
nfortunately, we were 
informed that the EA 
IP we are using will 
never come to life 

again. Some legal issue causes a 
high fee of using this character 
for commercial purposes. This 
means that no matter what in-
game assets our artists deliver 
to our client, if they contain the 
buggy character they can’t be 
used in a commercial product. 
This is especially difficult for 

our artists, who are working on 
assets they know will be 
discarded.

The coin was flipped  on 
Friday. Our artists decided to 
create a game trailer about the 
game's background story. This 
animation is not only 
something that will look very 
good in the creators' portfolio, 
but also something that helps 

the client to open the 
imagination about the game. 
Even though the buggy 
character will be replaced in the 
future, the story doesn't have to 
be. Our animator and the 
sound designer will work 
closely to make this exciting 
piece. We are very excited 
about it and look forward to 
seeing it!
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his week we nailed down our plan for 
our final deliverable. We will deliver at 
least one well tested white-box level in 

Unity. We also clarified our goal–to prove that 
we have a fun game concept.

We are still working with the core game 
design provided by EA, and have added some 
ideas of our own as well. We created five one-
page design documents both for internal 
communication and client review.  By the end 
of this week we nailed down several core ideas 
which are all included in the design 
document, namely, how the a game level 
starts, the level design rules, how the nodes 
function in the game, the reward system, 
and the interaction effects.
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TWO SIDES OF THE COIN

Level Design
Levels are short... ...With multiple        Solutions!

Deaths are Varied and Funny!

Once a node is correct it will 
always be correct until that node 
is moved. This is signified by a graphic text popup 

that will appear when Buggy 
moves through that node. 

Stylish Solution!
level specific 
completion 

Achievements

Use only 3 nodes

2.5D Perspective Look in a comic book panel

Note: Buggy doesn’t run into walls...he just DIES

Buggy is cocky

Buggy playfully mocks the 

player, and blames his deaths 

on the player. these will be 

humorous and help to 

explain why Buggy keeps explain why Buggy keeps 

dying in the same way over 

and over. This also allows 

Buggy to directly explain 

things to the player when he 

needs to.

Buggy talks back 

to the player.

and runs through levels 

quickly. His overconfidence 

acts as a way to explain why 

the character is contstantly 

running head first into 

traps, without making Buggy 

seem stupid or blind. 

Squish

Temporary

logo

Squish acts as the Comic

                          Book Narrator

Narrator:

and tells buggy’s story as it 

unfoldes. This dialogue will 

be funny and in the 3rd 

person. Though Squish is 

trying to tell the “real” story 

it struggles at times to get 

buggy (and the player) to 

cooperate.cooperate.

This allows a game  character to explain a lot of the 
more “gamey” elements without breaking the fiction. 
Additionally, it adds humor to the game and lets us get 
to know the characters.

Respawn!

Resapawn explanations can 

also act as hints for the player

Ehem... Actually 

Buggy Stylishly 

Jumped over the 

Spikepit...

Respawns
are narrator driven

the suspension of

Disbelief
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