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Overview 
Original Vision 

A 2D platformer where you are always jumping.  

Updated Vision 

A 2D platformer collectathon where you are always jumping.  

 

Core Mechanic 

Always jumping/bouncing, which by itself adds challenge to platforming through the 
player’s need to time each jump. 

References: Super Mario Galaxy, and Adventure Slime. 

Controls 

For player controls we figured that we’d keep it simple, using A & D, or the arrow keys for 
horizontal movement, and spacebar to jump. We plan to have controller support in the 
custom engine, although with how movement works in our Unity Prototype, we can’t test 
controllers yet. We also want tight and responsive controls, because they feel good, and 
should be necessary in any challenging platformer. 

References: Celeste, A Flipping Good Time, and Adventure Slime. 
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Camera 

We wanted the camera to be dynamically following the player. We plan for it to be doing so 
slow enough that the player doesn’t get motion sick due to the fact that they are always 
bouncing, but still fast enough to keep the player always in frame. 

References: Donkey Kong Country: Tropical Freeze, A Beever, and A Flipping Good Time. 

 

UI 

We wanted the UI to have a parchment theme reminiscent of treasure maps or old 
documents. Functionally, we wanted menus to have mostly central placements for buttons 
and information. For menus that directly interrupt gameplay, such as the pause and level 
complete menus, we wanted a “pop-up” style of menu that would be overlayed onto frozen 
and dimmed gameplay. The HUD during actual gameplay would only consist of the coin 
pouch and an indicator for the pause menu, while other information for statistics such as 
time and treasure collected would be displayed on the pause and level complete menus. 
This would reduce clutter on the screen during gameplay while still allowing players to 
easily check their progress mid-level. 

References: The Secret of Monkey Island 

 

Level/Environment 

We wanted the levels to follow our scoped-plan, each level being semi-self-contained, 
teaching the player about a given mechanic in the environment. (“Oh those spiky plants 
hurt me”, or “Now the spiky plants move”) Making it to where the levels get progressively 
more challenging, and having each feel different, whilst also being replayable for 
completionist (or non-completionist) players who want to get every collectible but haven’t. 
We also want to use collectibles as a way to teach players how to use a mechanic.  

References: Celeste, Donkey Kong Country: Tropical Freeze, A Beever, A Flipping Good 
Time and Adventure Slime. 

Theme 
     Pirate-themed, hopping between islands in the sky, trying to collect treasure. We initially 
decided pirate theme because we felt we could make a pogo mechanic work with a pirate 
hopping on a pegleg. We then decided between sea pirate and sky pirates, and went with 
sky pirates, mostly because it feels a little more unique and can potentially make our game 
a bit more memorable than a traditional pirate game. Clouds, floating islands and flying 
pirate-esque ships lend themselves to creating/reinforcing this theme throughout the 
game. Sky Pirates as a theme, is also beneficial in the sense that it makes hopping and 
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double jumping easier to explain within the world. This is due to the fact that the ships 
don’t have to rock/sway, and also so that water on a large scale doesn’t need to be 
animated within our game. 

The art felt a light hearted, whimsical approach with slight comedic undertones 
would fit this world best. The artists created a Pinterest mood board and asked the team to 
gather references for what they felt would work best in a sky pirate world. They later 
narrowed down their references from there to create the main playable character and the 
rest of the world. They focused on creating cool environment pieces to fit the sky world to 
allow the main character to stand out in the foreground.  

  

(Source reference images from Spiritfarer left, and Owlboy right.) 

 

 

 

(An example from the Art Team’s style guide depicting what they like in each reference 
image to create Pogo Pirate’s jumpable platforms.) 
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Art Team’s concepts of the environment.  

Characters 
     Currently, we are only planning to have one character, that being Lady Margaret “Peggy” 
Pogo, our game’s playable character. She has a single peg-leg, and wears a red feathered 
hat with a matching red pleated coat. She loves collecting treasure like most any pirate, and 
spends most of her time exploring the many floating islands gathering as many gold and 
jewels as she can. 

The process of conception for Peggy started off with the team collectively throwing 
around ideas on how a pogo mechanism would work best thematically. Grant pitched the 
idea of Medieval and Pirate themes, explaining that how those themes could lend 
themselves to a mechanic where the player is always hopping. Before the Pirate theme was 
voted and settled on, we considered “Wizard Lizard” where a lizard character would be 
hopping on their tail. Other animals were considered as well such as a cat also hopping on 
their tail. Once the Pirate theme was decided the art team had a hard time conceiving how 
to get a single peg leg to read well and be appealing. There was a lot of focus and attention 
on this since this is the game’s main core mechanic. When creating the concept art the key 
was to cut the peg leg feature off at the knees. At first the peg leg looked like a more 
traditional peg-leg, but later the artists added slight cartoonish springs in the center to 
better explain the pogo mechanism visually and to lend more to a steampunk aesthetic.  
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Final Design, set up for animation 
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(Another example from the Art team’s Style Guide where they explained what they like in 
each image to create Peggy’s final look.) 

Audio 
     Basing music primarily off of the Baroque Era, with a more jovial and piratey feeling. 
Percussion is planned to be substituted by steampunk sound effects, further lending to the 
sky pirate theme of the game. Menu/button sound effects would be instrumental, like in 
Wind Waker. There will be voiceover for Lady Pogo, with hurt and potentially victory 
sounds.  

Games used as reference/inspiration: Wind Waker,  Toontown and Kirby: Return to 
Dreamland. 
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Design Research References 
 

Super Mario Galaxy 
We looked at SMG as an example of the bouncing mechanic, as well as its nature as 
a collectathon-style game. SMG contains a bouncing mechanic similar to our game 
with the “Spring Mario” powerup, where the player is always bouncing and jump 
extra high if they time it right. This was a good reference for our team because there 
were a few members who highly cherished SMG, so we could easily communicate 
with them in regards to the mechanics in SMG. It was also an “easier”, more 
light-hearted in theme, platformer. The biggest differences stemming from the 
enemies and the fact that it is 3D. 

For our game, Super Mario Galaxy has been a good reference for our core mechanic, and 
collectibles. 
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Donkey Kong Country: Tropical Freeze 
We came across DKC: TF through research on side-scrolling collectathon 
platformers, it was a good example to pull from in regards to not only the way the 
game handles collectibles, but also from the level design. It does not contain a 
mechanic where the player is always bouncing, except perhaps when on certain 
objects in the environment. The main differences between this game and our 
concept was the fact that it has enemies, the levels are very horizontal from start to 
finish. DKC: TF also does a great job with its user interface and user experience as a 
whole. It does a great job with a simple, yet themed UI conveying exactly what it 
needs to, something which our team (especially our artists) has wanted to be a goal. 

For our game, Donkey Kong Country: Tropical Freeze has been a good reference for level 
design, UX, and collectibles. 

 

   

8 



 

Celeste 
Celeste was a good reference because it is a 2D platformer (with optional 
collectibles), where the challenge is in the environment/level design. Celeste has few 
enemies, and the challenge and variety in the level design is what applies tension, 
even though players do not have a limited number of lives. The way it handles the 
collectibles is nice too, they are entirely optional, and most players feel encouraged 
to get them anyway. It allows for more determined “completionists” to have a clear 
goal throughout the game, and it allows for players who don’t care about collecting 
everything and just want to experience the game to do so. The game also does a 
great job with accessibility, with an Assist Mode that allows settings to be changed in 
order to make the game accessible to many people who would’ve had extreme 
difficulty playing the game.  

For our game, Celeste has been a good reference for tight controls, level design, handling 
collectibles, and accessibility options. 
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Adventure Slime 
Adventure Slime had good tutorialization and interesting platforming. The controls 
weren’t very tight/responsive, and the collectibles seemed not super important due 
to the number of them and length of the level I played. The jumping was important 
though, and even though the player doesn’t always jump, they do when bouncing on 
the mushrooms in the environment, which is similar to our mechanic of always 
jumping. The controls weren’t tight/responsive, but they were easy to pick up and 
understand. And the few actions in the game kept things simple. 

For our game, Adventure Slime has been a good reference for control mapping, and core 
mechanic. 
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A Beever! 
“A Beever!” is a 2D side-scrolling platformer collectathon, being a good reference for 
tutorialization through basic level design, as well for it’s camera. The level design in 
the first level is extremely simple, and tutorializes the mechanics well. The camera is 
not stomach-churning, either due to how it follows the player or due to the smooth 
floatiness of the player character. This game also has a double jump, a mechanic 
that we chose to implement into our game. 

For our game, A Beever has been a good reference for level design, camera, and double 
jump. 
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A Flipping Good Time 
A Flipping Good Time is 2D platformer collectathon, the core mechanic is switching 
how gravity affects the player. This game had very smooth and responsive controls, 
and did a good job with the level design being built around simple, yet difficult to 
execute methods of using the gravity manipulation. The way the game handles 
collectibles is well-executed, making the gems difficult to get in the environment, 
and giving players a bonus for completing the game level under a certain 
time-threshold. The fireflies seem really important to collect, that is the issue that I 
would have with the collectibles in this game. The camera in the game is also really 
good, because it is not annoying, it moves smoothly with the player and feels good. 

For our game, A Flipping Good Time has been a good reference for tight controls, level 
design, camera, and handling collectibles. 
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The Secret of Monkey Island 
The Secret of Monkey Island is a point-and-click adventure game set in a world of 
pirates. This game has very clear and concise UI that is also very aesthetically 
pleasing with even spacing and good balance. The parchment style of the UI also 
matches the pirate theme of the game. 

For our game, The Secret of Monkey Island has been a good reference for thematically 
appropriate and easily understood UI. 
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