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Game Ideas 

Blind VR Game  
In this fired person horror game you play as character in a dark mansion and can't see 
anything . The player must use his hands (USING LEAP MOTION CONTROLLER) to explore 
the world and escape . The way you do this that there is a small light around your virtual 
hands to simulate feel of touch . 

Befor i started work on the game i did a trial of the technology  that i'll be using . 

The Leap Motion Controller had one limitation , It need the processing power of the PC 
and Cannot directly be connected to the Mobile . 
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To overcome this I was going to: 

Run game on PC ---> Use a software like Rift Cat or Trinus----->  Stream to the mobile-----> 
Send input info to PC from VR Mount. 

 

After testing, i realised that even though the technique worked in theory the lag and lack 
in the ease of use would make it impracticable. 

 

Even if i removed the leap motion controller from the equation and used sound only the 
equipment i needed to record Directional sound that is required in game was not 
available  

The only way that i saw to solve my problem , was to invest in a high end pc and buy one 
of the vr headsets for the pc (Oculus Rift , HTC Vive). 

I did not have the resources to invest in the above so went on to the next game  
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Platformer  
The game is a fast Paced side scrolling 3D platformer where the player has the power to 

phase through walls for a short amount of time . 

In the game the player is a person/alien who wakes up in a human research center. The 
story is how the player escapes the place and the planet to find his ship to leave the 
planet. 

While Phasing The Character is invisible to both the Player and enemies in the game. 

The player has a special power where they can Phase (Pass Through) certain walls and 
object and is not effected by gravity. The player just moves in the direction he was 
moving before. 

While in Phase the player has no control over the characters movement  

The Target Platforms: 

The Target Platforms are Pc and console .Even thought there are many platformer games 
for the mobile , most of these games have simple controls and don't depend a lot on 
timing like my game .  

And most games have only 3 controls up ,left and right. 
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Games that have more 3 controls normally don't ask the player to use more than 2 at a 
time .  
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As my game was built around multiple controls being executed together and at the right 
moment , PC or console was my only choice. 

Prototype: 
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Ater prototyping i realized that the game could not be completed alone by me in the 
allotted time . 

 

ǒ As i am not a Game artist and this game would heavily rely on art the production 
time would be increased and i felt it would not be able to finish it in the allotted 
time  

 

ǒ I started my dissertation work after the prototyping of the game and realized the 
amount of polish a game like this would take . Without this polish the game would 
seame boring. 

 I would need more than the given time to get all the polish in . 

 

I would either need more time or team of a few people to complete the game. Since both 
the solutions were not possible i moved on to the next game idea. 
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Color Wars  
 

Colour wars is a tile based ,isometric game where you control a cube that has the ability 
to paint tiles. One of the main challenge is that if you stop moving, you die! 

It is intended to be a multiplayer party game in which you have to paint more tiles than 
your opponent at the end of the timer to Win. 

I had a idea and then went on to discuss it with my peers and teachers . 

I used a long whiteboard to write down the all the variation of the game and did a paper 
tests.

 

 

After a long discussion i decided on the final mechanics.  

I Went on to do simple prototype of the game to test the game’s fun aspect . 

Prototype: 

A prototype is an early product built to test a concept, 

Building prototypes can be largely educational and beneficial to the overall development 
process.  

The easiest thing to test with a prototype is game design. This would be the key benefit 
for building a prototype. The early builds enforce design decisions and contributes to the 
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enhancement of the new design. It helps with the development process to move the 
prototyping stage close to the start of the initial design process. 

Another advantage that spawns from prototyping is the reduction time needed for game 
development. Prototypes allow you to completely see the game, and the mechanics 
become defined as much as possible during this step. The key idea at this point is to 
focus on one main idea at a time. Your prototype should test one specific aspect of your 
design, and this is usually the core mechanic, or the "hook" of your game 

When you are able to present users with a prototype, it gives them the opportunity to 
test the actual game. This allows them to provide feedback and suggestions based on 
their observations.  

After prototyping the game i showed it to my peers , teachers and some Industry 
professionals and they all seemed to like the concept and the game  . 

 

 

I had also had a custom tool in place for the game that would allow me to rapidly create 
maps . 
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As the game was more Mechanics and GamePlay based than art, i as a game designer 
could more focus on the game play and game feel of the game and show my skills as a 
deininger. 

The Map Design could dramatically change the feel of the game. This game would give 
me the opchunarty to learn about level design and game polish. 

For the above reasons i choose Colors Wars as My Final Year Project . 
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Platform 
I  thought of multiple platform before selecting PC include Mobile  and final chose PC. 

The reasons for selecting PC : 

ǒ The controls are one of the main part of the game and and  even though the game 
would work well on the mobile form a  multiplayer point of view the controls are 
more important part of the game  

ǒ If the game was on the mobile the coding involved in getting a low lag gameplay 
would take more unnecessary production time  
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Art  
ĆAr xnt l`x g`ud bnmrhcdqdc, sgd bnmbdos ne lhmhl`khrl hr ne fqd`s 

hlonqs`mbd enq uhcdn f`ldr adb`trd uhcdn f`ldr `qd nmd gtfd o`qs ne sgdl 
itrs bnlltmhb`shnm.  Uhcdn G`ldr `qd `kv`xr ne hmsdq`bshuhsx (qhbgdrs enql ne 
bnlltmhb`shnm) `mc lnrs ne sgd shldr `ants dmsdqs`hmldms (s`jhmf `r 
dwbdoshnmr rdqhntr f`ldr `mc nsgdq rhlhk`q enqlr ne f`ldr).  Rn mnv hs kd`udr 
tr vhsg sgd ptdrshnm, vgx hr rhlokhbhsx lnqd deedbshud hm bnlltmhb`shnm `mc 
gnv b`m sghr rhlokhbhsx ad `bghdudc? 

Rhlokhbhsx hr `m deedbshud enql ne bnlltmhb`shnm adb`trd hs kd`udr kdrr ro`bd 
enq bnmetrhnm, hs sq`mrlhsr sgd hcd` lnqd chqdbskx, hs enbtrdr hm o`qshbtk`q sghmfr 
dw`kshmf sgdl eqnl kdrrdq bnlokdldmsr `mc lnrs hlonqs`ms, hs kdsr sgd 
hmchuhct`k bnmbdmsq`sd hm sgd odqbdhudc ldrr`fd adssdq.  

Ėm uhcdnf`ldr sghr sq`mrk`sdr `r `unhchmf bnmetrhmf hmsdqe`bdr, vqhshmf rsnqhdr 
vhsg ankc ldrr`fdr, enbtrhmf hm sgd lnrs bg`q`bsdqhrshb ed`stqdr ne ` f`ldr 
`mc kdsshmf nsgdq `rrdsr bnlokdldms sgdrd, `mc ehm`kkx kdsshmf sgd ok`xdq g`ud 
lnqd etm eqnl sgd f`ld dwodqhdmbd. 

Fnq sghr ehqrs o`qs hm sgd lhmhl`khrl rtaidbs Ė vhkk itrs rtll`qhyd rnld ne sgd 
v`xr hm vghbg rhlokhbhsx b`m ad `bghdudc `mc vhkk dwok`hm sgdl hm sgd mdws 
o`qsr.  Sgd bg`q`bsdqhrshbr vghbg b`m ad dmg`mbdc eqnl trhmf lhmhl`khrl `r ` 
cdrhfm oghknrnogx `qd sgd enkknvhmf: 

- Rhlokd Ėmsdqe`bdr: hmsdqe`bdr vhsg rsq`hfgs etmbshnm`khsx.  E`bg trdq hmsdq`bshnm 
rgntkc fn rsq`hfgs sn sgd onhms cdrbqhadc ax sgd hmsdqe`bd.  Arrtlhmf sgd qhfgs 
sghmfr hr bqtbh`k. 
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- Rsqnmf Rsnqhdr: rsnqhdr vhsg ` bngdqdms okns.  Sgd l`hm rtaidbs ne sgd rsnqx 
rgntkc ad d`rhkx qdbnfmhydc ax sgd ok`xdq.  Cg`q`bsdqr g`ud rsqnmf 
odqrnm`khshdr `mc hsr `bshnmr b`m ad `rrnbh`sdc vhsg sgd ok`xdq'r dwodbs`shnmr. 

- Cdmsdqdc Ddrhfm: sgd cdrhfm hr bdmsdqdc hm rodbh`k ed`stqdr.  Akk sgd f`ld 
bnlonmdmsr `bs `r ` vgnkd sn dmg`mbd sgd lnrs cheedqdmsh`shmf 

bg`q`bsdqhrshbr.ć 

(http://www.gamasutra.com/blogs/GabrielLievano/20090813/85150/Less_is_More_Minim
alism_in_Games_Part_I.php) 

My Thoughts : The Game being a fast paced Multiplayer game  I have to 
communicate the idea behind the game clearly , If no the players can get 
confused. 

Keeping the game Minimalistic in terms of art helps me focus the attention of the player 
to only the  important aspects of the game . 

As the game being tile based having the character in the same shape of the tile may be a 
good way to go . 

 

ĆMinimalism in Game Design: Examples, Tips, and Ideas 

 

Sgd B`rhbr 

Sgd fdmdq`k otqonrd ne lhmhl`khrl hm f`ld cdrhfm hr sn `bbdmst`sd ` f`ld'r 
rodbhehb dkdldmsr ax khlhshmf sgd rbnod nq cds`hk ne sgd nsgdq rtqqntmchmf 
dkdldmsr. Fnq ` rhlokhehdc 'qd`k vnqkc' dw`lokd, hl`fhmd vd`qhmf ` akhmcenkc sn 
ok`bd ` fqd`sdq dlog`rhr nm xntq rdmrd ne sntbg.  
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Am dmshqd f`ld b`m ad cdrhfmdc vhsg lhmhl`khrl `r ` bnqd bnmbdos, ats 
lhmhl`khrl b`m `krn ad hmunjdc nmkx vgdm mddcdc. Aqs, rntmc, f`ldok`x, `mc 
m`qq`shud b`m `kk ad rtaidbs sn lhmhl`khrs hmsdqoqds`shnmr. 

Adrsgdshb Ddrhfm 
Sgd uhrt`k rsxkd ne xntq f`ld hr hmbqdchakx hlonqs`ms. A rhmfkd rbqddmrgns hr 
nesdm ` onsdmsh`k ok`xdq'r nmkx ehqrs hloqdrrhnm, rn hs'r uhs`k sg`s xntq f`ld hr 
qd`c`akd `s ` fk`mbd. Lhmhl`khrl b`m ansg gdko `mc gtqs xnt hm sghr qdf`qc 
ctd sn sgd onrrhahkhsx ne `arsq`bshnm, rn ad b`qdetk.  

Bdknv `qd ` edv hcd`r sn fds xnt sghmjhmf `ants v`xr sn hmsqnctbd lhmhl`khrl 
hmsn xntq `drsgdshb cdrhfm: 

ǒ Trd ` khlhsdc `mc cdkhadq`sd bnknq o`kdssd. Cnknqr b`m qdoqdrdms 
dlnshnmr, lnncr, knb`shnmr, sdlodq`stqdr, `mc odqrnm`khshdr. Bdhmf 
bnmrhrsdms `mc s`rsdetk hm xntq bgnhbd ne bnknq hr e`q lnqd hlonqs`ms 
sg`m trhmf ` bdqs`hm u`qhdsx ne bnknqr. 

ǒ Cnmsq`rs hr xntq eqhdmc. Vgdm trhmf khlhsdc uhrt`k `rrdsr, sgd bnmsq`rs 
adsvddm sgnrd `rrdsr adbnldr itrs `r hlonqs`ms `r sgd `rrdsr 
sgdlrdkudr. Bk`mj ro`bd adsvddm hsdlr rgntkc ad trdc sn xntq 
`cu`ms`fd vgdm cd`khmf vhsg ` khlhsdc mtladq ne nm-rbqddm dkdldmsr. 

ǒ Trd rhlokd `mc qdbnfmhy`akd rg`odr. Ėe xnt'qd mns e`lhkh`q vhsg sgd 
hmsqhb`bhdr ne `qs `mc cdrhfm, xnt rgntkc `s kd`rs kd`qm `ants sgd 
hlonqs`mbd ne rhkgntdssdr. S`jd sgd lnrs cds`hkdc dkdldms hm xntq rbdmd 
`mc qdctbd hs sn ` rhmfkd bnknq. Ėr hs rshkk qd`c`akd? Bx vnqjhmf vhsg khlhsdc 
bnknqr, xnt b`m athkc qdbnfmhy`akd rbdmdr sg`s vhkk qdl`hm qd`c`akd `r 
xnt hmbqd`rd sgd ehcdkhsx ne sgnrd dkdldmsr nudq shld. 

ǒ Khfgshmf hr lnqd hlonqs`ms sg`m onkx bntms. A knv-onkx rbdmd vhsg 
rtodqa khfgshmf hr ` ad`tshetk sghmf. 

ǒ Trd bnknqr nq khfgs sn chqdbs ok`xdqr snv`qcr ` cdrshm`shnm q`sgdq sg`m 
HTD dkdldmsr, l`or, `mc l`qjdqr. 

ǒ Ėmsdfq`sd onsdmsh`k HTD dkdldmsr hmsn sgd f`ld'r dmuhqnmldms vgdqd 
onrrhakd. Sghmj ne ` chfhs`k qd`cnts nm sgd rhcd ne ` ftm sn qdoqdrdms 
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`lln, nq `m hmudmsnqx rxrsdl sg`s dwhrsr hm ogxrhb`k ro`bd vhsghm ` 
ok`xdq'r a`bjo`bj q`sgdq sg`m hm ` ldmt rbqddm. 

ǒ Hhfg pt`khsx `mhl`shnm nm ` kdrr cds`hkdc bg`q`bsdq hr e`q lnqd u`kt`akd 
sg`m ` a`ckx `mhl`sdc ognsn-qd`khrshb bg`q`bsdq. 

ǒ Trd qd`k-shld khfgshmf sn qdoqdrdms shld, q`sgdq sg`m `m nm-rbqddm bknbj. 
ǒ Trd c`l`fd lncdkr nq nsgdq tmhptd dmuhqnmldms`k rnktshnmr sn 

qdoqdrdms gd`ksg hmrsd`c ne nm-rbqddm ldsdqr. Sghmj ne `m dmdlx lnuhmf 
lnqd rknvkx nq v`kjhmf vhsg ` khlo sn qdoqdrdms knv gd`ksg. 

ǒ Trd `mhl`sdc GĖFr sn `cudqshrd xntq f`ld he xntq lhmhl`khrs `drsgdshb 

cdrhfm qdrtksr hm tmqd`c`akd rbqddmrgnsr.ć 

My Thoughts :  being a party game and based on paint i can use the 
colour to provide the required feel, this needs more research to be done 
on colours and how to use them  

Using Simple shapes other than complex one. As my game is more 
focused on the mechanics than the story, Characters shapes like a Sphere 
, Cubes etc can be use as it will not infringe on the narrative . 

Having a minimalistic HUD can also helps allow for more emphasis on the 
game play.  
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Some Inspirational Games : 

Mirror's Edge 

 

The city that the player runs around in is full of bright, sharp edges and 
the buildings stand like white monoliths against a blue sky.  
Rather than following screen-cluttering HUD elements, players are instead 
led through checkpoints by running towards certain actionable 
environmental objects that have been painted red.  

Thomas Was Alone 

 



  17 
 

Thomas Was Alone, by Mike Bithell, is a game that you will never 
understand just by looking at screenshots. On the surface, Thomas Was 
Alone appears to be a typical puzzle platformer with simple, polygonal 
characters devoid of personality. What lies beneath that minimalistic coat 
of paint is a deceptively deep and captivating experience full of character.  

Monument Valley 

 

Monument Valley is a puzzle game built on Optical illusions . Having the 

gameplay/ Puzzles being difficult to grasp it helps a lot to keep the 
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minimalistic art and the end point is clearly indicated by a flag and which 

is simplistic and effective  
 

Conclusion : After some thought i decided to go with a Cube for my 
character as i wanted to Minimalistic art and and the Floor/Tiles are 
squares and the the character can move only in the basic 4 Directions. 

The World will also be Minimalistic, The only thing that the player will see 
is the Character's , Floor as any other assets are not required for the 
gameplay and the game doesn't have a major Narrative Part  

The HUD Will contain only the Timer , Pause Button and Paint Level .The 
paint level can also be removed if the i find another way of convey the 
Paint Level , by using something like saturating and desaturating the 
character them self or transferring the paint level on to the character 
itself. 
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Tiles 

The tiles shape and form affect both the mechanic and the look & feel of 
the game. 

I wanted to show the individual tiles without show broad lines . As the 
game is based on print and color the lines will break the  feel of the game .  

For this i decided to use a halo in the cube textures itself which allowed 
player to differentiate between the tiles without noticing it  much. 

 

Before Halo Texture  
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After Halo Texture 

 

 

At the start the tiles thin but my peers felt the something was off and felt a 
floating feel in the game so i increased the thickness of the tiles to give a 
more grounded feel . 

Before  
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After 

 

For the painted tile i first just had them change colour , but it didn't 
actually give the feel that the tiles was painted , Especially  for the ones in 
the edges and corners. 
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 I added a splash type of effect to the  painted floor tiles to the paint 
splash feeling to it  
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Character  

I wanted the character to be simple and havre reason to its form and not 
just some random character that looks good . 

While doing case study for my dissertation i realised that animation can 
completely make or break a game.  

As i am not an animator  i wanted to find a character that can give the 
same feel of a well made character with minimal animation . 

As the game is fasted paced long animations can be use as this will hinder 
the pacing of the game or make it feel completely off. 

 

The game is tile based to there is no to have characters that are humanoid 
in shape . 

My game is tile based game and the movement will be in fixed steps and 
the time between steps will be very less. Unlike a game of digital chess 
where there is time between the movements to completely play out a 
smooth movement animation for the above reason i did not consider a 
characters like vehicles, sphere, or any other moving objects as there will 
not be enough time to play out the animation . 

As the tile are in the shape of a cube i started experimenting with 
characters which are simple Shapes as it also fits the minimalistic art of 
the game. 
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Out of all the shapes i tried, i went back to the  cube (in prototype) 
seemed to fit best. 

ǒ It need very little animation if any  
ǒ The tiles being a cube in shape the character fit perfectly . 
ǒ The movement fit perfectly to a cube as the character moves on a 

square grid .  

The size of the character needed to be a little smaller than the tile can be 
seen when the player is standing .  

I also rounded the edges of the of the cube to give a soft feel that fits 
better with the fun party feel of the game.This is a small change but 
makes the feel better , even if the player does not recognise it . 
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After choosing the shape i wanted to add character to the shapes , to do 
that i decided to add faces to the cubes. 

I drew inspiration from UNBOX the game and drew some Faces for 
cubes. 

 

  

 



  28 
 

 

Rough Sketches 

 

I Choose to keep the glass design as it add more depth to the character as 
rest of the character was just lines. 
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I tried new eyes but the eyes looking in a specific direction makes the 
character in the game would look odd.
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I tried different emotions in the character faces and choose the funniest of 
ones for the character (All char in Art Bible) 
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I choose these characters following the colour scheme that i had 
decided (Ewok`hmdc Bdknv)  . 

They will Be further developed but i wanted to continue build the 
game and its feel before i come back and experiment developing the 
textures on the character  

This character design  would appeal to a the target audience 
(Explained below). 

Also the Funny charter and there colours gives a fun party feel to the 
game  
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I have also been experimenting with 3 Objects that over lay on the 
Cube character other than just 2D textures .depending on how play- 
Testers react i will continue with this . 

 

��
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Background  

I needed a background that complimented my games look and feel . 

I needed a background had to be something that did not grab attention away  from the 
tiles and the player. 

Having a plane background is the best way to do it as elements in the background do not 
grab the attention of the player .  

One of the best games that illustrate this is Besiege in which everything except the main 
character and environment  elements that the it has to interact with everything else is in 
a blueish grey gradient .  
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The Main reason for the gradient being there other than plain flat colour being that it 
helps our eyes and brain feel a sense of 3D space  . 
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The Main reason for the gradient being there other than plain flat colour being that it 
helps our eyes and brain feel a sense of 3D space  . 

So i wanted to use this gradient to make the tiles visible without it standing out too much 
. 
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UI/UX 
I wanted to do a simplistic UI that matched the game’s Minimalistic Art Style. 

I Firsted Decided the UI/Menu Flow and later Went on to design the Actual UI Style . 

 

 

 

 I later tried a few UI Art Design  

I Then Choose one from the above designs and developed it more as this design is the 
one that most people liked the most and Fit the game’s Theme the best . 
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These are the few of the initial rough Sketches i did for the UI before Choosing One the 
final one  
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Final UI Outlines 
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