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[bookmark: _heading=h.30j0zll]Executive Summary

Bounding Steps is a fun, retro-style PC platformer meant for casual gamers to enjoy. The game is great for anyone looking for a short, yet action-packed game, with no age restrictions.


[bookmark: _heading=h.1fob9te]The Team

Scott Ollard: In charge of building the level
Goncalo Miranda: In charge of making the pixel art and textures, creation of assets, sound effects
Lorena-Maria Neagoe: Team Leader and in charge of the coding.

We’ll all also do a bit of everything else.


Proposal
We plan to have a playable 5 minute short meant to show off the UI and what we learned in class. The player moves through the level jumping platform to platform, avoiding traps along the way, if they get hit they will lose hp but can regain hp from picking up hearts throughout the level, alongside coins and a key. 


[bookmark: _heading=h.3znysh7]User Experience

Our target audience is 6+. We’re planning on making an easy to play game, with basic platformer controls like spacebar to jump and WASD to move, and with a simple, yet informative UI.
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[bookmark: _heading=h.3dy6vkm]What Are the Resources?

Unity
Photoshop
Adobe XD
Internet
Electricity
YouTube tutorials
Sketchfab



[bookmark: _heading=h.1t3h5sf]What Are the Risks and Issues?

Risk of bugs, timeframe, technical difficulties for example not being able to place textures etc.
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[bookmark: _heading=h.17dp8vu]What Is the Success Criteria?

· Finished textures
· Finished animations
· Able to implement everything in unity
· People find it accessible
· Game is playable











[bookmark: _heading=h.3rdcrjn]Appendix
· 3D 1st Person Platformer
· Basic game, made to show off UI elements
· Could take place in one simple level, with some moving platforms, a locked door, etc
· Player would pick up coins along the way, as well as other items, this would give us a reason to add elements to the UI
· Environmental obstacles could be added, spiked floors or bottomless pits, that with each hit would take one hit off of a health counter
· Visual style would be simple, a pixelated art style could be easy to pull off, with item and coin sprites
· We’ll create a custom measurement unit, to help keep consistency when creating textures for our game
· For platforming variety, we can add “trampoline” style platforms, unstable platforms and swinging ropes
· For final level have 3 keys spread throughout the level, at the end there is a huge door with 3 key locks
· Voxel magic

