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Game Overview

Theme

Galactium: Distant Battles is a 2.50 Bullet Hell
Shoot em up that takes place in the Far reaches of
space. You take the role of a galactic warrior pilot
who must defeat the invading Sinister Fleet using
your quick reflexes & your radical laser guns!

All enemies must be disposed of with utmost
caution, every hit to your ship can cause
devastating side-effects depending on the
severity and the location of the damage.
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Game Overview

General Information

Genre: Shoot em up /7 Bullet Hell

Style: Old School /7 Retro Arcade
Target Age: Suitable for ages 12 & Over
Target Audience: Retro fanatics / Challenge Seekers
Peripherals: Keyboard & Controller Support

Target Platformi(s):. Pc & Console




Aims & 0Objectives

Battle through waves of enemies of varying

attributes & attack patterns / \

Maintain ship parts health and effectiveness - wRve I'CO@PLGTEQ
by choosing to repair or upgrade your ship ‘ * :

after every wave

Losing lives leads to a full restart back to

wave 1 of the first encounter; losing all lives <

leads to the game ending. Don’t Die! (3) s
Fight through 3 total waves before reaching i_;

the fFleets boss, once the boss is defeated,
the encounter is then finished and would _ +
continue to new encounters after the demo



Mechanics

Ship Mechanics

e Movement

Rotation (cycle through sprite
animations)

Shooting

Ship Health

Individual Ship Part Degradation
Power-up Activation

Player Lives System

Other Mechanics

Wwave Progression
Controller Support

Ul dynamics

Enemy Detection Warning

Enemy Mechanics

Movement

Rotation (cycle through sprite
animations)

Shooting, patterns

Player Targeting

Path Finding

Ship Health

Ship Speed

Enemy Spawning

Terminal Mechanics

Repair Ship

Stackable Ship Upgrades

One Time Use Power-ups
Upgrade and Power-up Rarities



USSP

A degradation system is something that
Isn’t seen in many fast-paced shoot em
ups or bullet hell games.

Ship Deqg can affect a player’'s experience
IF Not properly maintained. This becomes
an engaging way of encouraging the
player to be mindful of the damage they
take.

Hdding controller support creates another
way that the game can be experienced.
This allows users to play the game
depending on their preference of
playstyle.




Software & Technoloqu Utilised

e Unity Game Engine
Used for game creation

e - Photoshop

Used for creating certain Ul Icons

e Github

Used for version control

e Jira Project Tracking
Used for project management

e [iscord
bsed for inforrmal project discussions




Production Roles

Arminas - Dev & Pﬁ‘@: ' Alessandro - Game
Management - | Designer & Geheralist

Code & Mechanics Implementation e Designing anddeveloping the

n : concept further

Bug Testing & Solving
o Helplng the import of assets and

Whiteboxing & Prototyping EI‘III'nEtICII'IS into the project

Ul & VFX Implementation o Develnplng level ideas with

- sketches, moodboards:

Track Praject Progress & Deadlines |

: * : e Responsibleaf Researehing

Maintain all preject management tools | e,

swch as Jira (Prgject Management) and e Helping with the.creation oF

GitHub (Project Version Maintenance) stocyboards



Gameplay Vit._'lea

e


http://www.youtube.com/watch?v=zIZbECnjYo0

Project Management - Jira

Progress Trackin Timeline Tracking

KAN board

FEB MAR
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‘ Q ‘ 08 " Label v GROUPEY None v 2 1 B KAN-1 Roles and Idea
® KAN-2 GDD Presentation
-~ IDEA BUCKET - 14 ---POSSIBLE IMPLEMENTATIO... 16 TODO 1 IN PROGRESS DONE16 v @ KAN-24 Introduce Character Movement
— e — e equup_ped,_ some wea?ons might implementation @ KAN-25 Implement Basic Ship Degradati...
@ KaN-83 8 have infinite ammo with maybe
a charge reload? B KAN-52 v 0 ® KAN-26 Player Sprite Animation
KAN-68 (S)
vwv INSPIRATIONS wvv . ) B KAN-27 Implement Basic Enemy mecha...
Implement all sprites for player,
KAN-20 8 enemies and bosses 2
® Some weapons might have ® KAN-29 Refine player movement
limited special ammo which can B kAn-62
Metal Slug, Enemies only be obtained from @ KAN-30 Implement player shooting
destroying enemies or meteors? JEE=g) . pesd)
B KAN-22 8 - : KAN-31 Implement parallaxing space eff...
@ KAN-69 (S)
#® xAN-23 Wave Based Spawning
Zaxxon game, 2.5D elements 2 = 2
- Boss could have different stages = f". a0 KAN-93 Enemy Variety
B KAN-48 8 depending on health, change "}, A o
c i
attack patterns depending on - KAN-96 Audio
is?
Just Shapes & Beats, Enemy S R s Ul IMPROVEMENTS
KAN-S1 Upgrades & Repairs Menus
bullet attack patterns B KAN-74 8 B KAN Pg pai
B xan-ie2 v Q@
@ KAN-S7 8 KAN-92 Boss Implementation
RAID OVER MOSCOW big
Blosmia Beaks: B & inspiration for mechanical Implerr_\ent types ofupgrades / B KAN-94 Tutorial
azing Beaks, Boss system il tats Offensive & Defensive upgrade
Leathibar implementations
modules W KAN-95 Start Menu

B KAN-T3 8 B KANT7 8 B kanN-F - @

HOW IS SHIP GOING TO BE >
REPAIRED? Enemy Variant Types “ee

B KAN-90 Testing & Refining

Alpha Mission 2, Interesting KAN-72 Final Week
shoot em up concept

B KAN-TS (8 W KAN-78 (3

B AN v Q + Create Epic



Project Management - Github

Commit Logs Commit changes

Commits {) Fle Edit View Repository Branch Help
$ Aminas ~ B Current repository . §9 Current branch ” ~ Fetch origin
GalactiumREPO Arminas "~/ |ast fetched yesterday
o Commits on Apr 22, 2024
Changes 300+ History GalactiumGame\Assets\Animations\Button.controller
Boss & Player health changed
‘ CoolArminuxx committed last week - - - - -
2069 changed files /\ This diff contains a change in line endings from ‘LF’ to "CRLF'.
o Commits on Apr 21, 2024 Gal ti G me...\Buttn troll ID T
o b Galactium...\Button.controller.meta |+ + ZYAML 1.1
) G e B + XTAG 'u! tag:unity3d.com,2011:
B tainiCanie\ inani F
I i o e A i GalactiumGame\...\PlayAgainanim |+ T hosn soiasees

+ AnimatorcController:
m_ObjectHideFlags: @

M GalactiumG..\ in.ani o
D O 4 GalactiumG..\PlayAgain.anim.meta |/

W 0 N O N sk W N e
+

i it GalactiumG...\barcadbold SDF.asset [+] : . _
) - m_CorrespondingSourceobject: {fileID: @}
i ) R Galactiu...\barcadboldital SDF.asset [*] + m_PrefabInstance: {fileID: o}
Bunch of des impl ted / Al rk : + m_PrefabAsset: {fileID: @
e e e GalactiumGam...\barcade SDF.asset [<] L t }
e + m_Name: Button
Wave display & Warning Icons Galactium(G...\barcade3d SDF.asset @ 106 + serializedversion: 5
@ CoolAminuxx committed 2 weeks ago 1 2 -_Ani.atorParueters: []

Galactiu...\barcade3dital SDF.asset [*]

<O LOMMITS ON APrr 135, 2uZs

R
+

m_AnimatorLayers:
Galactiu...\barcadecond SDF.asset  [*]

: 13 + - serializedversion: 5

Fixed some terminal features

CoolArm 2 14 + m_Name: Base Layer
@ () Stashed Changes > 2 .

i - 15 + m_StateMachine: {fileID: 8987127329551114323}
| R . 16 + m _Mask: {fileID: @}

\ Summary (required) |
Bulk Addition ™ — 17 + m_Motions: []
® coten . a Description a8 m_Behaviours: []
GO Apr 6. 2024 19| + m_BlendingMode: ©
26 + m_SyncedLayerIndex: -1
o
z’L_'f ol 21+ m_Defaultweight: @
g+ 224 + m_IKPass: @

ol PR, <ok 23 + m_syncedLayerAffectsTiming: @
Enemy Spawning & Path follow Commit to Arminas 24 + m_Controller: {fileID: 9108608}
M AnlArmin rammittad 2 waabe ann - T e — e o o o



Alessandro

Game Designer & Generalist



Stand up
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https://drive.google.com/file/d/1VHWwUaUyBS_ajBp072a1gAzSL0HP5VzA/view?usp=sharing

For the icon thak
Sshows the
damage of the
ship, | thought
about creatin
something tha
would remember
[he geometrical
shapes that are
usually seen in
Che First sci-fi
games INn history.




For the final shap
F the design |
(hought about
subdividing the ship
INto different
sections.

Each red section
would be damage
an:ls M, aswnpt
nd'functi miNng id
that helped the
Jevelopment.
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Main Menu/Lo

YSEECIE’

0 Research and

There are thre =Lern FDELIE ramanmenu

that would suit this kind [ game.

e Hminimalistic approach to logos and text around the
menu area =

o _ust afew elements on screen to keep It simple for
he player

e HEtheme that would match the game’s feeal.
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Development Progress

CLICK HERE TO PLAY
\nimation > Animator o
iew @ Ma 14 > Pl P 0 0:00, 1:00, |20
nal v o o |
[TjText (TMP) : Text Mesh Pro 0 P 'S 7' 7'

TO achieve the intended results | have created a small
aniMmation I:hal: vwould mimic how text is animated in
Some arcade games, this text would usually have a
“Bregth” animation.
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http://www.youtube.com/watch?v=pw5cChFdtRo
https://youtu.be/ifD0MLByuB0?si=FAhbYy9O678iYGnd
https://youtu.be/ifD0MLByuB0?si=FAhbYy9O678iYGnd
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Final Work, Hssets used and Jira

DONE4 v

Main Menu Ul Implementation

B KAN-65

Main Menu Development

B KAN-109

o® Game

Damaged Ship Ul Research

Game_Designer

&

B KkAN-t0

- @

Main menu Logo Research

Game_Designer

B KAN-108

o

- @

Main Menu Ul Implementation

For Ehe creation of the main menu | have usec

aCKgrounc

nename
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Orites Ffrom

I ¥ Full HD (1920x1080) v Scale @ 0.46x | B W B Stats Gizmos ¥
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https://foozlecc.itch.io/void-environment-pack

Hrminas

Development & ProjectManagement



Early Production

During the early stages of
production, my objective. was
the get the basic rotation and
movement mechanics
implemented as soon as
possible

Rotation took quite some time
to Figure out as | had to come up

with a way to cycle between void GetSpriteFrame()

different sprites in an animation [

SEqUence depending on what currentSprite = GetComponent<SpriteRenderer>().sprite;
kEI=|S were pI'ESSECI SpriteFrame = currentSprite.name;

string[] words = SpriteFrame.Split(' ');

Depending on which sprite was
active, the ship object would
Face in the direction that the
sprite would be Facing

string lastPart = words[words.Length - 1];
string num = lastPart.Remove(8, 3);
int.TryParse(num, out spritelnt);

Player.transform.eulerAngles = new Vector3(9, @, (spritelnt * 10));



Whiteboxing & Prototyping

Once | Felt confident with the movement
and rotation, | could then mave on to
designing some aspects of the scene
such as the scrolling background and
the player degradation meter in the top
right of the screen

| Eried using unity’s built in spline tool to
create a path for the enemies to follow
which worked to an extent, In the ended
| decided to create my own spline
pathing script which allowed me to
spawn and attach enemies to various
different splines seamlessly and decide
IF the enemies should loop or end their
pathing once they reach the end

R



Asset Sourcing

Player & enemy sprite assets were
sourced Ffrom OpenGameArt. Hssets
Created by MeowX

Various other sprites, particles and
assets were sourced from the Unity
Hsset Store

Music and RAudio effects sourced from
Pixabay

Some Ul such as the Warning icons seen
below were made by me using
photoshop
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¢ OPENGRAMERRT.ORG

" Home  Browse  SubmitAt  Collect Forums FAQ  Leade

MEeowx SHIPYARD: LARGE NUMBER OF SPACESHIP SPRITES
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Meowx Design and Animation _ , , ¥
(Submitied by EMR)

Monday, September 30, 2013 - 17:58
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Royalty Free Music Download - Pixabay
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other media. All content is released by Pixabay under the Content ..



Inspirational References

Space combat theme mainly inspired by
‘Galaga’ as well as the hearts system
that was used

‘Zaxxon' was another great inspiration
For the space shooter game idea due to
the 2.50 visuals used within the game

‘Raid Over Moscow’ contributed to the
enemy fighting mechanics as well as the
overall rotation and movement of the
player ship

‘Metal Slug’ contributed to the bullet hell
theme of the game where each enemy as
their own unique attack styles
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Mechanical Implementations

Every Ffunctional aspect of the game
was programmed by me, tha list of
most of the mechanics can bae seen
on the Mechanics slide

Depending on if the player is using a
controller or keyboard, the Ul will
change real-time to match the
peripherals that the player is
currently using

Object pooling is used to reduce the
amount of objects that are spawned
and destroyed. Everything is
re-used such as the bullets, the
enemies; and the vFfx in order to
maintain game stability.
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# Add parent / I Kkan-102
v Done 4 Actions v

Ul IMPROVEMENTS

Hs the project manager of the team, my e baniter) Bl i

role is to ensure that all objectives are R T T e e @ i
listed, a timeline is created'and that o e e
project versions are saved and e _——

maintained

Development i_? Create branch

¢ Create commit

n Jira, if someone is working on a - Gy Relesas .
v Reporter Arminas Lietuvnikas

Feature, they assign their name to the
feature block as well as the label which DEnches (emen
defines what role they are undertaking e e

n Github, we have different branches o crctso
that we can work on, A main, a test and
our individual branches. =

)
¢
~
3

2

a
g
g

)
()

15 @ last week v}
nce we contribute our changes, the —— —— :

project can then be moved to the test to
be tested and then to main as the = s e s S
uUp-to-date project.
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Bug Fixing & Game Testin

As well as the one who writes and
implements the code, | am the one who
also tests If the game is Functional and if
the currently implemented mechanic is
compatible with everything else around
it

| run tests consistently to check if any
small changes need to be made

Before committing any serious changes,
| run multiple playthroughs and
experience. the game from start to Finish

ToO get second opinions from people not
part of the project, | ask some of my
Friends what they think of the game in
its current state, and what could be
improved to make it more enjoyable

{ ~ . e A A - B -,' M
LOMMItS 01 ."“pr 1D UZ

Fix player deg overlapping with

current health and lost health

Fixed some terminal features
@ CoolArminuxx committed 2 weeks ago



Final Contributions

: : : . O | S i
Dashing mechanic with thruster particles to b < | :
k short boost Screen Bounds (Mono Script) Import Settings o :
MEepreserit S - Open Execution Order...
DOut of bounds borders which bring Sl ot i’ A eSS | S R < =
character back to main screen once exiting I camepiy = | B
: i = Co e s
Player outline shader to make the ship R '

stand out from the background
Outline é'\

+ — i -
o MainTex Texture2| - = - h

o Color
e QutlineThickness Floal
¢ QutlineColor

» QutlineColor2 Col g 1

'.".l l"‘

Main Preview




Final Contributions

e Worked on creating that ‘Arcade’ feel by -
experimenting with global volumes

e Implemented a keybind tutorial screen at the
start of the game in order for players to " N
understand what certain keys do "

e (Good & Bad endings implemented depending on . s ' e
IF the player lives to the end or dies before e -
reaching it .

e List of all scripts used in game are shown below

Assets > Scripts > Enemy Assets > Scripts > Manager

Enemy_Bul.. Enemy_Gun Enemy_Gu... Enemy_He... Enemy_Ro... Enemy_Sp...
. . . . . . . ” s
r_ layer_Deg... Player_Gun layer_Hea layer_Mo E . } .
. . Lives SO LivesSO Score SO
Player_Po... Player_Rot...

ScoreSO

Assets > Scripts > ScriptableObjects




Conclusion



Project Outcome

Overall, the content/outcome of this project'had been more than
initially expected. Everything that had been written down as top
priority elements are more or less present within-the Final
product as well as some extra features that weren’t necessary
but added more to the overall experience of this demo.

Having had this game tested by various individuals, it was
ensured that all major bugs would have been fixed by the end of
the submission point. In general, we believe that. this project was
a success from a functionality as well as an enjoyability stand
point.



Performance of Team

Personal goals set by
individual members were
more or less successfully
accomplished and marked
on Jira progress board

e ([Communication was
present all-throughout
production using
Discord. However, little
tO No in person
discussions were made.

e (Contribution was lacking
From Designer, due to
personal reasons. IF Nnot for
that, more progress could
have been made



Areas OF iImprovement

Team Improvements

Game Impro vements

e Better Ul designs
e Improved controller support

e Boss stage could have been
more unique with complex attack
patterns and support enemies

e Player movement & rotation still
Feels un-refined. Smoother
rotation & gradual increase to
max. speed could have made it
better

Progress from team members felt
more one-sided in terms of
contribution. Needed more
balance

Communication was fairly
consistent, but Face to Face
discussions could have been
much more beneficial to the
project outcome

Direction of the concept fFelt
unclear between members, better
thought out design document
would have been beneficial



