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Week 5 Tutorial – Gameplay and AI 

Introduction 
You are now at the stage when you should have a basic Total Conversion up and running with a modified 

Gametype and a mini-game running. 

By completing a few of the harder tasks you are also beginning to realise how big and intertwined the 

UnrealScript codebase is.  Hopefully, though you are starting to get a feel for how you can extend this 

and add your own functionality. 

From now on you’re going to have more control over the areas that you work on– there will still be 

guidelines and help on a week to week basis.  For example, we still have lectures and practical sessions 

based around Texturing, Maya, Animation Systems, Audio, Conversation systems etc 

From now on - each week, I will be meeting with you for 5 minutes.  You can think of these meetings 

as you talking with your assistant producer.  You will be updating me on your progress, showing me 

your schedule and letting me know what you’ll be delivering the following week. 

Task 1 – Adapt the mini-game 
If you are planning to create the action-adventure style game – then you should be able to make use of 

this mini-game you’ve created.  I would expect that you’ll 

need to adapt it somewhat to make it suitable.   

You can think back to the first quest in Fable2 – collecting the 

lost arrest warrants.  By hiding these objects around the level 

the game designer is encouraging your player to explore the 

world.  I am sure you have seen this same mechanic is 

countless other games.  You can decide if you want to include 

a timer element.  In the lecture we talked about how we could 

go about this.  It is really how you dress it up that matters to the player. 

Later on when you begin working with the Conversation System (and possibly the Impersonator system) 

– it is simply a case of triggering off an event from within these conversations that begins the mini game.  

For now you can use an exec function that is triggered from the console – or you can use an in-game 

trigger to start it. 

Deadline: Before next session 
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Task 2 – Game Tool 
As we discussed in the lecture – now is the time to implement your first game tool.  By game tool I mean 

something that the player collects, equips and has a purpose in the game.  We brainstormed some in the 

lecture itself – but some examples suitable for Famous Five include: 

Game Tool Description 

Magnifying glass when equipped it allows you to see hidden items 

Binoculars when equipped at a certain point it advances the story, e.g. when used on a 
balcony it plays a cut scene. 

Spade when using a spade in a particular location allows you to find other items 

Key Opens another area of the level (a bit too simple for this exercise) 

Rucksack Allows you to pick up multiple items 

Map A static or dynamic map that allows the player to find their way around.  It can 
even be collected in parts 

Map information Buy information off of other game characters.  This could add locations to your 
map that you can then explore.  For example – treasure location. 

Compass Can highlight the location of particular items (could be used with the spade) 

Torch Enables a player to see certain locations in the world 

Code book Allows the user to decipher certain messages 

 

Games are very good at drip feeding you these tools throughout the playing experience.  They want to 

get the maximum usage out of the tools they have implemented.  Often you will need to even level up 

tools in order to solve more difficult puzzles.  E.g. we could have a cheap spade, a standard spade and a 

titanium spade each which will dig through more tougher materials.  In reality all we’re really doing is 

just changing the texture on the spade and updating a digLevel  

This also serves as a training system – by drip-feeding items we are not overwhelming the player. 

In the lecture we talked through possible implementation for these various game tools.  You should 

select and implement at least one of these that is related to your Famous Five novel. 

Next week you should be able to demonstrate your choice of game tool working in your game.  To give 

you an idea I have posted some instructions to get you started with implementing a Magnifying Glass 

tool. 

Deadline: Before next session 
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Task 3 – Implement an AI NPC game character 

I am specifically thinking of Timmy the Dog – and have provided you with art assets for him on 

Blackboard. 

As we discussed in the lecture you can create any NPC you can think of in Unreal – and their scripting 

engine has been designed specifically for this.  This week I would create something fairly simple that 

follows around the main area and perhaps shows an interest in actual world. 

Remember – make the world intelligent.  Well perhaps not intelligent – just full of clues that Timmy can 

see. 

Think of extensions to Timmy to make him more realistic: 

 Once in a while he should get bored, curl up and fall asleep – until a character runs over to him. 

 Timmy relives himself at particular locations in the game 

 Timmy should bark / attack bad-guy characters 

 Timmy has a love of George and rushes to her defence 

Deadline: Before next session 

 

 

 


