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Fantasy was the
theme we liked most.

DND inspiration.

2D, side
scroller fighter

Tasks were assigned.
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Game Development




HRequired
Paper FD

PaperZD Version 2.0.6
Animation Graph and Notify Support for 2D Development Critical Failure Studio

Multi—user
editing

Al - User Editing Version 0.2

® . ..
@M @& Alow collaborative [JF-u s in the Editor Epic Games, Inc. x
S I

Unreal 3 version 2.3



Creditfts for borrowed asseits)

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

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

+ |dle- 10 frames

+ Run-8frames game

+ Jump- 3frames

* Fall - 3 frames

* Attackl -7 frames
+ Attack? -7 frames
+ Attack3 - 8 frames
+ Take Hit - 3 frames
* Death - 7 frames

Fantasy Warrior a 27x45 pixel animated scale character with 9 sheets sprites

This package can be used freely and commercially - CCO(creative commons
zerao).

Credits are not required but | would appreciate it.



Character animation states

Attacks:

| J Time Remaining (PR_attack_2)

— & Air attack Return Value @

+ e fall
g T o 7 I\ —
B

Attack 3 L
. # Range attack & Blocking

Attack 1 —* »Baseattack




Character animation states
Trans fers

[FGetVelocity

TaigeLis Actor

—
Lol 2T @ Target  Retum Valse X C

Retum Vahe Y C

RewmVoheZ @ — : [ 1 ——

Can Enter Transition

Movement To
Jump

@ Target Character Movement @

As Player 1 Blueprint @ : | . Result

Can Enter Transition

r ? s Walking
Target is Character Movement Component

@ Target Return Value

As Player 1 Blueprint @

As Player 1 Blueprint @

F Get Velocity )
Target is Actor | . Result

@ Target Return Value X O Can Enter Transition
Return Value Y O

Return Value Z @

F Get Velocity )

Target is Actor
@ Target Return Value X O W
[ St
Return Value ¥ O Can Enter Transition

Return Value Z @




Character animation source

Animation sources are very 4 Attack. Anin /All/ 2.83'
i . £ Attack Anin /All/ 2.84.
simple it is where you store the B Attack Anin /Al 2 85
Flipbooks you create that you B death_ Anin /All/ 2.46!
intend t dd to th h t i Fall_Fic Anin /All/ 2.45
IIEGICtORC 0 ) ec argc er_ £ Hit_figl Anin’ fAll/ ' 2.45.
They are called in the animation B Idle_Fi Anin /All/ 2.45
; B Jump_ Anin /All/ 2.45

states , which them plays the B Friven: Anive Al 2 81,

animation. | princes Anin® /All/ 2.46:
9 Run_Fi Anin /All7- 2.45




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

B Hum 2

Preseed [

Creation of player 2 movement system
within the same class, this is done
using input triggers

Mecdeased [T

Key

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 i —— —
 Input trigger that activate custom events that T
are connected to player 1 movement system
» All of the movement are designed the same
its just where the custom event is connected T T —

Target is Player 1 Blueprint

Why do it like this over creating a second 3
bluep”nt @ Target

Efficiency, it requires less blueprints 4= , s

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 Isplayer 27
like the starting health and the Base Damage
base damage

Is Attacking

Health 150.0




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

Version #

 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.




Movement sustem

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 | 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.

&' Enhancodi nguriod an mava_ LA

Acionvalue lF  —

Blading




AtTtack, blocking and damage
sys tem

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




AtTtack, blocking and damage
sys tem

Blocking system e

= [; ':'] .‘I'J.-:I-:I pn {5}

« 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




AtTtack, blocking and damage
sys tem

damage system
 How does it work
It calculates damage using the base damage that is sent

Then if health is O it plays the death animation
And if their not it plays the damaged animation



Health bar UIL

Health bar

7 Open Level (by Object Reference)

e — » >

Lerwed
(=

The buttons have an event The health bar uses a percentage to
when they are clicked that Controle how much of it is filled
moves them to a different level. showing red underneath so as the

health goes done the green goes and
the red filles in



winner

The find winner event is
called when one player hits 0
health, | 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

Health bar

Ul



Main menu UIL - " map

The menu Ul works similarly to the health U, Y rrrm )
although it has its own level so it can be called > - -
separately

Character 1

= i Target

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.

s Fighter Game instance @ =

It then has buttons that start the game and
moving you to the fighting game level, and one
to close the game.



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.
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SHARMA INE



[1]

[[IZE) Player's Handbook / Basic Rules

A Barbarian

Hit Die: 12

Primary Ability: S Hit Die: d8

Saves: Streng Primary Ability: Charisma
Saves: Dexterity & Charisma

S.7 Rt Fighter
%7 :
A of martial comb:

Hit Die: d8
Primary Abili
Saves: Intellig

Hit Die: d10
Primary Ability
Saves: Stre

Paladin

th

Hit Die: d10

Hit Die: 410
Primary Ability: Strength & Charisma Primary Ability: Dex
Saves: Wisdom & Charisma Saves: Stre

F

~04 Cleric

y champion who wield:
nagic in service of a hig!

powes
Hit Die: 48
Primary Abili
Saves: Wisdc

Hit Die: d&
Primary Ability: D
Saves: Stre

Hit Die: 48
Primary Ability: D
Saves: Dexte

Cat Rogue

Projectile: Throwing knives

Light atk: swift stab

Heavy atk: side slash

Dodge: lightning flash teleport

Ult: Cloud with slashing silhouettes

Ranger

Projectile: Bow and arrow shot
Light atk: swipe with bow

Heavy atk: heavy swipe with bow
Dodge: ?

Ult: multiple arrow shots from bow

Pink magical princess fighter
Projectile: blowing heart kisses
Light atk: Punch

Heavy atk: high kick and spin
Dodge: protective bubble barrier
Ult: hearts explosion (=

Fire Knight

Projectile: fire/magic ball

Light atk: sword sweep

Heavy atk: sword attack with spin
Dodge: ?

Ult: fiery rage

Slime

Projectile: spit ball :0:0

Light atk: hit

Heavy atk: spin and jump off enemy attack
Dodge: roll away

Ult: absorb energy and earthquake stun

Dark Wizard

Projectile: magic ball from staff
Light atk: staff swipe

Heavy atk: overhead staff hit

Dodge: ? =

Ult: Pentagram floating soell




Cat Rogue

Projectile: Throwing knives

Light atk: swift stab

Heavy atk: side slash

Dodge: lightning flash teleport

Ult: Cloud with slashing silhouettes

Ranger

Projectile: Bow and arrow shot
Light atk: swipe with bow

Heavy atk: heavy swipe with bow
Dodge: ?

Ult: multiple arrow shots from bow

Pink magical princess fighter
Projectile: blowing heart kisses
Light atk: Punch

Heavy atk: high kick and spin
Dodge: protective bubble barrier
Ult: hearts explosion reaieq

Fire Knight

Projectile: fire/magic ball

Light atk: sword sweep

Heavy atk: sword attack with spin
Dodge: ?

Ult: fiery rage




The sign out front is busted...
is this the Mountain trail?







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




ANIMATION FILES:

GENERAL CHARACTER INFO:
Program: Asepiite
Canvas Dimensions: 78 x 48
Number of Characters to make: 2 My Drive CHARACTER ANIMATIO... ~ & |
NOTES
+ Lore/species/ethnicities of characters are flexible to fit whatever story we decide. Type ~ People = Modified ~
= The canvas size is wide to give room for horizontal attacks and movement. (o[ r [ [m]
= Frame lengths can be adjusted in Unreal Engine. R T
« Animations that d added ds will be hi hted in Bltigl
nimations that need a sounds will be highlig| in blie: Name 4N = 5 P20 s

CHARACTER 1: MINA B Aseprite Files ® & # LArm
Name: Princess Min: ear = & »» Tors
Age: 23 & i e LLeg
Gender: Female B GIFS & & ** RlLeg
Pronouns: She/Her || ® & ** RArm
Species: EIf

Personality: Happy, Cheeky, Playful B Sprite Sheets

BASE ANIMATIONS
APPEARANCE

1 & @ % EHair
Body Type: Feminine Idle v 5 frames
Hair: Light pink, high curly ponytail Bunlv 8 frames
Quitfit: Maroon dress
Jump v 7 frames

'.'- 1
Crouch v 6 frames
Dodge/Dash v 4 frames .
Throw ltem v 7 frames
Receive Damage v 4 frames
Death v 19 frames
MOVESET

Projectile Attack: Blowing heart kisses v/ 9 frames
Light Attack: Punch v/ 6 frames

Heavy Attack: High kick with spin v 8 frames
Signature Move: Explosion of hearts v 17 frames

S T



- Using Aseprite program.

- Base with side profile
Each moving part on a

different layer - Canvas size 78 x 48

=
® & % Layer 2
& i@ *» Head
& i@ »» Tors
® @ ** RAFM
& @ #» LArm
& @ *» BlLeg
& i@ e Lleg




The main
movements drawn out
create a foundation.

Arm smear to show

fast movement. \

“u

r
"

STEP 1: Keyframes STEP 2: Tweening/Inbetweens

by

STEP 3: Smear frames STEP 4: Secondary motion (hair, crown)

s

T
f

Tweening adds a
smooth transition
between the
keyframes.

Hair and crown react
to the primary
movement of the
character.



A A R AR

PROJECTILE SIGHATURE
ATTACK MOVE
{9 framesl) (17 fTrames)

LIGHT ATTACK THROW <{ITEM> HEAYY ATTACK
{6 Fframesl (7Y fTramesh (% fTramesh

B



IDLE

{3 frames?

o
'

JUMP

(¥ fTrames?k

o
[

TAKE DAMAGE

{4 fTramesl

0

DASH

{4 frames?k

CROUCH

{6 Trames?d

"-ﬂ l'-lT
w a

RUN

(5% framesk

T A
@

DEATH
{19 framesl

%
[



=z M
F

Not enough time to create
and animate a second character.

Layers behind the head would
sometimes need to come in front
of the head. (arms, ponytail etc.)

'Projectile attack' reach was too
similar to melee attacks.

Colour variation for character 1
was added.

| created a new layer above the
head.

Projectile and character were
separated.

o
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ULl and Items




Item Inspirations

Super Smash Bros. DED TiHems

[1] RATIONS
S

SPELBOOK _

CROWBAR

B " o

BACKPACK
MANACLES

: ‘v’ |
WATERSKIN
:




Item Concepts

itemfweapons ideas:

key -

chest - where you could find the items

rations (apples, bread) - healing items

poisionous mushrooms - throw it at other players, affects them

item which can speed you up
wooden sword/diamond sword - gets better over time
wooden shield/diamond shield - gets better over time

dnd dice

item which helps you jump

dragon eggs

scepter

. D STANDARD EXCHANGE RATES [3]

fairies e & B o
Copper (cp) 1110 1/50 1/100 1/1,000
Silver (sp) 10 1 s 110 17100
Electrum (ep) 50 5 1 1/2 1/20
Gold (gp) 100 10 2 1 1/10
Platinum (pp) 1,000 100 20 10 1

SILVER




.

attacking the chest a few times will open it and it'll
release a number items, some which can only be found
from the chests

quote unquote scepter

one time use projectile weapon
where you throw the ball

ey

could potentially use the rest of
scepter as a temporary melee weapon
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Spriting Process

paint.net

i B B[] F I

Aseprite




Item Sprites

Healing
Poison Ttems

= #ﬂ@m




Item Sprites

D20
Original Desaturated

Sceptre




Ul Inspiration

et

Thundsr Knudckls

D

%t@
i 'I"H L “L—:
Oue®







Health Bars




Title Screen Inspiration

vi—® BATTLE
STORY
UNLOCKABLES
OPTIONS
BACK TDO MAIN TITLE

OPTIONS

@ 2014-2019 YACHT CLUB GAMES



Title Screen + Logo Concepts

n - [8]
JOUCRLAKER — Triuas

OPORSTU

Y SUTHR B x1) 2
) T PLAY abcdetghilhl
COPTIGES munopqrstuv

WyYZ
2!;

o
rf‘a =
- ~ .




Logo and Title UI

L/L/ ANV
ST RARY
HOW To PLAY
OFvTIoNS
EX |
SEMATCH

W’ ~. -*‘“",W" :"\IH



Backgrounds







MAP CREATION

S

volcano <
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Select N Help

br X uplicate Uiew @ i - ;_;. %

PExtras ctri+H | (o laal
= Show » M

tod & @ ** platform
Symmetry Options
Set Loop Section @ i L L] Gra$$

& ko *e Sea

foancad Mode  CHieF & & ** Sand
Full Screen Mode F1
Full Screen Preview  Fs & i *» Clouds
Home
Refresh & Reload Skin F5 & i ** Backaround
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PLATFORM CREATIOHN







Sound Design







Video/Music Seund Effects and Audio List for the Indie Game Project Game Mechanics sound effects

Sound and moed. theme. Attack
Distirctive styles! the gamep sy! taget a idience

Specifie music for the ga meply areas Dedge
The overall tone, environment! the situation/ the gradual changes inthe game.
Diverse sounds of the gameplay music overtime! when play completes esch of the Tekport

el Punch

Expbding

DUCK LAKE INDIE GAM E GROUP PROJECT Eipirming

Sound Effects for the game — Impertant! Deuble jurp

Introduction Background Soundtrack - hitp fyoutu be/CEREJE 946Gy Psi=d Caz Zp- Spells to cast magic

eZzUby8rk .
B Throwing Weapons
Cain collecting
X X Mowverment sounds
Backgrourd music - hitp s:#youtu befmRN_TAIkH-¢?siprEbmA91ramHgk-6

Sprite creatures sounds Spawnirg (entering the game)

Traps/Upgrade effects Water SPESh effects
Bonus kevel effect (specific certain levels of the game) Naon-Playable Characters dialogue - hitps:ifyoutu.beiqEXGaVjugm 87si= GLGxa Hiyxe 7 ThxDL
Map selection Skip sound effect

Boss figh . . 2
R Health bar increasing'decreasing (Bubble Sound Effect)
Combat - hitps: dyoutu. belulDFBKalk Tsizm bdp mweZEpEpSs
Death sound (¥When the player character dies)

Battle music - Htpsiiout be/NzPRZe wnd 2si=MzUswywCaPbkGChI

Uttimate Boss fight Jurmp

Music ard ambient audio for the game - Crouch

Winning Prajctile attack

el Light attack

Blezard Background Sound Heavy attack

Things te add-cn DiElg=iCah
Foatsteps Throwing iterns
Walking Sigrature maoves

Double jump




Bonus Level Effect.rmp3

Death Sound Effect.mp3
01 KE

Lava Sound Effectmp3
T4 KB

Running Sound Effect.mp3
86 1B

Teleporting Effectmp3
00 KE

Dodge and Dash effectmp3
EETS

Fireball Attacking Effectmp3
& ke

Jump Effectmp3
ZEKE

Knife Throwermp3
ke

Magic Spell Cast Effectmp3

Spawn Sound Effectmp3
36 KE

Water Splash Effectmp3
s

9

Click and Skip Button Effect....
56 k8

Explosion Sound Effectmp3
22 KE

Losing Sound Effectmp3
134 KB

Select Sound Effectmp3
Ske

Upgrade Effectmp3
263 KB

Earth Quake Effectmp3
203 k8

Heavy Punch Attackmp3
36 k8

Jump Sound Effect 2.mp3
7 KE

Light Attack.mp3
EET S

Magic Strike Sound Effectmp3
B1KE

Spinning Sound Effectmp3
&0 KB

Coin Collection.mp3

Footsteps in Dirt Effectmp3
1 k|

Running in Grass Sound Effec..

X

Sprite and Fairies Sound Effec..

325 K8

Winning Sound Effectmp3
MEKE

Fireball Attacking Effect Zump3
67 kB

Heavy Sword Attackmp3
s

Jump Sound Effect mp3
33 KE

Lightring Sound Effectmp3
272 kB

Punch Sound Effectmp3
M KB

Throw Sound Effectmp3
45 KB

Background Sound.mp3
1M

Boss Fight Sound Effectmp3
& Mg

Ultirm ate Boss Fight Sound Eff...
4 ME

Beach with seagulls Backgrou...

2 Me

Creepy and Dark Background...

4 ME

Blizzard Background Sound Ef...
9 Me

Strong Blizzard Background S...
5 ME

1ol |Effects:

mll

[yl e '“M



My Chosen Sounds :

Characters
Trap-Upgrade
Bonus Level
Map Selection
Background
Boss Fight
Combat
Battle Music
UltTimate Boss



Conclusion




GAME TESTIHNG

Mo st o e o s e 3 s o o e
LR R-N-R -

Background Design and Map
Feedback
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GAME
FEEDBACK

5. How would you rate the clarity of which level you are selecting/able to select?

More Details

. Very Clear To The Player 7
@ Alittle Clear, Could Be Improved 0
@ Not Clear To The Player 0

Unsure 0
]

Moving background wildlife, e.g birds, dolphins

Could include a variety of items in each level to reduce the amount of repeats such as different house types or

trees.

I Yes, which game/s What would you change to imgrove any of the art shown 1o you?

1k the art sty and fel the chosen assats reprasant It well, Ho Improvement to suggest.
Cod ey o s s och el 5o tha st of et sch i Mira e s o et




3. Out of these 2 loading screens, which do you believe fits the game in the clips shared with this form? or
which do you prefer?

B o R Rl e e

More Details
@ oOption 1 4
. Option 2 3

Perhaps the loading screen could be more pixelated to blend in more with the level and map design.

Ul s HHOETE & L E --
B S Uk o b e @@

before




REPLAYABILITY

PLAYERS WOULD LIKE HMORE
LEVELS

UPON COMPLETION PLAYERS
UNLOCK NHEW COSMETICS AND
ITEMS

ACHEIVEMENTS FOR PLAYIHNG
ON VARIOUS DIFFICULTIES
OrR WITH VARIOUS
CHARACTERS

EASTER EGGS

SECRET LEVELS

FUTURE TDEAS TO BE
EXPLORED — BREAKABLE

FLOORS AND WALLS, PLAYER
GUESTS AND STORY MODE

8. Would you want to play more levels of the game with different background aesthetics of similar pixel style?

More Details

@ ves
® No




TEAMWORK

STRENGTHS WEAKNESSES
COMMUNICATION
PROJECT PLANMING
GAME
ASSIGHNING ROLES TASKS BUGS. GLITCHES
EQUAL ROLES LACK OF UNIGUE
GAMEPLAY
COHESIVE ARTSTYLE FEATURES
LACK OF
LORE.“NARRATIVE

SHORT PLAY TIHME
ATTENDANCE
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