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OVERVIEW
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GENRE 2D Coop platformer

PLATFORMS @

L rra
TARGETS From casual to

mid-core gamers www.pegi.info

SWITCH




EXPERIENCE
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TECHNICAL ASPECTS
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DIFFICULTIES

Platformer 2d Classique, en utilisant le rigidbody



https://docs.google.com/file/d/1_5QCGLWisQS3gTRP4q7hjsxz6kVMAD6R/preview

DIFFICULTIES

La corde

- Nombre de particules
- Masse des particules
- Collision particules /
monde N
- elasticité de corde ;
(distance & Bending) ‘
- Attacher la corde a
des rigidbody
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https://docs.google.com/file/d/1m6Q2X0xW049aHJ61lXLmMePBAyq68Iq3/preview

DIFFICULTIES

Combinaison des mouvements & pouvoirs

G| ¥ Player Input (Script) @ %l
| ¥ World Collision (Script) ﬂ:l Ov’:
| & Player Controller (Script) @ |
G| ¥ Player Move (Script) @ %=
G| ¥ Player Air Move (Script) @ Q’vi
G| ¥ Player Jump (Script) ﬂ:l %, |
=| W Player Air Jump (Script) @ %
| ¥ Player Controlled Air Jump (Scri [ |
| ¥ External Force (Script) El ij
€ Jump Calculation (Script) ﬂ:l Qv’:
| ¥ Player Grip (Script) @ |
| ¥ Player Get Fat (Script) @ %
G| ¥ Player Modify Rope (Script) @ Q’vi
| ¥ Velocity Limiter (Script) @ %, |
| & Camera Target (Script) @ %
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https://docs.google.com/file/d/1EbdYPeM_rN1EpTrxmkbspeI46x53t6s1/preview

INSTALLATION




ARTISTIC DIRECTION




GRAPHIC DESIGN

Environnement :

- Forestier

- Teintes automnales
- Gigantisme

- 3 plans

:
- Sprites 2D ‘l




GRAPHIC DESIGN

Personnages
Sol




GRAPHIC DESIGN

Personnages : @
- Petits M

- Rapides

- Base naturelle :
- Modélisation 3D




GRAPHIC DESIGN
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GRAPHIC DESIGN




GRAPHIC DESIGN
Visuels in-game
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SOUND DESIGN

e Ambiance naturelle et enchantée. Lieu vivant mais mystérieux.
e Donner une personnalité aux personnages

e Jeu potentiellement dur : musique douce — apaiser conflits entre
joueurs

e Musique intimiste et lyrique inspiration Seasons After Fall

e Enregistrement d’un trio piano alto clarinette




TEAM

PROGRAMMER SOUND DESIGNER
Ugo Belfiore Aurélien Demey
GRAPHIC DESIGNER PRODUCER
Timothée Degli Innocenti Aymeric Manceau

GAME/LEVEL DESIGNER
Thomas Rodriguez




THANK YOU
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