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Burgenvolk als Multiplayer Shooter
2 Player vs 2 Player
3 Phasen

- Build

- Fortress Fight

- KO Round




BUILBING PHASE




FARTRESS FIGHT



K8 RBUNB



TRUMPE MECHANIK

Schiesse den Ballon In
der Mitte und
bekomme einen
kurzen Buff

Buffs:

Unverwundbar
Unsichtbar
Schrumpfen



STERY

Two little girls meet up at
the community garden to
battle one another in a fight
of Imagination




FRAKTINEN & KLASSEN

Fraktionen:
“Mushroom”

“Flower”
"Acorn”

Klassen:
Squirrel: Schnell

Hedgehogq: Resistenter
Bird: Weltwurf




STYLE

Fun, Playful, Childish




STYLE

Fun, Playful, Childish

Spielelemente;
2D gezeichnete Spielfiguren
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TEAM

_Team Members Skills

Name Mailadresse Semester Programing Game Mechanik Visuals 3D  Visuals 2D Sound Department-Leader Task Teams
(Trello, Git-Lab, etc.) P1 P2 P1 P2 P1 P2 P1 P2 P1 P2
Producer / Technical Lead  Nino nino.coaz@zhdk.ch X Technical Lead

Game Mechanics Sebastian Burckhardt 3 X  |Mechanics Level Design (Level Team)
Marwan Eissa maru@teamtumult.ch Master X X Class Game Mechanics (Character Team)

Producer / Art Director Severin Brodmann severin.brodmann@zhdk.ch |Art Director




TASK TEAMS

Team Members

Name Department-Leader Task Teams

Producer / Technical Lead Nino Technical Lead
Sebastian Mechanics Level Design (Level Team)

Producer / Art Director Severin Art Director

Class Game Mechanics (Character Team)
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Q DISCORD

Main Board W

LINKS

Vorgaben: First-Person Shooter

Datenaustausch

Google Drive

@ 1

ZEITPLAN
@ 1

DEPARTEMENT
@ 1

G
Coding

Game Mechanics

G
3D Visuals

—+ Eine weitere Karte hinzufligen

ProductionDays ' Free

& Fiir Team sichtbar

G
Ul: Implement win/lose screen / 1h

MV

VEX: Implement particle systems / 2h

CGEED GEEED
(onSwitch) PLAYER: put animation in
code

PLAYER: Testing / 2h

LEVEL: Make prefabs out of blocks
and add logic

END DAY 3

NICE TO HAVE

+ Eine weitere Karte hinzufigen &

‘:,5 ¢ +10 Einladen

DOING

a
PLAYER: Bring all components

together / 2h
o~

L)
PLAYER: Trumpf / 1h

) G
Ul: Character selection screen / 3h

L1 M MV

-
PLAYER: Splashart/Boxart

PLAYER: Change materials of
characters

nNWl ©

+ Eine weitere Karte hinzufligen

WAITING

a
LEVEL: Skybox

.4

L X
MUSIC: Music implementation / 1Th

O MH MV

D GEED
VEX: Implement sound effects / 1h

=

+ Eine weitere Karte hinzufigen &

see Men

DONE

PLAYER: Change special block for
characters

G )
PLAYER: Implement players / 2h

Ul: Screen to explain controls and
classes / 1h

L]
LOGIC: Multiple players / 1h

G
VEX: Sound effects / 4h

)
Ul: Make titlescreen / 2h

+ Eine weitere Karte hinzufigen &




Soundeffekts Produktiondays
Soundeffekt
Ul

Click (Karton) vlt fur kleine und grosse

Countdown

Soundeffekt
hit (Beeren auf Karton)
Dropping Blocks (1 Block, 1 spezialblock)

Footstep gehen

Footstep renne

Beeren Einsammel

Sterben (Bildschrim wird schwarz)
Beere fallt auf den Boden
Beerenregen

Ballon Pop (Powerup
Throwsound

Fluss sound

Schiff sound

Ambient Sound (Insekts outside)

BRGANISATIEN

done (just one Block)

Asset pipeline

3D Assets

Step 1:
Step 2:
Step 3:
Step 4:
Step 5:
Step 6:
Step 7:
Step 8:

3D Artist creates asset geometry

3D Artist uploads asset to the Switchdrive

3D Artist names it in a recognizable fashion

3D Artist tells 3D Lead where they put it and what it is

3D Lead implements asset in Unity file in their own scene

3D Lead and 3D Artist create the the Flatkit material for the asset

3D Lead puts the asset into the appropriate folder in the Unity project as a prefab
3D Lead tells Level designer that the asset is finished

2D Assets

Step 1:
Step 2:
Step 3:
Step 4:
Step 5:
Step 6:
Step 7:
Step 8:
Step 9:
Step 4:

btep 5:

2D Artist creates 2D asset

2D Artist uploads the asset to the Switchdrive

2D Artist names it in a recognizable fashion

2D Artist drags Image into Blender

2D Artist adds Plane and models around image

2D Artist adds solidify modifier and cuts out the shooting hole with a boolean
2D Artist adds 3D base and support

2D Artist textures model (front drawn character, side cardboard)

2D Artist exports the model as a fbx

2D Artist tells 2D Lead where they put it and what it is

2D Lead tells the Lead of the department that needs it that the asset is finished

MiITTWOCH

9.00 - 10.30 Uhr

5 min Konzept EinfUhrung
15 min Arbeitsablauf

5-30 min Task-Teams

5 min Tagesziele

15 min Fragen & Antwort

30 min Department Team Besprechung (Art | Mechanics)

ab 10.30 spatestens starten

13:00 Uhr
15 min Feedback Arbeitsablauf
Bei Bedarf individuelle Besprechung

16.50 - 17.00 Uhr
10 min Ziele Uberprifen
Trello Updates (falls nicht schon gemacht)

17.00 Uhr
Playtesting (freiwillig)

DONNERSTAG

9.00 - 9.15 Uhr

5 min Ubersicht Tagesziele

10 min Problematik Besprechung
Bei Bedarf individuelle Besprechung

13.00 Uhr
10 min Standortbestimmung (alle)
Trello Updates (falls nicht schon gemacht)




BATENAUSTAUSCH

Documentation
Screenshots ich

3D =% Anika

Google Drive

= O B B

Asset Liste 2D =5 Nino Coaz

Asset Liste 3D =% Nino Coaz

!

Asset Pipeline =% Nino Coaz

SWITCHdrive

Communication_and_Data.pdf ich

Credits =% Marwan Eissa

=
ror
=

Effects =% Nino Coaz

Kick off meeting =% Nino Coaz

Mechanics Concept.pdf =% Nino Coaz

GitLab




. -Dark Shape, Lighter Lines/Font

G N, ] -Crayon Font Hand-drawn
o 4 -Coloured Shapes Childrens Toys/Garden Objects
& . -Handdrawn Outlines
" | -One Drawn Screen Background with Detail
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Konzeptionieren

ALSO MADE
THIS,
BUT YoOu

Paperprototype om0 e e
Asset Listen ausfullen g
Spielbarer blockprototype
Gameplay komponente erstellt
2D und 3D produktion begonnen
Partikel Sprites kreleren

Musik erstellen

Visual Elements:
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TAG 2

Asset produktion fertig

3D Assets implementiert

Alle Gameplay Komponenten
zusammengefugt

Sound Effects fertig

VEX fertig

Charaktere implementiert

Ul Gestaltung fertig |,

—

a ! e S e



Testing/Tweaking

Ul Implementiert

SFX nd VFEX implementiert

Bug fixing




PREELEME

Unity First Person Controller sucks



PREELEME

Unity First Person Controller sucks
Global Git ignore sucks aswell






