedback to the player to allow them to recognize they have 
pressed something on the screen. This is something that is 
consistent throughout the game. As a team we wanted to 
give that visual feedback at all times to the player through 
our UI design and functionality
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Region (Cloudy 
Mountains)
Broadwalk Beach is the second region. This region also 
consists of five levels. The level Designer suggested there is a 
possibility of more levels in each region but at this stage 
there is going to be five. Similarly to the previous region The 
player must complete the levels in chronological order. The 
artwork was created by Yao Ran. I added the title, Icons and 
masking affects and then sized them correctly and passed 
them onto the programmers to put them in the latest build. 
The images you see on the right are the final versions that 
are in the current build of the game.

On the right the reader can see the idle and pressed version 
of the Broadwalk Beach region. The locked version can also 
be seen in the bottom right hand corner. As briefly discussed 
before this region will be locked until the player completes 
the first five levels of the Cloudy Mountains region. This is to 
allow the player to feel like they are traveling from place to 
place. This region is French inspired and will represent as 
suggested in the name a seaside French town.
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Region Select 
Changes?
There is always possibilities for changes as it would just be a 
simple asset swap. The only additions I can see for the 
Region Select screen is the addition of more regions. We are 
happy with the artwork at this stage of the project and I cant
see many improvements in terms of art work. I feel the 
artwork created by Yao Ran fits the Stevens Universe art style 
and is consistent with the rest of the artwork within the 
game. 

Maybe some more regions would be good but it was clear 
from the start of the project that the tutors wanted us to hit 
the MVP and not to worry about doing more. The project is 
so short and to over scope could have meant the game 
wasn’t ready within the deadlines given by the tutors. If 
adding more regions isn’t possible due to workload then we 
will be happy to add more levels to each region. This is 
something that is possible and the addition of extra buttons 
for the new levels wouldn’t be a problem for myself.
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Level Select 
Concept 

Reminder
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Levels

Here the reader can see both Cloudy Mountains & Broadwalk
Beach. Using the Region select assets as the backgrounds 
reduced the necessity for the addition of new artwork. The 
addition of the buttons from left to right allows the player to 
feel as if they are traveling through the region. The 
numbering system highlights the need for the player to 
progress in a chronological order. 

The addition of the three stars below the level buttons allows 
the player to see direct feedback of how well they are doing. 
This can be rewarding to the player. The background assets 
for each of these screen were created by Yao Ran. This was to 
keep the consistency of the artwork that should be persistent 
throughout the game. I had some issues matching my art 
style to both Charlottes and Yaos. This is something we 
discussed as an art team and we decided Yao would create 
the artwork for the level select and region select screens.
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Level Select Buttons

Here are a collection of all the buttons within the ‘Level 
Select’ screen. All the level numbers from 1 to 10. Both idle 
and pressed versions of the buttons. There is also the 
addition of a locked button which will show the player that 
the level is locked which intern highlights that they have to 
complete the level they are currently on to unlock the next 
level. Once the player finishes the level the locked button will 
be removed and a normal button will replace it. 

The programmers told me we needed a back button for both 
the ‘Region’ and ‘Level’ select screens. I sat with Christian for 
10 minutes and we discussed potential functionality and 
styles. We decided to go for a stylized arrow in a square 
button. The idea of a circle button was discussed but I felt 
this conflicted with the artwork on both screens. A square 
button could be smaller and still be recognizable.

The stars were created by Charlotte in pre production I just 
adapted the colors to make them more golden. Previously 
they were very orange and this made them blend in with the 
over arching color style of Panda Palate. This is something we 
were told to change by the lecturers.
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Level Select Changes?

So there’s a possibility to minimize the amount of assets. 
Instead of having 1 through to 10 we would have 1-5 in each 
region, as seen on the right. This would reduce the amount 
of assets within the game by 10. 6-10 both idle and pressed. 
The coders said this will reduce the amount of work for them 
and will also improve load times and the overall size of the 
game. Because Broadwalk Beach is going to be locked from 
the start of the game and will only be unlocked once the 
player completes all 5 levels in the Cloudy Mountains region 
it isn’t really necessary to number the Broadwalk levels any 
different. At this stage this change isn’t a certainty. There's a 
possibility that the load times and overall size of the game 
will be acceptable meaning that there will be no changes to 
the numbering of the levels. Even if the changes are needed 
this doesn’t really effect me because the buttons are already 
made. All it would mean is that some of my buttons wouldn’t 
go in the game and that’s not a problem. As long as the game 
is functioning the best it can then I’m happy.
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HUD Concept 
Reminder
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Heads Up Display
The Hud within Panda Palate didn’t really go 
through many changes early on in production. 
The original idea was to have four buttons on 
screen. A left, right, jump and pause button. The 
buttons themselves used the same methods of 
creation as before. During pre-production we 
were told multiple times to keep the buttons 
simple. What I took from that was the way the 
player would interpret the buttons meaning. I.e.
the visual language of the icons themselves. I 
think the reader will agree that the icons are 
very simplistic and it’s pretty clear what they 
represent. Simple arrows and lines keep the 
icons very simple. The buttons themselves have 
the same characteristics as all the previous 
buttons discussed. These all have 3D aspects and 
react to player interaction. The idea of having 
the ingredients on the left hand side of the 
screen brought up issues and changes to the 
visuals similar to the buttons.
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Heads Up Display 
Changes
As previously discussed earlier the main 
mechanic of the game was changed to a 
continuous jump. Khoa would now be on a pogo 
stick and would continually jump. The jump 
button was now out. Now it was discussed if the 
directional buttons were now needed. It was 
decided they probably wasn’t. We then decided 
to implement a movement mechanic which 
meant the player could move left by taping the 
left side of the screen and right by tapping the 
right side of the screen. The pause button would 
stay as this was still needed, if the player came 
across a bug that would stop their progression 
they would need a way of restarting the level 
and this was implemented by adding a pause 
button which would overlay the current screen. 
This screen would have multiple options which 
will be discussed later. Nearly all the buttons 
that ‘did’ make up the HUD are now out. This 
isn’t something that bothers me and I'm happy 
we found a new mechanic that makes our game 
more fun to play.
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Heads Up Display 
Final
There was another change; this was the addition 
of the ingredients bar seen in the top right of the 
image. The reason for this changed was due to 
there being several problems when testing, the 
testers thought they could collect the 
ingredients when they were on the right. These 
can still be seen in the image under the pause 
button. You can see the reason why the player 
thought they were collectibles because they are 
identical to the actual collectibles. 

Yao created some concept art for the ingredients 
bar and I went away a spent a few hours making 
the bar. The backpack was made by Yao but they 
rest of the bar was made by me. With that 
change this gave that little bit extra to the in 
game aspects. This helped Minimizing the 
confusion and improved the playability of Panda 
Palate. I’m really happy with how it looks in 
game. This is a pre-visualization created by me, 
but it complements what it actually looks like in 
game and is a pretty accurate representation.
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Heads Up More 
Changes?
More changes? Please no! So at this stage the 
user testers from a local college in Birmingham 
came in to test all the games. Some suggested 
they would prefer to have buttons for moving 
left and right rather than tapping the left and 
right side of the screen to move. At this stage it 
isn’t possible to change back to having buttons 
as the programmers have spent a significant 
amount of time implementing the current 
changes. 

The positive is that this was due to the personal 
preference of the testers and not due to 
playability. As far as I am aware the testers didn’t 
have any restrictions when playing and could 
maneuver Khoa quite easily without the addition 
of movement buttons. If we do go back to 
buttons this isn’t a problem because they are 
already made and it wouldn’t be any additional 
work for myself, on the other hand it would 
mean the coders would have to reimplement 
how the game was before and at this late stage 
of production this probably isn’t going to happen
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Ingredients
All ingredient's were created by Yao and 
Charlotte. I merely created the plate that the 
ingredients are placed on. I then had to resize all 
the ingredients for both regions to go in the 
game.

The image on the right shows all the ingredients 
within Panda Palate. The Cloudy Mountains 
region is Asian inspired and Broadwalk Beach is 
French inspired.  

The size of the images are 160x160, but the 
actual image itself is slightly smaller due to not 
being able to make the ingredients look angled 
on the plate if the image was 160x160. It’s more 
like 160x140 I also created an even smaller 
version of all the ingredients just in case they 
were to big. This would effectively mean less 
work for the programmers messing around 
trying to size them correctly. 
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Tutorial One & 
Two
Here are the initial tutorial slides. So the 
idea of these are that the first one 
indicating the movement buttons would 
slide onto the screen from left to right 
and then after a few moments of the 
player moving would slide back off the 
screen. The second tutorial would then 
slide on the screen from the right and 
would stay there until the player 
completed the level. 

These would have a level of transparency 
and the player would be able to see 
through these to an extent. This could be 
frustrating for the player as most of the 
screen would be taken up by UI 
elements. Obviously the pogo mechanic 
was then added and this intern affected 
the UI which we spoke about previously. 
At that point most of the UI in terms of 
HUD would no longer be there so this 
cleared up a lot of space and made the 
early levels less overwhelming visually.
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Tutorial Three
The third tutorial would use the same premises 
as the previous two meaning this would slide on 
the screen from the right. The first enemy that 
the player would encounter is on the second 
level of the Cloudy Mountains region.

There is several problems that we came across 
with all the tutorials that I made, this being 
there is to much text in the boxes. There was an 
argument that we didn’t need any tutorials from 
the programmers. So one of the builds didn’t 
have the tutorials in and we allowed the 
students from the local college to test the game. 
The testers were trying to jump on the enemies
heads because they thought they could kill the 
enemies which isn’t the case. I knew this was 
going to happen and I went away and revised 
the tutorials and figured out a way of creating a 
tutorial with minimalistic text. This was also a 
way of saving space on the screen. This can be 
seen on the right.
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Tutorial Changes
A significant change in the games main 
mechanic meant that most of the UI 
elements within the HUD were now 
redundant. The movement buttons and 
jump button were now out. 

I had to go away and create a tutorial that 
allowed the player to understand how to 
control Khoa when the player starts the 
first level. The easiest and most 
productive way of doing this was done by 
creating an overlay. This would have 
arrows indicating to the player that they 
needed to tap hear to move left and here 
to move right. Once the player tapped the 
screen the tutorial would then disappear 
allowing the player to start playing.

To change the mechanic so late in the 
project, one week before beta was a big 
risk, but we managed to pull it off, just 
about. I would of liked to have spent more 
time on some of the UI elements but I 
cant complain because it looks pretty 
good and the UI elements are functional.
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Victory Screen 
Concept 
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Due to not having enough time during pre-production, Charlotte created the concept for the 
Victory screen. Working from Charlottes concept was really helpful and it helped me structure 
and implement consistent UI throughout the game.



Victory Screen
The reader can see my take on Charlottes 
concept for the victory screen. A lot of the 
artwork in the victory screen is Charlottes and 
Yaos. For example the ingredients were made 
by Charlotte and Yao. The stars and Khao were 
made by Charlotte as well. 

Most of the shapes for example the background 
and radiant theme was created in illustrator 
then imported into Photoshop as a smart 
object. The buttons were created using the 
same process as previously stated. The glow 
was added using a soft radiant brush. There’s 
quite a lot going on but I think the design 
complements what a victory screen should look 
like. It should be rewarding and stimulating to 
look at and I think this screen does just that.

The three buttons on this menu are as follows 
so on the left we have a restart button which 
allows the player to play the level again this is 
useful if the player for example didn’t get three 
stars and they wanted to go back and try again. 
Under that there is the ‘level select’ button or 
back button as I have been referring to it. This 
allows the player to jump back to the level 
select screen and allows the player to navigate 
to a different region or back to the Main Menu. 
Finally we have a ‘Progress’ button which 
allows the player to go straight to the next 
level. Because our game is an on the go mobile 
game we want the player to be able to jump 
between levels efficiently. 
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Victory Changes?
At one point late in the design process this is what the 
victory screen was going to look like, with of course 
the buttons which are missing on this image. This 
image was for the coders. But we scraped the 
ingredients because as an art team we thought it 
might be slightly to busy. 

This created problems because the victory screen and 
failed screen looked very similar and it didn’t feel like 
the player was being rewarded. We then decided to 
keep the previous victory screen as seen on the 
previous page. This was for a few reasons one being 
this version didn’t feel like a victory screen and that 
the coders didn’t feel they had time to go back and 
change the asset. Also the coders were pretty happy 
with how the victory screen looked previously. 
Another change that was a must was the contrast of 
the stars previously they were quite orange and would 
clash with the background we were told by the 
lecturers to make them standout more, so I went away 
and played with the contrast and made them more 
golden which in tern made them far more visible. 
Another thing that I would like to add; eventually I  
would like to add an animation for the stars, because 
at the moment the transition from on and off isn’t 
great which can be seen in the final build
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Try Again 
Concept 

Reminder
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Try Again
Here's what the Failed screen looked like 
before the changes which will be discussed 
momentarily. The idea for this screen was to 
be similar to the victory screen meaning it 
would be less work for myself to go away 
and redesign a whole new screen. This 
would have been counter productive and 
the reusing of assets improved my 
productivity.

The back button is something I would like to 
discuss a little more. So the back button was 
just going to be the reuse of a button I had 
previously made for the HUD this button 
being the left movement button. We 
decided pretty quickly as a team that this 
might be confusing to the player. I went 
away and looked at all of the games made 
previously on Gamer Camp and found that 
they all used an identical icon. I decided to 
keep the consistency and created a version 
of the icon for our game. This can be seen 
on the next page.
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Try Again Changes
Here's the final ‘Try Again’ screen. So I spoke to 
Sion Lenton about this screen and showed him 
the previous version seen on the previous page. 
He said that putting ‘You Failed’ on that screen 
wasn’t a good idea this is because we don’t 
want the player to feel ‘stupid’ as he put it. You 
want to encourage them to try again and give it 
another go.

Because our game is an upbeat game and is 
meant to be quite silly and playful telling a child 
you failed isn’t something that is done within 
mobile games and we should reconsider what 
we have on this screen. Sion said you already 
have Try Again at the bottom why not just have 
that at the top with a question mark on the 
end, so that’s what we did. We also changed 
the back button to a level select button which 
would take the player back to the level select 
screen. The design of the icon was pretty 
conclusive all the previous gamer camp games 
were using a version of that icon so I created 
my own in illustrator. 

The other issue was that the ingredients at the 
top of the screen felt like the player had done 
well and collected all those ingredients. In my 
opinion it was too rewarding to the player 
visually. There wasn’t enough differences in the 
Victory screen and the Try Again screen hence 
the changes.
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Pause Screen 
Concept 

Reminder
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Pause Screen
The Pause Screen is very similar to the 
Options screen with the addition of some 
buttons. I spoke to the programmers about 
what we needed for this screen. Christian 
suggested that a restart button is an 
absolute must due to the potential of a bug. 
If the player does come across a bug that 
stops them progressing they need to be able 
to restart the level. 

The addition of the level select button would 
allow the player to return to the level select 
screen at any point. Finally an unpausing 
button that would allow the player to 
resume the game. The addition of the sliders 
for Music and SFX gave the screen that little 
bit extra visually and functionally, this would 
allow the player to adjust the music in real 
time during game play.
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Pause Screen 
Changes
Here's the final version of the Paused 
Screen. I moved the ‘Resume’ button into 
the top left of the screen this would 
effectively overlay the previous ‘Pause’ 
button. 

I ditched the text and created some icons 
in illustrator for Music & SFX. I then moved 
these further apart from each other 
because they were slightly to close to each 
other. This was causing issues for the 
players they were finding it difficult to tap 
and drag the sliders. I also moved the icons 
for each of the sliders slightly further apart 
because the arrows were to close together 
in the previous version. 

The masking of the in game screen behind 
would draw the players attention to the 
Pause Screen. For final clarity I Added a 
glow behind the menu and the ‘Resume’ 
button. Functionally this screen works its 
not as cluttered as before and a few 
changes has made it look better and 
function better than it was previously. 
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Icons 
Here are a collection of the icons within the 
game. Some haven’t changed much since 
pre-production for example the HUD icons 
didn’t change throughout production. They 
only changed once the main mechanic of 
the game changed and they were no longer 
needed on that screen. I still reused the 
Icons for multiple buttons. For example the 
arrow heads have been used the most. 

The reader can see what icons have been 
used for each of the screens. Some don’t 
have icons on for example the loading 
screen has no icons or buttons. There could 
be some missing from the screen but this 
gives a good idea of how often the icons 
were used and what screens needed the 
most iconography. All of the icons were 
created in illustrator and were inspired by 
icons that are already being used. Iain 
Harrison told us early on not to reinvent the 
wheel, find some games that do it well and 
use theirs as inspiration, so that’s what I did. 
‘Thenounproject ‘came in handy and I had 
already read ‘The Icon Handbook’ for a 
previous project on my undergraduate 
course so I am reasonably up to speed on 
icons.
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Research?
Looking back through this document it seems a little hallow. Maybe because there doesn’t seem to be much research, I 
feel that I conducted most of my research during pre-production. There was stages where I needed to design a new 
icon for example the ‘Back’ icon. My process was as follows; I would go online find some photo references and then go 
about creating my own representation of that icon. Other than these short periods looking at others work I spent most 
of my time implementing the screens. I also spent some time playing the other games created on Gamer Camp in 
previous years. This was refreshing and allowed me to see how previous years went about implementing some of the 
things I was trying at the time. For example this was useful when I found myself struggling to create the level select 
icon. I found that nearly all the Gamer Camp games were using the same icon for this button. I decided to use their icon 
as my inspiration.

User feedback was key and was very frequent, nearly every screen went through changes due to user feedback and I 
was quite happy to go back and implement the suggestions to see if they worked. In most cases they did  for example 
the ‘Try Again’ screen and the removal of ‘You Failed’ made that screen much better. In other cases when I was told the 
Victory screen was to busy, I went away and removed the ingredients, but found that myself & the coders among others 
preferred the original. 

I spent a lot of my days communicating ideas between the art team and coders, without this communication I feel it 
would of never looked the way it does now and that’s a positive. The constant feedback and then implementation and 
then doing the same again until we were happy as a team with the UI elements was so important. I enjoyed the process 
of showing the artists what I had done, then they would say maybe could try this instead, constant feedback and 
implementation was the most enjoyable part of creating the UI. 
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Summary & Reflection
Reflecting on this module as a whole I feel it went better than expected I thought I was going to really struggle creating the UI aspects of Panda 
Palate. My concept art wasn’t that great and I don’t think I complimented the game the way I would of liked it to. I think my main inspiration 
was Charlotte she created a concept of the victory screen and the Main Menu. I then worked from her concepts to create solid UI elements 
which everyone liked. I think without Charlottes input throughout the project I would of really struggled. She helped me with technical 
problems and also design decisions. I have grown as an artist over the last 6-8 weeks of production, similarly to pre-production I feel I have 
learnt so much again. I’m for more confident and I will now happily jump in on tasks which before would of made me feel nervous or made me 
think I'm not good enough. 

I have spent the majority of my time completing the tasks given to me. In nearly all cases I completed the tasks with time to spare. I don’t think 
this is because I'm better than I thought I would be. It’s because I didn’t know how long certain tasks were going to take me so I over estimated
on purpose just so I gave myself as much time as possible to complete what I needed to compete. 

Over the last 6-8 weeks being a 3D artist, I haven’t been able to spend much time perfecting my 3D capabilities. When I did have time normally 
on weekends and some evenings I found myself getting frustrated with 3Ds Max. I have never been taught the correct processes of modeling for 
games, I taught myself and I'm finding it really difficult not having a 3D expert to help me. Iain Harrison was this person but he left in November 
I now find myself trying to learn by watching YouTube videos and I don’t feel this is the most productive way of learning. I have no idea if the 
person I am watching is using the correct processes. The reason I have gone off on a tangent to talk about 3D is because this is what I'm 
probably going to be doing when and If I get a job in industry. 

The week commencing the 11th of December I came across quite a significant problem, I was experiencing some problems with my operating 
system on my laptop, so I contacted Dell, the person I spoke to took control of my laptop through remote access, he then did something to my 
laptop which pretty much broke it. Dell have now offered to fix my laptop but this is going to take time, I am looking at around 2-3 weeks before 
I get my laptop back this is going to take me to the end of December so I'm going to lose a little bit of time over the Christmas period. I wanted 
to spend the majority of my Christmas break doing my own projects and improving my 3D. This now might not be possible. I'm hopeful of 
getting my laptop back before I return to university in the middle of January. 

I’m looking forward to the PS4 project, this is when I'm going to really be able to spend a lot of time improving my 3D, but until then I'm going to 
spend time over Christmas completing personal projects that I have set for myself, these are to improve my portfolio and the idea is to have 3-4 
good pieces on there by the end of the course. 
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