Robes, Wrinkles and Magical Evils

Game Qverview

Robes, Wrinkles and Magical Evils is a physics based first-person dungeon
crawler, it is centred around manipulating physics and using sorcery to progress
through rooms and up a large tower. The game 1s designed with the intention of
combining Gang Beasts’ physics with Mike Magnola’s Hellboy art style. To this
extent, flat colouring and a more comic book centred style was focused upon for
the art direction.

Figure 1 in-engine art.
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Rresearch

In order to gain a good grasp of what we needed, a lot of my time was spent
researching different themes and elements from multiple genres of games. Much
of my research focussed upon areas that were fantasy driven as I took a keen
interest in the way magic typically operated within games mechanically.
Following on from this, I also took the time to compile several simple character
mood boards and potential ability-based mood boards.
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Early Development
Telekinesis

During the development stage, my first step was to begin to work on a prototype
for the “Telekinesis” ability. This involved looking toward lots of references for
how different games handled their own versions of this skill. The key point of
reference became Star Wars: The Force Unleashed for its physics-based force
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As shown from the first example, the player could lift objects which would then
follow them around based on where they looked within the level. Following on

Q from feedback via team members, the player was then given the ability to throw Q
objects and drop them which I planned for using a simple flowchart
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https://youtu.be/qKoLFLJ5RUo
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publ ic abstract class State Cpublic abstract class StateMachine : MonoBehaviour
private State currentState;
17 references
26 references

public abstract woid Enter(); public void SwitchState(State newState)
{
currentState?. Exit();
17 references currentState = newState;
public abstract wvoid Tick{float deltaTime); currentState?.Enter();

17 references & uUnity Message | 0 references
private void Update()

public abstract wvoid Exit(); .

currentState?. Tick(Time.deltaTime);
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During this testing process I discovered some unique physics based “features”
when the enemy entered the ragdoll state. This led to a lot of laughter from the
team and created several ideas that could be incorporated into the comedic
element within the game.
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The Players Hand

During play, it was determined that there was a lot of dead space and lacking in
visual feedback for the player when using telekinesis. To address this, I decided
to start working on making an animated hand and arm for the player that could
take up the right hand (pun intended) side of the screen.

Following some feedback from the team and others, the shader and smoothness
of the hand was adjusted to ecome more in line with the games aestethic




