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Overview 



Re-Cap



The big problem – Scope 

Figure 1: Original character 
concepts

Figure 2: New character concepts
Revised idea



Scope 

Figure 3 : Vampire Survivors [1] 
Figure 4  : Binding of Issac [2]



Prep



Getting Started

Figure 5 : Camera Set-Up Figure 6 : Creating base for 
level

Figure 8 : Project Settings Figure 7 : Tutorials [3] [4]



Title sets

32x32 

Collision parameters  

Figure 9 : Tile set Figure 10 : Collision Boxes



Creating maps

Figure 11 : Tile set Figure 12 : Creating map



Paper 2D & PaperZD

Figure 13 : Sprite card 
without Paper2D plugin

Figure 14: Sprite card with 
Paper2D plugin

Figure 15: Animation set-up 
using Paper ZD

[5][6]



Movement

Control Scheme
(Used in playtest)Blueprint input control

Input mapping controls

Figure 16: Movement 
integration into sprite 

character



Character Inheritance 
Character Base 
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Character Base Blueprints

PARENT

Figure 17: Character Base Blueprint (Parent) 



Blueprint Variations

Figure 18: Player Character Blueprint Figure 19: Enemy Base Blueprint



Importing Sprites 

Figure 20: Character 
Frames

Figure 21: Character 
flipbooks



Sprite Animation

Figure 22: Walk down 
animation

Frame 1 Frame 2



Animation Blueprints

Figure 23 : Animation Setup Blueprint 



Multi Directional Animation 

Figure 24 : 8-way directional animation 



Improving character animations 

Figure 25 : 4-way directional animation 

“Visual feedback is another key component of 'game feel.’ 
The right particle effect, the perfect screen shake, can 
amplify the impact of an action and provide crucial 
information to the player”[14]. 



Enemy AI 

Figure 27 : Setting up the enemy 
character follow mechanic

Figure 26 : Setting up the enemy 
character follow mechanic using 

blueprints



Enemy AI Variations

Health = 2
Attack = 1 
Speed =  200cm/s

Health = 4
Attack = 1
Speed = 100cm/s



Hitboxes

Figure 28 : Creating player 
hitbox area 

Figure 29 : Showing hitbox 
working with attacks 



Attacks

Sword Attack = 2

Bow Attack = 1



Player Interactions – Taking Damage 

Figure 30 : Taking damage – Flash cue 
implemented

Figure 31 : Applying damage Blueprint 

Collision Hitbox Collision Hitbox properties



Making Enemy Attacks More Impactful

Figure 32 : Original 
player damage 

Figure 33 : Knockback implemented to the 
player character taking damage

“Game feel is the glue that binds all other game elements together. It is the intangible, tactile 
sensation of control over a digital character or object, and it can transform a mediocre game 
into an exceptional one.” – Steve Swink [12]



Taking Damage 



Game Feel

Figure 34 : Stunned 
state

Figure 35 : Defeated state



Invincibility 

Figure 36 : Before 
invincibility

Figure 37 : With 
invincibility

Figure 38 : Invincibility blueprint



Defeating Enemies

Figure 41 : Death Effect 
Animation

Figure 39 : Enemy defeated state

Figure 40 : Death Effect Animation 
Blueprint



Making Ranged Weapons 

Figure 42 : Setting up directional animation for 
the bow



UI Elements

WBP_MainHUD

WBP_Heart

WBP_HealthBox

WBP = Widget Blueprint

Player Viewport

WBP_Wave_Count



UI Elements – Health Bar & Losing Hearts  

Health Bar

Figure 45 : Health Bar 
Animation

Figure 44 : Implementing UI 
Health Bar 



UI Elements – Wave System 

Figure 46 : Wave Counter



Enemy Spawner



Implementing Wave System 

Figure 48: Wave Spawn DataFigure 47 : Wave Spawn 
Blueprint

Spawn Area 



Pick ups and Item drops 

Health pick up Bow Pick up

Figure 49 : Pickup Blueprint 



Adding Sound Effects

Different sound cues added for 
effect [8] [9] [10] [11]

Backing track [15]

Adding sounds to animation 
sequence

“These games trigger positive 
memories and dopamine release, 
enhancing emotional resilience and 
providing comfort amidst modern-
day stress” [13]



Testing Phase 

Shared Online Folder – 
Google Drive

Figure 50 : Controller 
Scheme 

Figure 51 : Read me doc. 
for instructions



Feedback – Things to improve

[7]



Making Changes

Figure 52 : Original Map 
Texture & size (W8 x H5)

Figure 53 : Alt Map Texture 
& size (W10 x H10)



Adding further Environment Assets

Figure 54 : New map with 
added environment assets

Broken Sword Wall torch Skeleton torso

Grate Broken Shield Water

Skull Sewer Drain



Collision Box Issues

Original Collision Reworked Collision 

Figure 55 : Original 
Collision Box On Tile Map  

[7]



Camera and Map 

Original Fixed World 
Camera 

New Player Source 
Camera 



Balancing 

Health = 2
Attack = 1 
Speed =  200cm/s

Health = 2
Attack = 1 
Speed =  165cm/s



Final Thoughts

• Overall Experience 
• Project Scope 
• Perspective 
• Development 



Future Development 

More Enemy 
Characters

(Early Concepts) 

More pickups
(Early Concepts)

Customisation 
(Early Concepts)



Thanks for listening 

Any questions?



Appendices
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