Meeting minutes
Meeting 1 - 6th October 2017
Participants: William Daniels & Liam Tuxford
This was the first client meeting used to get across our main ideas and show the client what we have done so far. We also used this as an opportunity for the client to meet the team members so she could get on more of a personal level and feel for the outcome she had in mind. As it was the very start of the project, we didn’t have every detail outlined but the client approved of the rough prototype we had ready. She also gave small pointers and improvements such as
· Education aspect needs to be 2nd after enjoyment
· Needs to accurately reflect the water cycle
· Education terms such as precipitation and transpiration needed to be included
Overall she liked the idea of a platformer where the game splits into different paths and also approved of the idea we had for the virtual reality experience.

Meeting 2 - 16th October 2017
Participants: William Daniels & Nathan Robinson
Soon after the first meeting, we rescheduled a second as our lead artist was keen to meet the client and we had also made a lot of improvements since the first prototype. This also gave Nathan the chance to put across his ideas and see what the client thought about the artwork style he had planned. After showing the client some basic sprites that had been made, the client really liked the pixel art style as it fit with the platformer type of game.
We also talked about how this game could be used to educate children on the water cycle which it was then decided to make the game compatible with tablet devices so schools would be able to use it as a learning tool. Making the game for PC and tablet also increases the amount of children able to access it which is a positive aspect of this project.
Lastly we showed the client how the prototype had been changed to accommodate features and functions such as 
· Loading new levels into the game
· How each level is tile based
· Player movement
· Player physics
· Player collision
Overall she liked the progress we had made and liked how the water dropped moved in terms of the physics behind it.

Meeting 3 - 6th November 2017
Participants: William Daniels, Nathan Robinson & Liam Tuxford
In the third meeting, we was able to show some of the level plans we had constructed to represent the following levels
· Evaporation
· Condensation
· Precipitation (rain & snow)
· Snowmelt runoff
We also had the basic sound effects and some of the soundtracks made which the client wasn’t keen with most of them as she felt a lot of them didn’t fit with the feel of the game. Fortunately she liked the level plans we had for all the levels so far. The only improvement she gave was that there should be a tutorial level where children can get used to the controls and different settings.

Meeting 4 - 13th November 2017
Participants: William Daniels & Nathan Robinson
Nathan, as lead artist, had just completed the majority of the sprites and level artwork for the first four levels. Before continuing we decided to show the client before investing time in the next levels in case she didn’t approve of what we had so far. Thankfully the client liked the sprites a lot and thought it looked very professional and fit in well with the game we had. Some of the minor feedback we received included the following
· Change the cloud colours to represent precipitation of snow and rain
· Liked the detail on the tornado and jelly fish sprite
· Liked some of the level challenges
Overall this was a positive meeting for us as Nathan can continue working on the games artwork. The mini showcase is also approaching so it was helpful to show what the game would look like to the client before showing other students.

Meeting 5 - 22nd November 2017
Participants: William Daniels & Nathan Robinson
The mini showcase is gone and turned out to be a very positive experience for us. We got a lot of feedback in the form of surveys and talking to the players which we relayed back to the client. Since the showcase we had made the following changes to the game based on the feedback received
· Collecting all the coins in a level rewards the player with an extra life
· There is now a death animation when the player dies
· Implemented a speed running timer
· Water drop changes to ice on frozen and snowy levels
Nathan also managed to make the following level artwork
· New and improved title screen
· Background art for both precipitation levels
· Improved miscellaneous sprites such as enemies and platform fixes
Overall, looking at these changes, the client was very happy with how the game is coming along and improving. I also changed the look of the web version of the game, styling the HTML so it wasn’t a plain box in the corner of the screen. We also explained that the alpha presentation was approaching and the recording would be online for the client to watch if she wanted to.

Meeting 6 - 12th December 2017
Participants: William Daniels & Nathan Robinson
In meeting six, we had a lot of talk about as we had just done the alpha presentation. Before the presentation we made a lot of changes in order to prepare and make sure everything is working for the live demo. After the presentation, we took the feedback of our classmates into consideration by making changes based on what was said.
Nathan had made some new and improved sprites in the first few levels which the client liked and thought looked professional. She also liked the buttons I had included to perform tasks such as
· Pausing
· Restarting
· Toggling music and sound effects
Since the presentation I had been working hard in order to make the game compatible with touch devices. I had managed to get some screenshots of the game being emulated on a tablet and phone which the client thought was very good and fit well with the game. In the future we explained that the app would be on the Google play store for anyone on an android touch device to download for free which she liked as the client’s children would be able to play at home.
The client was also excited for the game to have some professional sounds and music as we had been contacted by some sound students offering to help us with the audio for our game and VR experience. We also had some screenshots from the lead designer, Liam, to show his progress on the landscape used in the VR experience. It was still early in development so it was difficult to inspect but the client seemed to like how it was going so far.

Meeting 7 – 2nd January 2018
Participants: William Daniels & Nathan Robinson
	In meeting seven, we talked a lot about our ideas in terms of the virtual reality experience. At this time, we have a basic landscape set up and a blue print for the water orbs. After the client gave some advice on small tweaks we could make, we had a set in stone plan for the VR.
	Before making sprites for the town and tutorial level, we wanted to show the client the basic layout and design just in case anything needed changing. Luckily the client really likes the idea of a tutorial level that introduced all the different types of physics and obstacles into the game and also the town level to represent surface run off.
	Lastly we shows the client the ending cut scene we had at that point. Some small features she wanted us to add were
· Fade in and fade out
· A night time background
· Making the platform the continuation of blocks from the last level
This was a very productive meeting and we were excited to be able to work on the VR and also coming close to finishing the platformer.

Meeting 8 – 27th January 2018
Participants: William Daniels & Nathan Robinson
	By meeting eight we were making a lot of progress towards the VR experience. Nathan had managed to design and produce a lot of assets for the landscape such as
· Snow mountains and hut
· A town with barn, windmill and wheat field
· A lighthouse with nearby rowing boat
These were also animated which we were excited to show the client. The client ended up really liking. She especially liked how consistent the art style was between all of the buildings and assets. We told the client about the complex animation we had planned which the client approved of.
Lastly we should the client the final versions of the ice and transpiration levels for the platformer. The client really liked the level decoration like the snowballs and icicles which the player could go past without hitting.

Meeting 9 – 25th February 2018
Participants: William Daniels & Nathan Robinson
	By meeting nine the platformer was pretty much complete. We showed the client some new artwork and sprites for the town and tutorial level which the client liked a lot. At the time we also had the idea of adding an over world map at the beginning of each level. The client liked this idea as it would help new players know where they are.
[bookmark: _GoBack]	Nathan had also finished animating a dog for the virtual reality landscape with 5 unique animations. The client really liked 4 of them but asked if we remove the last animation as it didn’t suit the feel of the game which we did.
Lastly we played the client the following audio tracks and checked if their location was suitable for the VR experience.
· Evaporation by the rowing boat out at sea
· Precipitation (rain) at the top of the lighthouse
· Precipitation (snow) at the top of the snow mountains
· Surface run off (Ice) by the snow hut
· Surface run off (town) by the barn
· Transpiration by the campfire in the forest
After some small tweaks, the client was happy with the content of the narration and the placement of the water orbs.

Meeting 10 – 1st April 2018
Participants: William Daniels & Nathan Robinson
	This is the final meeting of the project and a chance to show the client the finished product. As we have just perfected the flying controls, we decided to show how it works with a demonstration we had recorded. The client really liked the smooth flying and how it simulates how superheroes fly.
	We told the client about all of the changes we had made since the showcase after feedback such as
· Rotate and Ascent/ descent on different analog sticks
· Moving the boost to the grips
· Rotating in chunks instead of a smooth rotation
The client was glad we made these changes as it made the quality of the VR experience a lot more user friendly.
Lastly we talked about how the platformer is now a mobile app that has been published to the Google play store. Unfortunately the client didn’t have an android phone but we was able to give the client a demonstration on our own phones. Overall the client is very happy on how the project turned out and is proud of what we have produced.

