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In the Mock up there have been several design
decision made that are going to impact the look of
the game. The first being the Font of the Text for the
logo. This one used for the headingand the buttonsi:
called “Smokind” and it portrays the Sci-fi nature of
the game. As well as it is easy to read for younger
audiences

As well as this a colour for the buttons has been
picked and will try to keep to a white and purple
theme as much as possible. This is a subtle difference
from the dark spacey background and it works well.

This Icons aren’t the final picks but are going but
represent similar to what they will be

. HEX: #6555f5



First Page / Launch Screen

Banner Or Logo

Easy to Reach start
button / First time
Launch

Allow the player to see
settings staight away
on launch Settings

No need for exit button
or clutter because

every just uses gesture
controls to close

In early develop there was going to be a main
menu and launch screen but after reconsideration
it would make the player have to go through
multiple pages just to play and it adds nothing to
the way to play, so this screen was removed. It
would have made extra unnecessary steps.



Loading Screen

A few object were changed in this preview. First
of all is that there will be a background
animation were it zooms the main menu image
to change to the loadingscreen. Here your little
space ship will fly in and down to earth. | have
removed the character runningacross the
loadingbar for a more interesting animation.
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World 1 Level 1

More Text has been added to tell more about

the level and the progress bar is now the purple
colour.

.

Hint or Goal Ingame




Shop Screen

Current ltems in the
Market and Clear Price
and Button to buy

Takes the player to

inventory page
Can see what is in the

inventory and can
press on it to equip this
will be represent by a
green tick

Scroll bar to go
through items

—_SHOP

@ COINS ;0

At this current time all the items and prices
are placeholdersbuy the layoutremained
the same but the back button being on
what people would recognised as the
correct side. As well as this added a tittle to
the screen to make sure people know what
they are looking at.

The check mark is to show what items are
equipped after purchasing them.

The theme of this area is the space ship
before you land of earth. There will be a
quick transition between screens.



Start Story Screen

Each box will slide from the
button of the screen up with
the text for the story and can
be read quickly. Each part of
the story will be donein 3
pictures and a small amount
of text. Some dialogue will
also be in game to help press
the story forward.

4N 03

(41 1 ]

-
SONCE ARRIVING IT WASN'T AS THEY EXPECTED
L]




Settl ﬂ g I\/l e n u This settings menu is also going to

be used as the in game menu with

SETTINGS MENU the background only appearing if
GRBAPHICS selected through the menus
Settings Men | : COLOR BLIND MODE system pot in game. Therefore the
system itself can be reused. Each
purple buttonis a drop down
fc'bfll‘"w:j: menu and will allow the user to
select them.
Music Volume
In-Game Sound Volume
i B
Him o Clozeetorewest = GQH‘IEPLQY. SETTINGS
- e AUTO AIM mUDE:CLl;SEST .

LINK WITH GOOGLE




In-Game

The main thing that has change between
the wireframe and the mockup is that
the health and XP will be represented by
icons. The health will be a batteryand
the colour and height of it will change
depending on health. Green beingthe
top orange to red being lower. As well as
this the XP will be showed by the
processor producingelectricity like an
Overclock of a CPU.

Stats Given at the top
of the screen HP and
XP

Currently Equiped
Weapons

Joycon that moves to
the player finger pos.
Goes invisable if no
finger is on screen




Weapon Or Upgrade Found

This scene is going to be additive.
To the scene and means will be

M /| over the game level. It will pause
- and allow the player to select

e

L

UPGRADE FOUND

Upgrade Found

Title to help the newer
players understand
what then object is

Upgrade 1 Upgrade 2

UPGRADE 1 upsngac'a

Text About Text About
Upgrade Upgrade

Select Options for each

upgrade shown with
picture and text

v

J‘ICRERSE RANGE BY 10% INCREASE PLAYER SPEED/BY 5%

SELECT SELECT

Dont Upgrade

Selectable options for
which one the player
wants

DON'T UPGRADE

Allow the player the
option to not have
either




Death Screen

You Have Died «— Will Pop up first once
player has died

Enemies Destroyed :

Upgrades Acquired : Stats to Show how the

Score Collected : player has done. Give
them incentive to go
back

" UPGRADE ACOUIRED :2 °
SCORE COLLECTED:»3000
WAVE REACHED : 7

Wave Reached :

Try Again —

Back to Menu
L]

A EL RS GEGERGEN]
and get them in
straight away

TRY AGAIN

Give them the option to
leave or try a different
Mode

\ L ELE ) ‘I’OU HnUEDIED s

. ENEPUESDESTROYED: 50

BACKTOMENU .

Pretty much the same. The variables
many be added to or taken away as
well as some sort of animation of
the plantturningred after your
death.



Win Screen

The 3 boxes show how many

| _" VOU WON '_ coins collected weapon

picked up and upgrades

van o WORLD 1 - LEVELT . - through the level. More in
. ﬂ _' : depth break down will be on
You Won gy “ = the level round up screen.

Score: X

The rocket will fly up out of
the sky as a small animation

World X - Level X

Next Level

NEXT LEVEL .
S Ll .
.~ BACK TOMENUS

Back to Menu




Level Roundup

Text colour and the background might
have to be changed depending on the
assets on screen. Because seeing the
white text on a rocket or stars can be
harder. | will have to see onceitison a

SUMMARY

CURRENT WEAPONS

4N 303

~ . mobile device
Summary e feizN .
Current Weapons ENEMIES DESTROYED : 55
AMOUNT .OF YPGRADES COLLECTED ; 3
Enemies Destroyed : 0 . 2 Y .
Amount of Upgrades : 0 " A i
Current Stats ! CURRE"T STQTS 5
Speed:0 : " SPEED: 10
Range : 0
Health: 0 ’ - RANGE : 5

" -HEALTH: I

NEKT LEUEL




App lcons

The original 3 where made very early into developmentand
yet to have any assets or ideas about the art style or character
in the game. As well as this the text hasn’t been picked,
therefore a new one had been made. They all seem to have

followed the main principle of showing Earth and the main
character.




Layout / Plan

Shop / Upgrade /
Market Screen | v

Loading / Secondary
Intro Scene

|

MainMenu

h 4

[ Settings Menu ] StartStoryScreen][

Continue Story
Screen

L—_)[ Settings Menu ]

!

v

Loads Level Screen

Load Level Select
Screen

¥

|

Level X

When Level Finished
Level Roundup
Screen
Shop / Upgrade /
Market Screen

—

Player Con

Next Level

Player Quits to Main Menu.

If Player Restart From Level

Death Screen

inues Story

IfPIayerjpms

Unlimited Run Mode
Start Screen

Shop / Upgrade /
Market Screen

|

Leader board Screen
! Loading Screen

e ¥

Ingame Settings
Menu

|

Death Screen

Leaderboard

A

If Player Quits

If Player Quits

This is the first concept for the layout of the menu
system. A lot of these screen will either be in
game with the additive function of scene loading
therefore will have transparent backgrounds and
can be reused in menus and in game examples
like the settings menus. As well as this several
screens for the different game modes will be the
same for example the In game Ul, Death and end
score screens.
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