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IDEAS AND INFLUENCES

- Fantasy was the 

theme we liked most.

- DND inspiration.

- 2D, side 

scroller fighter

- Tasks were assigned.



PROJECT PLANNING



TYNAN

Game Development



Required

Paper ZD

Multi-user 
editing

Unreal 5 version 5.3



Credits(for borrowed assets)

https://luizmelo.itch.io/fantasy-warrior

The base game was built around these 
assets though nun still remain in the 
game



Attacks:

Jump nodes:

Character animation states



Movement to 
Jump

Jump to 
Fall

Character animation states 
transfers



Character animation source

Animation sources are very 

simple it is where you store the 

Flipbooks you create that you 

intend to add to the character

They are called in the animation 

states , which them plays the 

animation.



Character 
Blueprint classes

Player 1 blueprint;

What happens in this class:

Set up of movement system but 

implementing fighter ICM for all of 

player 1s movement and some of 

player 2s

Creation of player 2 movement system 

within the same class, this is done 

using input triggers

The damage system and block system 

for both players

It also change the color of the second 

player slightly so that you can tell them 

apart.



Character 
Blueprint classes

Player 2 controls

How is player 2s controls work in the player 1 

blueprint

• Input trigger that activate custom events that 

are connected to player 1 movement system

• All of the movement are designed the same 

its just where the custom event is connected

Why do it like this over creating a second 

blueprint.

Efficiency, it requires less blueprints

Easier to scale



Character 
Blueprint classes

Princess_BP

This is a child class of the 

Player_1_blueprint class.

This means that it inherits all of 

the functions and systems.

It can change editable values 

like the starting health and the 

base damage



Flip control

Version 1

• What did it do:

Flips players to face each other

• How did it achieve that

Using collision boxes that when 

triggered rotated the players

• Problems/ why did it change

bug/crashes



Flip control

• How does it function

It checks the location of both of the characters 

every 0.5 seconds, then rotates them if 

needed.

• How does it differ

It runs constantly rather that only on collision

It works inside of the map blueprint rather that 

in the player.

• Advantages over the old version

Prevents infinite looping glitch that crashed the 

game.

And the bug that make them randomly turn the 

wrong way.

Version 2



Movement system

The entire movements section of the first player uses enhanced input actions events from the Fighter 

ICM, which then trigger events, for example movement when triggers which for player 1 when A or D 

is pressed moves them 1 X value to the left but the D has a negate Traits so it moves 1 to the right 

instead

The jump works the same but unreal has a jump function already imbedded so instead of adding one 

to the Y value I simple use that instead .

The player 2 moment system using individual input trigger rather that the ICM, and them attaches 

custom events that are attacked to player 1s movement system so that when the input is trigged it 

move makes player to move.



Attack, blocking and damage 
system

attack system

• How does it work

It uses hit box checks 

functions for each of the 

different attacks that it

It then calls the damage 

function to calculate damage 

done if anyone was in the hit 

box



Attack, blocking and damage 
system

Blocking system

• How does it work

It reduces the amount of 

damage you take when 

attacked .

It uses a variable that 

when active makes it so 

that damage is reduced by 

4 times



Attack, blocking and damage 
system

damage system

• How does it work

It calculates damage using the base damage that is sent

Then if health is 0 it plays the death animation

And if their not it plays the damaged animation



Buttons

Health bar UI

The buttons have an event 

when they are clicked that 

moves them to a different level.

Health bar

The health bar uses a percentage to 

Controle how much of it is filled 

showing red underneath so as the 

health goes done the green goes and 

the red filles in



winner

Health bar UI

The find winner event is 

called when one player hits 0 

health, I then checks which 

player has less health then 

changes the winner teach to 

player 1 or 2 wins depending 

on who won, then making it 

valuable along with the 

buttons so that you can play 

again or go back to the main 

menu



Main menu UI/map

The menu UI works similarly to the health UI, 

although it has its own level so it can be called 

separately

It also had a character select that lets you 

choose which character you wish to play as

Which it stores in a fighting game instance so 

when the fighting map open when you start the 

game you will be the character you selected.

It then has buttons that start the game and 

moving you to the fighting game level, and one 

to close the game.



Item system

The item system uses character actors 

adds a collision box and a paper sprite

Then creates and event on overlap that 

adds 30 health to the player

This system is still in testing but all that 

would be need is to create a variable to 

the amount of health added can be 

changed and mad negative for traps

Along with smoothing over the health 

bar as it doesn’t register until after the 

next hit.



SHARMAINE

Characters



CHARACTER CONCEPTS[1]



CHARACTER IDEAS[2]



INSPIRATION AND 
RESEARCH[3]

[4]

[5]

[6]



CHARACTER 1:
Princess Mina



PIXEL STYLE
Refinement for pixel translation

- Colour change for contrast

- Limbs behind are darker for better 

readability

- Hair up instead of down for more 

defined silhouette and practicality



PLANNING



ANIMATION
SET UP

- Using Aseprite program.

- Base with side profile

- Canvas size 78 x 48
Each moving part on a 

different layer



ANIMATION PROCESS
STEP 1: Keyframes STEP 2: Tweening/Inbetweens

STEP 3: Smear frames STEP 4: Secondary motion (hair, crown)Arm smear to show

fast movement.
Hair and crown react 

to the primary 

movement of the 

character.

The main 

movements drawn out 

create a foundation.

Tweening adds a 

smooth transition 

between the 

keyframes.



LIGHT ATTACK
(6 frames)

MOVESET

PROJECTILE
ATTACK

(9 frames)

HEAVY ATTACK
(8 frames)

SIGNATURE
MOVE

(17 frames)

THROW (ITEM)
(7 frames)



MOVEMENT 
ANIMATIONS

IDLE
(5 frames)

TAKE DAMAGE
(4 frames)

RUN
(8 frames)

DASH
(4 frames)

CROUCH
(6 frames)

DEATH
(19 frames)

JUMP
(7 frames)



PROBLEMS AND 
SOLUTIONS

PROBLEM: SOLUTION:

Not enough time to create 

and animate a second character.

Colour variation for character 1 

was added.

Layers behind the head would 

sometimes need to come in front 

of the head. (arms, ponytail etc.)

I created a new layer above the 

head.

'Projectile attack' reach was too 

similar to melee attacks.

Projectile and character were 

separated.



DAN

UI and Items



Item Inspirations

Super Smash Bros. D&D Items
[1]

[2]



Item Concepts

[3]



Item Concepts



Spriting Process

paint.net

Aseprite



Item Sprites

Coin
Chest

Healing 
ItemsPoison 

Mushroom



Item Sprites

D20

Original Desaturated

Sceptre



UI Inspiration

[4]

[5]



UI Concept



Health Bars



Title Screen Inspiration

[6] [7]



Title Screen + Logo Concepts

[8]

[9]



Logo and Title UI



BECCY 

Backgrounds



MAP CREATION
Main 
Menu

Map

Level 
Select

Loading 
Screen

Level

[1]

[2]

[3]

[4]



MAP CREATION



LEVEL SELECTION



LEVEL SELECTION

[5]



LOADING SCREENS
Moodboards and Inspiration

[6] [7] [7]



LOADING SCREENS
Moodboards and Inspiration

[10][9][8]



LOADING SCREENS
Primary References



LOADING SCREENS



BACKGROUND 
RESEARCH

[11] [12] [13]



BACKGROUND 
RESEARCH

[14] [15] [16]

[17]



PRIMARY BACKGROUND 
RESEARCH



BACKGROUND 
CREATION



PARRALAX EFFECT



ANIMATING THE 
BACKGROUND



ANIMATING THE 
BACKGROUND



PLATFORM CREATION



LEVEL PROGRESSION



TRACY

Sound Design



Inspiration



Sound List/Plan



Sound effects



Characters
Trap/Upgrade
Bonus Level

Map Selection
Background
Boss Fight
Combat

Battle Music
Ultimate Boss

My Chosen Sounds :



Conclusion



GAME TESTING



MUGEN



GAME 
FEEDBACK



GAME 
FEEDBACK

before

after

before
after



REPLAYABILITY

• PLAYERS WOULD LIKE MORE 
LEVELS

• UPON COMPLETION PLAYERS 
UNLOCK NEW COSMETICS AND 
ITEMS

• ACHEIVEMENTS FOR PLAYING 
ON VARIOUS DIFFICULTIES 
OR WITH VARIOUS 
CHARACTERS

• EASTER EGGS

• SECRET LEVELS

• FUTURE IDEAS TO BE 
EXPLORED – BREAKABLE 
FLOORS AND WALLS, PLAYER 
QUESTS AND STORY MODE



TEAMWORK

STRENGTHS    WEAKNESSES

▪ PROJECT PLANNING

▪ ASSIGNING ROLES TASKS

▪ EQUAL ROLES

▪ COHESIVE ARTSTYLE

▪ COMMUNICATION

▪ GAME 
BUGS/GLITCHES

▪ LACK OF UNIQUE 
GAMEPLAY 
FEATURES

▪ LACK OF 
LORE/NARRATIVE

▪ SHORT PLAY TIME

▪ ATTENDANCE
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