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The internal razor statement _
ould have to be that you are Physics, A Dynamic Duo Mentality, —
and Level Design. N

. as Indiana Jones, but in Corgi
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QI rimatigame witl) important and they all support the

g story and overall feel of the game.
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TANK is the steadfast Corgi that is
\\ . always there to backup Jessie. He
thinks things through. You are him.

B
e terms that would describe

include: protective, bumbling,
y, corgi clumsy, a constant

igilance.
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WHIMSICAL ADVENTURE

We want the player to feel like
they are playing the game in a Pixar
world.

What does that mean?

We want that player to feel like
they are an adventure without the
fear of death coming into play. We
want a “high-end” concept behind 5
it while at the same time keeping ’
the childish look and feel i
throughout the gameplay.
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Everything that Tank does is based
on weight and momentum. It should
nhls way as you play so
are the first hurdle we
\' rcome.

beginning, all if not most
-ies should be utilized
tzzles and combat.
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cks at the moment:

“f se changes, edits,

litions to the line-up)

1 the stick forward
F increased speed
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ICREW- can be activated
you | each max speed. if you
d activate this before
eaching top speed, there could be
rip animation which gives a visual

ayer to try again aka

BOUNCE - occurs when
Corgiflop does not hit an enemy or K -
puzzle target. It solves the dyinga
gruesome death problem aka no fall = = /
damage to worry about. Of course, 'y
this also keeps with the whimsical

tone.

DIG - stuns enemies briefly by

making them trip which you gives

you enough time to escape. Also =P
doubles as making certain | : - ”‘
impassable areas doable by digging ,

past the obstacles. Player wull
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CORGIVISION - wasn’t me
in the presentation. Th

to act like Batman’s

mode. You would hold
Tank’s dog sense



activated. This would basically act Option 2 invo(vesth:‘c -
as a TRACKING MODE feature each having their own separate \ .
where certain things could only be boxes. Animation wise they act as

ound in the environment by doing one and I'm guessing it will be in e ™ |
one Maya file but exported as two )
separate fbx. Specific rigging will be
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\ G — not mentioned in the . .
) decided by the animators.

' 'i'on. We couldn’t think of

 substantial to put here Programmers will have to code for
-‘ it should be mentioned two objects instead of one although
1 case someone gets a it has been mentioned the method
i would be like copy and paste to . -
Y change the values of each one. =
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We want a good amount of variety Eavironment is to be treated like
and pace for gameplay. We want another supporting character in ‘ ‘ 4
| ble to feel like they are on an our game. It is extremely |
ure and not a boring field important.
2 level design is heavily
t on the story we want to
'_leve(. This could range
ing the player new The games takes place
xploring the general underground n a series of V7
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Level design and environment
should go hand in hand.
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Kids are playing in giant dino

skeletons without a care in the

world. That is the type of feel and

2avironment that our game should
for.

2
ing was really important
1 the miniature cave
at they allowed us to
¥
gh.

:

tates the mood and feel
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e Ehrough.
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5
ur game were
to give a stark

main characters.

re dinosaur bone
nsters. This is beneficial in many
vays £o our art team.

@ main characters are roly-poly
quash and stretch

beings that lack the thing that make
our characters so lively.

Different enemies can also be
created from different assets of
bones. Artists can make the
regular dinos that everyone can
recognize or they can mix and
match to create new types.

We also keep the whimsical tone / g

going because if our duo causes
these types of enemies to fall t
their doom, no one is scarred
because they are already
technically dead. They a

putting them back te




V/s/oN

It is our job to take the ordinarily
mundane and make it
~aordinary.
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g from 7 to 12 years
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ly households that
und that age. On the
layers could
2 kids inside of
se the game based
talgia.
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ke a game that both
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like a Pixar movie).

/
"4

% VENCES

P e W —

SUM-UP

Our game primarily boils downto
the concept of “eye of the -/
beholder”. We want the player, |

along with Jessie, to come to

realize through playing the game
that sometimes the most important
things in life are not the physical
objects aka shiny trophies in front
of you.
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Instead, one’s real treasure is o
something you cannot quantify %’

words. Their relationship is the
ultimate treasure. P

lt would not be as fun if
Tank went on these :
alone. It’s the co ade
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adventure wo \

| leave you with the
that inspired this gam:
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