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Day 1 (15/01/24):
Officially started my work placement with MMG. Took a while to sign in and got a pass for the remainder of my work placement period (4 weeks). Met the core team, including Tyler, Anders, Edee, Tamara, and Ben. Was introduced to their Github software and how they run things, as well as started brainstorming my own mobile game project (Crossy Road themed?). Overall everyone was chill and welcoming, still yet to meet the 2 other Flinder University students.

Day 2 (16/01/24):
Met more of the MMG team, Cameron and David. Learned some basic coding for touch input to ensure that it functions on a mobile device, as I am certain at this point I will continue working on my solo project. It is going to take a while to get the hang of it, but once I can implement the basic fundamentals of coding to allow touch input for mobile devices, the rest of the game will be significantly easier to put together.

Day 3 (17/01/24):
First week of work placements officially over! First time seeing the entire MMG team in the building which was awesome. As for my solo project, I'm still working my way around coding touch input into my game (represented by mouse click on Unity). Managed to get the character moving alongside the main camera following it, but need to make it responsive to one touch = one step towards the direction of the touch. Once the fundamentals are functioning next week, the real fun of designing the game level can begin 🙂
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Day 4 (22/01/24):
Finally got the chance to meet Thanh (one of Flinders Uni students doing work placements) and get a rundown on his and Bob’s game, nicknamed Faster than Water. Heavily inspired by Faster than Light game, I was tasked with making some quest dialogue to give the game some lore. With Thanh present, I was also eligible to sign the NDA and IP legal documents that are required of me when doing work placements with Mini Mammoth Games. As he won’t be in for the rest of the week when I am at the office, I will continue working on my solo project tomorrow in his absence. Hopefully I can be more integrated into the team project when Bob returns from overseas next week.

Day 5 (23/01/24):
Skipped coming into office today due to food poisoning overnight and had to rest/recover at home. The team was pretty understanding thankfully.

Day 6 (24/01/24):
Back in the office after my gastric ordeal and feeling much better. Worked on my solo project because I was the only work placement student in the office today. However, I changed my direction of the game from arcade hopperFinally managed to get some touch input to function and the ability to move the player character around the screen, so that was some substantial progress. Plan to refine it next week to have one tap = one step in the direction of the tap alongside the level design of the game. But officially halfway through the work placement period now :) 
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Day 7 (29/01/24):
As no other work placement student was present, I made progress on my solo project once again. This time, it was on the level design of the game and I had to make a decision on whether to make multiple levels that players can complete or a single level that can loop and go infinitely? Due to the intention of my game being a casual arcade hopper (e.g Crossy Road) I figured it would be easier for me to create an infinite level that will play out as a run that a player can go through and try to set a new high score at the end of each run. As such, I changed my game design direction to be an infinite platform runner where the only mechanic for the player is to jump while going as far as possible. It also involves some coding to generate a playable loop so I spent the day mapping out the level while following some tutorials on how to make it functionable. All while refining my touch input, so it was a pretty productive day of learning new things overall. Cannot be too hard on myself on a slower progress on the game though as I am doing everything practically by myself, with some help from the Mini Mammoth Games team when required.

Day 8 (30/01/24):
Made some more dialogue for the Faster Than Water student team game since Thanh (artist) was present, although still no sign of Bob (programmer/visionary holder). Turns out everyone else working on the game is a fan of my dialogue ideas and suggested that I create dialogue events where the player can make a choice that will slightly affect their gameplay experience. I even created some alternate endings for when the player beats the final boss. After completing that, I continue to work on my solo project to ensure the infinite level is functioning with the scripts.

Day 9 (31/01/24):
Fully focused on my solo project today.Managed to crack the code and with Tyler’s help, I got the touch input working as intended, with a jump mechanic as well for the player! Starting designing more obstacles (variety) to make each run more chaotic and fun for the player, and then will be adding some bought assets next week courtesy of Mini Mammoth Games. On a side note, the work environment is more laid back than I initially expected but I learned to warm up to it.
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Day 10 (05/02/24):
Onto the final week of my work placements. Time went by so fast, yet I felt so at home and knew the founding members for longer than I did. Brought some assets into my project, mainly rocks as obstacles for the player to jump over. Also learned how to make a startup/main menu screen for a mobile game via UI and coding, which was simpler than I expected. On top of that, I met two new (permanent) artists of the team, Emily and Dimitria and it was great getting to know both of them. I was getting along well with the rest of the Mini Mammoth Games team and always fascinating to hear their discussions, whether business or non-business related. I plan to get a prototype build done tomorrow to make sure everything works as intended. Not long left to go!

Day 11 (06/02/24):
Found a jumping/running animation to use for the player character to make it more ‘lively’ in the game. I learned how to make UI button triggers for when the game starts and ends, including how to write those actions in the script for them to function properly. Additionally, I was reminded how to use Cinemachine (attached to the Main Camera) to have a nice transition from the title card and startup screen to the gameplay itself. Despite not being able to get a prototype built due to technical issues, it was such a productive day as I was reminded how important it is to keep learning and honing my craft as a game designer fresh out of college. One more day left… 

P.S. Met another programmer of the team, Isla today and later got myself locked out of the office due to leaving my keys inside. There’s a first for everything I guess :’)

Day 12 (07/02/24):
Focused on polishing my game up, including adding sound effects and audio soundtrack to it. I also learned how to publish my game on the Google Play store, which was a fairly lengthy process. It involves filling up surveys/questionnaires that determine what type of game it is, who is the target audience, whether the game has any in-app purchases etc. This is on top of taking/uploading screenshots of the gameplay, the app icon and feature graphic (front photo that is shown when searching for the game on the Google Play store). With all that completed alongside making the final build, my final day at Mini Mammoth Games has officially wrapped up. I learnt so much from the team and doing my own solo project (which wasn’t the initial plan as I was meant to be working in a team setting but things happen), including more coding fundamentals as well as how to publish a mobile game. As we commemorated the day with getting my lunch shoutout by the company, as well as taking a group photo with the Mini Mammoth team members, I took away so much from this invaluable experience. I was also given some advice to do more game jams to develop my game development and time management skills, and also to be observant with how each work culture functions and the dynamic of socializing within that workplace. It will take time and effort to learn all these aspects but I strongly believe that if I persist and build up the skills I have learned during my 12 days at Mini Mammoth Games, I will find success in designing games for a living. 
Now, time for some well deserved rest and recovery, before I go back to making games. The best advantage I have is that as someone who just graduated from AIE and in my 20s, I still have my whole life ahead of me. As always, one step at a time towards making my dream career a reality 😀
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