


Augmented reality games have gained plenty of momentum the past few years. Pokemon GO is currently the high-
est grossing AR video game in the mobhile market and that’s not surprising. Popular titles like these take advantage
of the player’s constant need for discovery and interactivity. And this new technology takes advantage of it.

Minecraft is the pure definition of endless exploration and creativity, so it was bound for Microsoft to produce an
Augmented Reality title that makes the user travel around the city and interact with the game, just by using a
smartphone. The users can fravel around the virtual space and discover different biomes where they can build stuff
and let other people see them, all in the real world at life-size. In October of 2019, the game launched with the title
“Minecraft Earth”.

In January the 5th of 2021, Mojang announced the unfortunate news that the game will be shut down on June 30th
of the same year. The studio announced the following in a Q&A: “Due to the current global situation, we have re-al-
located our resources to other areas that provide value to the Minecraft community and we have made the difficult
decision to sunset Minecraft Earth”. Understandably, many other AR games suffered the same fate due to the strict
quarantine rules applied by the governments in populated cities and countries across the world. This resulted in
huge drops of player base and to make up for it, developers attempted to make the game playable from home.

Mojang decided to keep the game running for a few more months and push a final update on the 5th of June, which
will remove all real-money transactions and accelerate player progression, allowing the last of the users to purely
enjoy the game with minimal overcomings. Current players with premium content will be granted Minecoins, an
already existing currency which can be used in the Minecraft Marketplace to purchase items for alternative Mine-
craft Titles.

Minecraft Earth launched in the US on November 12, 2019, with multiple sources reporting that the game reached
1.4 million downloads in its first week.
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Community’s Games

In a Timely Manor

A Timely Manor is a 2D puzzle game that takes place in an old abandoned mansion in which the character you're playing as is
looking to find someone inside (or used to be). Your character is in possession of a mysterious pocket watch that gives them the
ability to travel back and forth through time. Using this ability, you are tasked to find the basement of the manor in hopes to
find what you have been looking for.

This game has a very strong and mysterious narrative that does not fail to keep you engaged and eager to uncover the secret
of the mansion. With cut scenes, narration and subtle hints in the environment, the setting is undoubtedly well built. The main
mechanic of the game is also very original and its application to solve puzzles is sometimes very smart! There is also a bounty
of puzzles for you to solve, which will keep you hooked for a long fime and they are all as satisfactory to figure out as the next.

Story driven and especially puzzle games are very hard to create because they require a lot of thought and creativity. A Timely
Manor definitely succeeded in accomplishing this challenging task, so playing it is definitely a must. The CGD club is very proud
to see Concordia students manage to make such an original game and we hope to see mare games like this in the future!

Made by

Weiliang Xie (tofuboiil23#7562) Youtube
Giuseppe Campanelli (Ryze#9426)

Bojan Srbinoski (bs_Ninja97#2643)

Jared Cohen (iMask#0001)

Zahra Nikbakht (no u#5043) Itch.io
Zi LiWang (zlw#7936)



Order Up

Order up is a restaurant sim game where you play as a waiter that needs to, at once: take orders, deliver them to the kitchen for
food and deliver said food to the customers, all while trying to be quick and effective and sometimes avoiding obstacles.

This game is a great example of well executed game balance. You'll find that while playing this game, the mechanics and the
goal are very simple and intuitive, but you’ll still find yourself starting to stress over whether or not your customers have been
waiting for too long to get their order. It has a good progression of stress that probably represents very accurately what it is like
to work as a waiter in real life. All is nice and well when the restaurant is almost empty, but things quickly get overwhelming
when you have to manage many customers’ tables! Although this is just a game, you still feel judged when you find that your
customers don’t give you a good tip...

As well as the game balance, the visuals for the game are very well made, especially the Ul and the visual feedback. The color
palette chosen for the game is soft and fits the setting perfectly, and the Ul is very clear to the player. Thanks to these aspects
of the game, the objective and the player interactions are clear at all times and the game is nice to look at!

Please give Order Up a try and let the club know how when you did! Because it also has many levels, this game will also distract
you for a good chunk of time.

Made by

Made bu:

Akisukei (Aki#0554)

Taqi Haque (Taki#9905) ltch.io
ShiftKun (shift#9358)



Costume Curse

Two friends trick or treat without costumes, caring only for their candy. All goes well unfil one house they visit, the owner is
found to be a genuine Witch, who promptly banishes them to a magical realm for not wearing their costumes. The two friends
find themselves forced into new outfits, with strange powers conferred to them by their newfound costumes.

Costume Curse is a game inspired by the likes of Undertale and Paper Mario. It is a turn based RPG with an emphasis on com-
bat and dialogue. The core gameplay involves the use of an Action Command, which has the player engage with combat turns
beyond confirming an attack and watching it play out. The Action Command is used to strengthen moves such as attacks and
defense to improve their effectiveness, testing player skills with minigame sequences featuring memarization, timing, mea-
surement, and precision.

Made by

The Game Dls

Daniel Wiktarczyk

Namae (namae#6772)

Lerihan (Lerihan#3840) ltch.io
George540 (Adamadon#0079)

armandorusso (Mando#4280)



Brimstone

This impressive project made by Sean, Wayne, Emmanuel and Steve is a first person shooter game with a twist: it uses music
and rhythm as its core gameplay element! The game consists of you playing the role of a lone cowboy with a fantfastic voice
(props to the voice actor), minding your own business at a bar, unfil your bartender gets taken over by an evil force along with
the rest of the town. Your goal is to navigate yourself through the town to find and kill the evil bartender in order to restore peace
in the wild west.

The music is made so that it dynamically changes as the game progresses and as you enter different sections. Additionally, a
lot of sounds and animations are timed to the music. For example, the enemies spawn at the beat of the music and the walking
sound effects are timed at every half beat, and triplets for running. It should also be important to mention that the music is very
catchy and pleasant to listen to.

As for the graphical side of the game, although the models weren’t all made by the team, they still invested a lot of time and ef-
fort into how the game looks by using Unity’s Universal Rendering Pipeline (URP) and post pracessing effects to create a visually
stunning game that really encapsulates a moody western atmosphere.

Design wise, the game has very good flow with its inclusion of an introduction, middle and end game that all glide naturally
from one section to the other. It really feels like you are part of the universe they have made and truly makes you feel like a real
cowboy.

If you are looking for a short game that is polished, has great music and that is incredibly fun to play, this is a great option. Go
give your support to this team for the great job they did!

Made hy

Sean Heinrichs (Chewtoy#7623)

Wayne Huras (A Happy Shark#9934) Youtube
Emanuel Sharma (Emancus09#2070)

Steve lacabellis (Steve#7955)

ltch.io



McGame Jam

Chaoshall

McGill students Kaya and Samuel came together with Rose, our beloved CGD executive, for the McGame Jam that occurred during
the weekend of the 15th of January to make this visually stunning game that won 3rd place! With the theme “Unintended Conse-
quences”, the team was inspired by the notion of chain reactions, which can lead to unwarranted end results.

The game s a first person shooter where your goal is to shoot balls that bounce around the room using a shotgun/grenade
launcher in order to gain access to the next level through a portal door. Of course, there is a catch: balls get split when shot AND
barrels (in red) explode into mare balls if hit. This is where the “unintended consequence” occurs. If not dealt with, barrels that
get hit will cause a chain reaction with more and more barrels until you are left with a chaotic room of many bouncing balls! You
don’t get hurt in this game, but you have to protect the blue crates in the room. If all crates get destroyed, you have to restart
the level.

This game is fast paced, addictive and very nice to look at with its bright and distinctive colors. The team did a good job ensuring
that the players know what to look af and to reduce as much confusion as possible. The simple mechanics are intuitive and work
perfectly, we just wish there were mare levels. Beware: the game can be hard at times, but restarting a level takes no time at all
and winning is definitely possible. Don’t give up!

Made hy

Rose Dufresne (Rose#4270)
0. Kaya (RapidKebab (shield emaji) #2905)
Samuel C. (Carbon-based lifeform#7590)

ltch.io



Credits
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BIG THANK YOU TO THE FOLLOWING PEOPLE FOR THE CREATION OF THIS FANZINE:

ROSE DUFRESNE @ROSE#4270 ‘ :
LEANDRO RODRIGUEZ @50UL_LEANDRO#4053 g
- LE CHERNG LEE @KUROIRAKU#0870

TIFFANY CHENN @USAGITIFF#019

JOHN TRAN @GOTL#1118

HENGXIAO LUAN @OLIVERHAHAHA#5596

GEORGE MAVROEIDIS @ADAMADON#0079

AS WELL AS THE CGD CLUB MEMBERS
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