Bla bla bla blablabla.

Bla bla bla. Bla bla bla blablabla.
Bla bla bla.

Bla bla bla bla. Bla bla.

Bla bla bla bla. Bla bla bla bla.

Bla bla bla blablabla.

Bla bla bla. Bla bla bla blablabla.
Bla bla bla.

Bla bla bla bla. Bla bla.

Bla bla bla bla. Bla bla bla bla.

Blabla bla blablabla.
Blabla bla

Blabla bla bla. Bla bla.

Blabla bla blablabla.
Bla blabla

Blablabla bla. Bla bla.




PITCH & links

Link to game: http://www.ndesigns.dk/website/
Link to assets: www.ndesigns.dk/assetsWebsite/
Link to paper prototype:_https://www.youtube.com/watch?v=4bNaZU2mqgzo

My mother-in-law came by and she is a talking parrot. In that occasion | baked a red velvet cake
because she usually falls a sleep after 6 pieces. If | accedentaly feed her 3 carrots, she starts
singing opera...Off tune! So please help me shut up my mother-in-law, so | can get some peace.
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http://www.ndesigns.dk/website/
http://www.ndesigns.dk/assetsWebsite/
https://www.youtube.com/watch?v=4bNaZU2mqzo

First sketches

First screen with talking bubbles

Screen with falling good and bad objects

Frame with window bursting and Bonnie singing

il

—

ot s |

- Frame with Bonnie sleeping



Moodboard

Starting Colour Palette: l -

Typogrephy:  BEIMArd MT Condensed

When | did my research on illustrations and graphics, | found Charlie Davis,
who has become one of my favourite illustrators. His illustrations and colour
palettes really spoke to me. Normally this colour palette and style would
probably not be typically used ina computer game, but because | aimed for
an older audience | do argue it would work.

Because | did not have the skills to execute this style, | changed the aim for
this style to a more child-like colour palette and style, which worked much
better in my game.

Current Colour Palette: . . . .

ESFFD4 EDVE7S FBBO3E AD1400 2E48EC 398544

INSPIRATION & Style tile




Work-in-Progress




Graphic Elements

Good Object Bad Object

<

Talking Bubbles

Bla bla bla blablabla.
Bla bla bla. Bla bla bla blablabla.
Bla bla bla.

Bla bla bla bla. Bla bla.

Bla bla bla bla. Bla bla bla bla.

Sleeping Bubbles

O
e

Singing Element

Ul Elements

Sound Elements

g

Play Buttons

>l > )

Health Elements

\ A A/

Point Counter Element

s

00:30




Character Design
BONNIE

A

Bla bla bla blablabla.
Bla bla bla. Bla bla bla blablabla. ~ ;
Bla bla bla. ‘

Bla bla bla bla. Bla bla. Bla bla bla blablabla.
Bla bla bla bla. Bla bla bla bla.

Bla bla bla

Bla bla bla bla. Bla bl

Blabia bl bbbl

Blabia bl

Bla bla bla blablabla.
Blabla bla. Bla bla bla blablabla.
Bla bla bla.

Bla bla bla bla. Bla bla.

Bla bla bla bla. Bla bla bla bla.

Blabia bl bis. Bl bl




Bia Dia Dia Diablabia.
Bla ia bia. Ba bia bla biablabla.
Biablabia.

Biabia bia bla. Bia bla.
Bla bia bia bia. Bia bla bla ba.

Welcome Screen:
The user will be
met by this first
start screen
(buttonsincl.)

Oh no! You made her sing!!!

Loosing Screen:
If the user
collects 3 carrots,
this screen will
pop up (buttons
incl.)

Try again

Winning Screen:
If the user
collects 6 pieces
of cake, this
screen will pop up
(buttonsincl.)
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Act

<
3

gram

Samiras mother-in-law
{MIL) can't stop talking,
do you want o help
har?

,—No—( >—Yes
30 sec to complete[

Carrots/bad Cake/good
objects fall objects fall

L A

User clicks User clicks
cake carrot

Y \
Bad sound Good sound
L Y
Music note 'ZZZ' flows up
flows up to to health bar

il

<> Add Carrots/
Subtract

Add 'ZZZ'
Health

Full health/'zzz* Mo lives left
No lives |

ives LeftT

MIL falls

MIL starts to
asleep/ Game sing/ Game
von Jye

— |

Pressed 6 cakes % Pressed 3 carrots




State Machine Diagram

Y

- 1

v
Front pagelwelcome

-Hide all screens
-All animations on start screen paused
-Add eventListeners to 'Play’ &
‘instructions’

start backbround music

A

instructions

‘ START/Game Screen

showTimer

-hide all screens

-all animations on start screen paused
-add eventListeners to ‘go back’ & 'Play'
-continue background music

-Remove class 'hidden’ from game screen
-Add class 'hidden’ to all other screens
-Add class random 'positions’ to containers
-Add animationiteration to containers

-Add class 'full heart' to lives

-Add 0 to textContent to carrot/cake score
-Add point collector (if else) to carrot and cake
-Add click events to containers

-Add animations to cake and carrots

-Remove class 'hidden’ on main Bonnie

-Add class 'hidden’ to sleeping/talking-bubbles
-Continue background music

-Carrots and Cake start falling

-Timer starts counting down

-Add class 'hidden' to singing and sleeping bonnie

8lsec>

Remove one second from time, and run startTimer

Click sound button

startTimer

left-screen

A

‘gameOver'-screen

Y A

If time runs out, and you have no lives left run

If time is left, wait 1 second and run showTimer

If time runs out, and still have lives left run ‘No time

Click cakelgood object

Click carrot/bad object

muteButton

-Add click function to container

-Add class 'paused' to container

-Add class 'rotation’ to carrot

-Add class 'hidden’ to talking bubbles
-Remove class 'hidden’ from sleeping bubbles
-Add point to cake counter (if, else)
-Add class 'hidden’ to Bonnie

-Add class ‘hidden’ sleeping Bonnie
-Add bad sound

-Add restart fucntion after animationend
-add good sound

-Add 'life lost' (if, else)
-Add class to empty heart
-Add to carrot counter

-Add class 'hidden’ sleepil
-Add bad sound
-Add restart fucntion after

A

-Add bad sound

-Add click function to container

-Add class 'paused’ to container

-Add class 'rotation’ to carrot

-Add class 'hidden'’ to sleeping bubbles
-Remove class 'hidden’ from talking bubbles

-Add class 'hidden’ to Bonnie

If sound is on, mute and reset all sound

If sound is off, unmute all sound

If time left =:

ng Bonnie

animationend

Animatoniteration 1

Y

Animationiteration

Click 5th cake

Click 2nd carrot

-Remove class 'hidden’ from sleeping Bonnie
-Add class 'hidden’ to Bonnie

-Add class 'hidden’ to sleeping bubbles

-Add restart fucntion after animationend

-Add class ‘hidden’ to Bon

-Add class 'hidden’ to slee
-Add class 'hidden’ talking
-Add 'life lost' (if, else)

-Add class to empty heart
-Add restart fucntion after
Y

-Add class 'hidden’ to Sleeping Bonnie
-Remove class 'hidden' from Singing bonnie

nie "
If lives

ping bubbles
bubbles

animationend

Click 6th cake l

-Remove class from 'Sleeping bonnie
-Add class 'hidden to Bonnie

-Add class hidden to Singing bonnie
-Add class ‘hidden' to sleeping bubbles
-Start function gameComplete

-Add sleeping sound

Click 3rd carrot

-Add 'life lost' (if, else)
-Add class to empty heart

-Start function GameOver
-Add opera sound

Click 'Play again'

-Add class 'hidden’ to talking bubbles

Loose a life

If you have more than 1 life left, remove 'full heart'

If you have 1 life left run ‘gameOver'

Y

Y

gameComplete/game won

-Call function gameComplete

-Remove class 'hidden’ from gameComplete screen
-Add eventListener to restart button on winning screen
-Add class 'hidden’ to all other screens

-Stop background music

-Add winning sound

gameOver

If lives === 0

-Call function gameOver

-Set game to ended to true

-Stop timer, and set to 0

-Remove class 'hidden’ from gameOver screen
-Set container class value to ™
-Set carrot/cake class value to
-Set talking/sleeping bubble class value to ™

-Remove event listener of containers

-Add class 'hidden’ to game

-Add class ‘'hidden’ to front page

-Add class 'hidden’ to gameComplete screen

-Remove positions from containers

-Remove animation from containers

-Remove class 'heartFull' from lives

-Remove eventListener ‘click' from containers

-Remove eventListener animationiteration 'restart' from containers
-Add eventListener to 'restartButton1’ on gameOver screen

-Add else (if, else) to gameComplete

-Add class ‘hidden’ to all other screens

-Stop background music

-Add loosing sound

Click 'Try again"

else




