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A Journey of Music - Idea (Jan)

What is the Game about?
In "AJourney of Music" you
are a student dreaming

about Music and travelling
through a musical time.
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Further Ideas:

- abstractness
of dreams

- Eminem in
Mozart

TODO:

- set up blog
- try out godot
- simple poc
with blocks
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rythm-based-platformer
- like rayman legends

story about a music student
cross-plattform
controller-playable

levels synced to music
- algorithmic level creation

character selection



Graphics

pixel-art style
parallax-background
2d

cute little characters



Technical Side




Milestones




Playable Prototype



Playable Prototype

Objectives accomplished:

e Setup of the Blog

e Movement

e Sprite Animation

e Parallax Background

Objectives not accomplished:

® physics
® map



Playable Prototype
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(old) Software
Architecture



old) Software Architecture
(old) ‘fg o Gk D
based on C# and MonoGame > \
object-oriented
inheritance-based

Example Hierarchy:
o Gameloop > GameManager > ...Managers > Object > Subobjects

everything has to be written ourself
at least, our blog is working beautifully!
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And the best part is, it’s open source!




(old) Software Archltecture
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Addictive Patterns



Addictive Patterns

e basic addictive patterns of platformer games like super mario

e further points added by commilitones:
o coins
o highscore
O accuracy



Addictive Patterns

Finishing a level: Listening to a complete Song

explore
Come Back Advancing to the next level: Enjoy new Skins and Songs
collaborate Beat yourself: If you lose. you lost nothing, but if you win, you already
better than yourself
Come and try it
More complicated levels: 4/4 on the fioor is easy, how about something
compete complicated, like jazz?
Share it with 2 Friend Expand the game: With an algomhm to level building, a player should be
able to import his own songs
expressicreate

Cooperative Multiplayer: Master the levels together with your dearest (NIS)




Meanwhile, in the code-corner:




Game Analytics



Developer’s reaction:




Game Analytics

Three main categories of analytical data:

® game popularity
e game hardness
e player sKkill



Game Popularity

Retention rate

Time spent in-game
Average session length
Social sharing

Song popularity



Game Hardness

Completion rate
Number of levels played
Song completion rate
Death rate

Rage quit rate



Player Skill Rating

e Dbeat accuracy
e Song completion rate
e Score/points earned



Design Review




source:
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Mozart



Kiss

source:
https://www.selfies.com/wp-c
ontent/uploads/sites/5/2023/
04/gene-simmons-kiss-schwa
cheanfall.jpg?w=1200
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source: (screenshot)
https://www.youtube.com/wa
tch?v=_etGw_IsNrl&ab_chan
nel=ALPHAMUSICEMPIRE
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Comparison
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Technical Review




Technical Review - Foreword

gain experience in game development

o apply to personal projects
o grow your beard of knowledge ;)

place to try things out

o we did!

open source software

Commercial
& Proprietary
Software

Free &
Open Source
Software




Technical Review - Why Monogame

e more control over your game
o highest optimization potential

® cross compatibility
® game-vibes we want to imitate



Technical Review - Monogame - Cons

outdated engine
outdated libraries

little to no documentation
write everything yourself




Transition to Godot



Transition to Godot

Us: We are
transitioning to Godot!

Your reactlon




Transition to Godot

felt, that MonoGame was too much for us

Godot has a much broader & younger community
good Documentation

many Libraries

TUTORIALS

WASINALC



Transition to Godot




Transition to Godot

e Rebuild entire development status within one weekend

e added further features
o menus
moving sky
coins
scoring
death
local game analytics (logs)
sounds
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Live Demo &
YT-Video



—.h mo e .

- m——




Whats next?




Our Game is not
nearly finished!



What we will do (in our freetime & after the 22.)

e add a second level, with the promised rhythm based jumping
e opt for a game analytics service that actually works
® improve game & code structure

o cleanup
e setting up ci/cd for automatic releases
e most important: add documentation

o when we learned one thing, its that documentation is key
e extend our blog

MonoGame




What can the music students do?

e develop game sounds
o walking, jumping, dying, coins, success sound
e develop music
o  rock, classic, hip hop
e have ideas for the game
o and mail them to us, so we can write them into a list on the blog



What can everybody else do?

e It’'s open source
o you can do everything you like with it
e You can read our blog

o it’s cool
o if you have some ideas, write us an e-mail: gjourneyofmusictblog@newmanity.eu
o look at our then freshly created meme-site about our project :)




Thank you for your
attention!



The End



