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Character 

Research – 
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What is the character based on? 

As you can see from the images above, I did research into some other side-scroller games. I 

found that often the scale is not the same as it would be in real life. The tank in Metal slug 

for example the turret is near enough the entire length of the main body. In Mario the 

character especially when they are small is scaled not as you would expect.  

I put this down to appeal, if the characters especially the tank was “realistic” the game 

would have lost its visual “charm”, another thing I notice looking back at some gameplay of 
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Metal slug is that when the player shoots, they do not actually shoot from the turret, instead 

the mid-section of the tank.  

Likewise, Mario doesn’t have the same metrics as a human might but again, I think this is 

down to appeal. Most people play games for escapism and the main character looking “less-

human-like” will add to the players reason for playing which is likely to relax. I would assume 

it also helps the player separate themselves from the character they are playing as so when 

their character dies, they don’t have that attachment. That may be slightly deep, but I feel it 

is something to think about when I start to create my character.  

 

What are the abilities based on? 
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In this game the player can interact with their environment. So above is some research on 

the interact inside of Stardew valley. Stardew Valley is a top-down 2d game so while the 

gameplay is likely to be different from my game the overall art is going to be drawn from a 

different perspective, I can still infer some things from; 

a) The overall look of the animation 

b) Have a glimpse at the system and what pressing interact does. 
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First, the player has to have the correct tool equipped to interact which each object. For 

example, in Stardew Valley the player can not clear grass with their pickaxe. Instead, they 

must use a scythe. Similarly, when the player is cutting down a tree, they will need their axe. 

This while making it complex for the player it adds an extra “mechanic” to the game as the 

player when they leave their house or wherever they keep their tools, needs to have the 

correct tools in their inventory. This then leads to the player trying to take as little as 

possible so that they can pick up everything that gets dropped on the floor around them.  

 

 As you can see from the image on the left. When the players 

inventory is full the player will not be able to pick the item up.  
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The attack in this game will be no where near as complex as the attacks in the mortal 

combat games however I can still draw from them. I’m not sure there is a single example of 

when a player takes damage without a visual cue from the enemy. This is true of most games 

where the player can take damage, the player very rarely will take damage out of the blue. 

Therefor I need to have an attack flipbook present in my game.  

As the character in my game is “squished” I think it would make sense to use the characters 

leg, kicking as the attack animation. This should make it clear to the player exactly what they 

have done.   
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Production –  

Movement Sprite sheet - 

Attack and Interact Sprite sheet -  
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What are the controls based on? 

The controls in my game will be the stereotypical keys for movement when a player is using 

a keyboard, WASD. The Interact key will be E, which while playing various games I have 

found to be the most common.  
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To play the game the player will not need a mouse as to attack they should press F on the 

keyboard. I think this should make it easier for players who do not always play with keyboard 

and mouse to play the game.  
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Implementation – 

Youtube – Sprites 

 

 

Youtube – Attack Sprites 

 
 

 

 

 

https://www.youtube.com/watch?v=pgQRk8ONIIs&list=PLrqmymLAoMpkFuvPw_z77Jntw1B2Db-NU
https://www.youtube.com/watch?v=3Oh1HAGLEy8&list=PLrqmymLAoMpkFuvPw_z77Jntw1B2Db-NU&index=3
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Camera  

Research - 

Within 2d Platforming games the players character is most often close to the middle of the 

screen. In Super Mario Bros U… 

 

The Player is ever so slightly to the left, this lets the player look ahead of them. This is implying that 

to the players right might be where the danger will be come from. This allows players to see what 

they might be facing before they are fighting with the enemy.  

As there are multiple different enemies in this game it also lets the player plan how they want to 

fight an enemy, the factors informing the players decision could be if the enemy can attack with 

range, how fast the enemy is, the enemies attack speed…Do they have time to try and avoid the 

enemies’ attacks? Can they skip this enemy altogether? 

The camera lets the player see their environment while keeping their character big enough for the 

player to understand what they are doing. This is something I am going to try and take into the game 

I make.  
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Production- 

The Players camera will follow the player. When the player moves, the camera will follow 

them with a slight delay. That delay will increase the longer the player moves until It gets to 

roughly the players width away from them. If the player stops moving it will then return to 

focusing on the players location. 
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Opposition –  

Research – 

Broforce is a 2D platformer, the enemies in this game all follow a common theme, this helps 

the player identify them as enemies. It also would make the player feel as if 

they are fighting an organisation rather than a few enemies. This might 

make a player feel powerful.  

Another common theme with in Broforce is that the enemies, all bar 

one has a mask over their faces, this means that the player can identify 

them easily. The one enemy that can fly so is still easily identified. This 

will also separate the player from the enemies adding to players 

feeling of power. This feeling could lead to the replay ability of 

the game. 

 

 

Production –  

I used photoshop to create these sprite sheets, using the players character as a base, I then 

made everything darker and added splashes of colour. I intended to add sparks but ended up 

with this instead. I quite like it. The whole narrative behind my game is that the enemies are 

bugs. I think the splashes of colour create inconsistencies which I feel is a visualisation of a 

bug.  
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Implementation –  

 

While I managed to get these in engine, I struggled to make them move back and forth. For 

this reason, they are stationary in the game, they will also not deal any damage to the player.  

 

 

 

 

 

 



Technical Design Document 
2d Project  
Jack Barnfield 
 

16 
 

 

World 

Research –  

In the Nintendo game ‘Spelunker’ the player can interact with multiple different objects in 

the game’s world. As soon as the player starts a new save in the game, their character will be 

in a lift that they can move with the up and down keys. The player never actively plays as the 

lift however when the player is on it, they will control it. 

  

In the image above the player is more than likely moving downwards as their character is 

looking that way. This means that when the player is pressing down to control the lift, the 

players state is being affected as well as the transform for the lift.  

To get this working how it does the lift may have a collider over it. If I were creating this 

inside of Unreal engine. The lift and the character would be pawns, the player would “play” 

as a controller then when the player is in the lift the controller would possess the lift. Then 

when the player moves out of the lift, the controller would stop “possessing” the lift.  

Spelunky also features ladders and rope these however cannot be controlled by the player. 

Instead, the player uses these to traverse around levels. These items would have a collider 

over them just like the lift. These objects however, if the game was made in unreal, would 

not need to be pawns as they do not need to be controlled. They would instead be actors 

which have colliders as their children. Then the functionality for them would check for the 

players collision and when it registers that, make the players animation one for climbing as 

well as allowing the player to move directly upwards and downwards.  
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There are also items in Spelunky that the player must move around. Stalagmites and 

Stalactites grow from the ground and hang from the ceiling. The player must jump around 

them.  

Mine cars, work the same as lifts except they move horizontally as appose too vertically.  

In the game I am making I am going to have things that the player must jump over. I also 

want to add something that the player should collect throughout their journey in the game. I 

could then make a blueprint that counts these items as they are collected. Then at the end 

of the game I could show the player how many they have collected.   

 

Production –  

 

Sticky Note –  

  

Sticky notes will give the 

player a reason for moving 

through the level. (provide the 

story) 
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Interactable Door -  
 

 

Once the player has interacted with a 

door they will be moved to the 

following level.  

 

 

 

 

Lifts -  
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Collectables-  

 

 

 

When the player is stood next to a 

collectable, and they press ‘e’ they will 

pick it up.   

 

 

 

 
 


