& Dogsbiteback







rr
Kathleen Bohren
Léa Coquoz

Julian Maier
Miyu Sawamoto
Alain Prélaz

S FanE

Pascal Aregger
Lorenz Kleiser

Saniya Sagutdinova

T

Manu Wirth
Julian Maier

—

AR

Leonhard Holzenburg
Anja Schrodin
Natascha Diibi
Akshay Prasad
Sibel Metinoglu

Manu Wirth




Toni-Areal

Mechanic

- L

Eodé / Implementation




DAY 3 CONTENT FREEZE AT 16t meows~ Mathslasher = & wspeeeie SO EIE

HiGH Priaity Low prorty Rt oaing

Uiscaing Sauishies dfaut spite Mulipler (tmer) o fake. spi attacknotworking Enemy des -> sop movemed
+ Addacara Animation no laying s

ot mitelae [T —— E——
ser oot welcome & o Tieia

Basic mechanic (char. & enemy)

Level Design

Ul requirements

sviny Ut
Camera shake
Boss mab sound

When laer hitsenemy => enemy
noud be ble o tack or &

Shacw onthe ground
Assetlist
Ennemies fx

Firanged attac drection
+ Adasca

Third Prototype, Second Buid Finished Build

implemented animations

20E Trger box

a0 away  layer
place environment

Prepare presentation

PlayerSpecial2 Wrtstor mit Tral
PlayerSpecial ) Spin attack
EnomyHit Partles mit 20 Funken flegen
FinishingMoveBossFight
EnomyMolooSwing 2D smal

Effocts EnemyRangedAtiack Midranged (Projectle oder so)

EffoctBackground Water shador
EffectBackground Grass with Shader (Unity Tor
Background

things to talk about:

lineart all over? or
distinguishing
interactable with
environmentll (Léas.
preference)

Candle(Nummer)

Desigh ity el

=

Bigstone Really Big Stone with Elevation _ bigStone unitypackage
flagPole Flag Pole flagPole.untypackage
‘Some old cans, iter pack
Shaped house, dieselpunk aeshetics
Background Stones

Background Tree type 2
Background Trunk type 2




Visuals

S PSP b B o by ‘ e e
Mathema J

and Hack and Slash







Stnal Waerod
+ Nowow r,p-f 2




























CL

“Challenges for the programmers

Fmod \

Math
Mechanic WebGL BUILD

Q unity






https://docs.google.com/file/d/1y3IBsaljycBy6gA8tocCF9EImcuWDjAe/preview






http://www.youtube.com/watch?v=4st-Fe-GCCE

