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Introduction 
 
Project name - Quiz Fighter 
 
What we have each contributed to this written proposal: 
 
Daniel Wilkins has been writing content for the game story and game levels, the market 
research and research sections as well as summarising the USPs of the proposal. 
 
********* has written the content for the character concept designs and the game 
environment sections. She has also provided artwork for the character concept designs 
and one piece for the environmental design.  
 
********* has written the index and role and responsibilities sections and a short 
introduction to the project. 
 
********* has written the key game events and a walkthrough of level sections whilst 
providing some visuals to better illustrate.  
 
********* wrote the content for design of the game screen and HUD and game 
environment with visuals. 
 
********* wrote the actual game-play and core game mechanics as well as the  
key asset placement in the level sections. 
 
 
 
 
 
 
 
 
 
 
 



Our Roles and Responsibilities: 
 
In order to ensure that there is good synergy within the group we first elected to start 
with some ground rules as taught to us in Team Processes in the previous semester. 
We had no particular rules other than to create a group on Facebook so we can discuss 
areas with each other as well as assigning roles. Our team consists of 3 developers and 
3 designers, each with individual specialties based on personal preference and 
experience, these specialities consist of: 
 
**** - Designer: Illustration - **** is in charge of and produces the concept art/sketches 
for the visuals of the project. Her role is key in bringing ideas into fruition. 
 
Dan - Developer: Lead of concept design - Dan’s role enables him to produce and 
discuss the ideas which the team have come up with, being the lead of design means 
he must make the tougher decisions in what ideas are better compared to the others. 
Dan will also help with the development aspects as well, following ****’s instructions. 
 
**** - Designer: Management - This role mostly consists of organising and adjudicating 
meetings and within the designer aspect he is creating the sprites for the game. 
 
**** - Developer: Unity (Lead designer) - Due to personal experience **** is familiar with 
unity and therefore the most suitable to lead the other developers in the team in coding 
for Unity. 
 
**** - Designer: Aesthetics - As a designer **** is in charge of how certain aspects of the 
game will look and therefore has to apply his knowledge and research of colour, 
composition and typography and apply it to the game. 
 
**** - Developer: Unity - As another developer **** is working side by side in coding the 
game with ****, although this hasn’t stopped him from designing and helping with the 
design work. 
 
By specialising in certain areas, we believe that we can achieve our maximum potential 
as it is easier to work on the aspects we personally enjoy more. 
 
 
 
 
 
 
 



Introduction to the Project: 
 
The project brief was to create a game suitable for children between the ages of 11-15 
that was informative. We interpreted this as creating an educational game which was 
both fun and useful.  
 
In order to create the best product possible, we ensured we came up with multiple 
“fleshed out” ideas and after selecting the best one, we completed intensive research to 
ensure we created something not only appropriate but something that would appeal to 
our target audience. 
 
 
Main Points about the Game: 
 
The Game Story and Game Levels: 
 
To introduce the story of the game there will be a comic introduction acting as a 
prologue. The story of the game is that, as a character of your choice, you have to fight 
through the ‘World Education Boxing Association’ against an ensemble cast of 
characters. There will be three in the ‘Home Zone’, four in the ‘Regional Zone’ and six in 
the ‘Global Zone’. The aim of the game is that after fighting all of these characters, you 
have to win a final fight against a very skilled boxer to receive the title of the 
‘Heavyweight Quiz Champion of the World’. As you complete each level, the next level 
becomes progressively harder where the multiple-choice questions become more 
difficult along with the opponents in the game. Consequently, this makes it more difficult 
to gain more health to use in the fighting scenes. 
 
The Actual Game-play and Core Game Mechanics: 
 
The first part of the game will consist of a question and answer game where the more 
questions you get right, the more health you will have for the fighter part. This part of the 
game will be played by using the arrow keys on your keyboard to move the character. 
You can then use the Z key to punch and the X key to kick. We will also have the 
spacebar to jump and A to block. The characters will always be facing each other so the 
sprite will auto flip if the players were to change sides. Each character's sprite will have 
colliders and on a collision with a punch or kick will decrease the health level of that 
player. If a player were to punch a player that's blocking, no damage would be caused 
to that player. The ring will have colliders in them and when collided with them, this will 
cause the player to bounce off and possibly do a special combo attack move on the 
other player. Each punch will take 5-10 percent health. This will be a randomly 
generated number so the games are always fair. 



Key Asset Placement in the Level: 
 
Before the game begins, we are going to have a countdown to the match with the bell 
starting the game. During the fight, we are going to have health bars at the top with the 
pause button in the middle. The two health bars will decrease going towards the centre. 
We took this inspiration from games like ‘Mortal Kombat’ and ‘Street Fighter’. This will 
be positioned at the top centre of the screen. We have found this most effective with 
games as it doesn't draw your eye too far away from the game play. When on mobile 
we will have visual buttons and a joystick on screen. You can use these buttons to 
control the game, the buttons will be positioned to the lower right and left. The user will 
have the options to flip the buttons around if they feel more comfortable with it. The 
buttons will be close enough to the edge for thumbs to reach it easily. The buttons will 
be approximately 35% transparency so it doesn’t block the game play. To make sure it 
doesn’t block gameplay it will also only be the outline with either arrows or letters inside. 
 
Walkthrough of our Level: 
 
In our group, we decided that our game would be comprised of two specific sections. 
The first being an educational quiz and the second being a retro style fighting game. 
Below are some diagrams of how our level will work. 
 

  
 
The beginning of our game will start with a title sequence and menu. The player will 
have a choice of playing solo, cooperative mode or taking a look at the instructions. 
After choosing to play, you will then have the opportunity to select a fighter and begin 
the first section of the game.  
 
 
 
 
 
 
 



The first section of the game is an educational quiz designed to become more 
complicated as you progress through the levels. The player’s results in the quiz (how 
many answers they have answered right) will decide how much health they will gain for 
the second section of the game. 
 

 
 
The second section of the game is a retro style fight after each quiz. The idea of this 
section is that it plays as a fun incentive for the player to do well in the quiz as they will 
be rewarded with extra health in the fight. Adding an aspect of fun to the quiz provides 
our target audience with the ability to enjoy learning in a recreational way. If the player 
wins the fight they will have the chance to progress to the next level. 
 
Key Game Events: 
 
Team Name and Title Sequence - In the opening sequence of the game we will have 
the chance to publicise our group name and excite the player with an aesthetically 
pleasing title sequence. This is an important section as it will be one of the first times 
the player gets to see the title of our game. 
Menu - In the menu the player will have the opportunity to select three options. Solo 
play, cooperative play and instructions. 



Solo Play - the player will progress through levels comprised of a quiz and retro fight. 
The quiz will determine how much health the player gets in the fight. The quizzes 
become more difficult as you progress through the game. 
Cooperative Play - The player will have the chance to fight against their friends. It will 
test their wit and fighting ability. 
Instructions - The section where the player will learn the rules of the game. 
Quiz - A multiple choice quiz in which the questions become harder as the game 
progresses. 
Fight - The fight section is a fun incentive for the players to do well in the quiz as they 
are rewarded with extra health. 
Victory/Defeat Screen - If you win the fight, you may progress to the next one, however, 
if you fail you will be asked to retry. 
 
 
Our Game’s Lead Characters and Concept Artwork: 
 
Everyone in the group was asked to come up with an idea for a character design. The 
purpose of writing a short paragraph about a potential character that we would want to 
see in the game was to help the designers in order to create a better visual of the 
character concept design and to make sure that everyone was able to contribute to the 
process of making the characters. 
 
Due to the fact that we had to scrap our previous concept, the time schedule for making 
more characters was reduced and a lot had to be done in a short amount of time 
because we had to start over. Therefore, we decided as a group to reduce the amount 
of characters from 5 to 3. 
 
We wanted a diverse cast; characters with different looks and personalities and to 
achieve this we tried to approach different art styles. This is to keep the player 
interested and to cater to different player preferences. This way, the player will be 
surprised every time it encounters a new foe. 
 
The first character is “Trash Eating Steve” and he was one of the first characters 
created for this video game concept. He is a bootleg luchador wrestler, his eyes don’t 
blink and he eats trash. He wears a luchador mask with a cape. 
 



 



 
 

 
The second character is “Magician Mia” and has high intellect and skill, but lacks the 
strength. She has a cute and friendly appearance but loves to play magic tricks and cast 
spells. She believes that her intelligence and skill is enough to win the title of 
‘Heavyweight Quiz Champion of the World’ and she won’t let the players stop her. 
 



 
 
“The Menacing Muncher” is an evil clown with big pointed fangs and a water gun for a 
weapon. His weapon is a water gun because we do not wish to promote gun violence to 
an audience that consists of 11-15 year old children and teenagers.  
 
All of the character concept artwork was drawn on an iPad using the procreate and sketchbook pro apps 
using an adonit pixel stylus. 
 
 
 
 
 
 
 
 
 
 



Game Environment with Artwork: 
 
Our game “Quiz Fighter” is, as the title suggests, an educational fighting game. 
Therefore, the characters fight each other in a boxing ring. The player has to fight their 
way through the “World Education Boxing Association” in order to beat the game. The 
environment of the game is related to the game’s genre and title. Despite the fact that 
not all of the characters are “boxers”, they are put in a boxing ring to engage the target 
audience. The boxing ring sets the mood for the play-style and story of the game - 
ultimately providing the desired aesthetic.  

 

 
Art by ********* 
  
An idea of what the boxing ring could potentially look like in-game. 
 

 
Art by ********* 



Design of the Game Screen and HUD with Supporting Artwork: 
 
The HUD display ideas that we came up with, were the fact that every fighter display has the 
same concept in terms of health bars, timers, etc. so if you were to look at games like Mortal 
Kombat and Street Fighter for example they both have similar layouts: 

  
 
Looking at both of these examples above if you look how they have the same layout. They both 
have the health bars at the top of the screen as well as the timer. Then towards the bottom of 
the screen you can then see a special moves bar. Almost every fighter game has this layout 
because it is the best way of working a HUD into a fighter game without taking up too much 
room. 
 

 
This is my interpretation of what our HUD display will look like. I took into consideration the fact 
that every fighter game has this layout so it would be best to do this for our style of game purely 
because of the fact that it is the same layout that every fighter game goes for. Looking at the 
examples we looked at to begin with, looking at the colour selection of the health bars and why 
bright colours are used, is to indicate that they are there being brightly coloured makes them 
stand out off of the background of the game so you also pay attention to how much heath that 
you are losing. 



 
 
Moving on after the sketch that I made of the HUD display, I then took it to Photoshop with other 
pieces of artwork and produced the HUD display also using a piece that **** drew up as the 
background for the game. 
 
As you can see from the final design above, I have taken ****’s artwork and used it as the 
background. I also made it look 8-bit as it is the style of the game that we are aiming to do. 
Looking at the health bars, I made sure that they stood out off of the background so that it 
catches the eye of the player. Then I implemented the timer in the middle of the two health bars 
just like a standard fighter HUD. 
 
In terms of making the concept look like an 8-bit game, I was able to use a filter on Photoshop 
that allows you to pixilate the image further allowing it to look like the game style that we are 
going for. I also added in the super bars at the bottom which are basic but the majority of fighter 
games have these bars so I thought it would be best to add them in. I added a drop shadow to 
the special bars as it makes them stand off the background and used rich blue to also catch the 
eye of the player. 
 
Overall, I feel that the HUD display does look very clean and simple in terms of what the group 
are aiming for. It could use a bit of work in terms of touching up the health bars and adding in 
more detail to them, however 8-bit games aren’t normally full of detail and are normally basic 
designs. 
 
 



Market Research along with our Research: 
 
Our target audience for our game is 11-15 year old school children. We have chosen an 
idea which integrates education with fighting. Our game will appeal to this target 
audience because it will relate to their studies but make learning more enjoyable 
through the fighting aspect. We have chosen to make our game compatible with PC and 
mobile because we feel this would be the easiest, relating to the short time scale we 
have to make the game but also due to the fact that some of us are beginners with 
Unity. 
 
We have undertaken various research. With the first initial idea we had of ‘Pumpkin Kid’, 
we analysed why horror games are popular. We found that Jamie Madigan stated that 
one reason for horror games being so popular is due to the fact that ‘It helps us master 
our fears by experiencing them in a safe way’ (Butler, 2016 [online]). We also found that 
the co-creator of ‘Outlast’ mentioned that in relation to players ‘with horror experiences, 
they get a range of emotions most games don’t give them’ (Butler, 2016 [online]). A final 
point we found, which supports the fact a horror game can be played by school children 
aged 11-15, is that Minecraft contains many different parts which can be linked with the 
survival horror genre (Lamble, 2014). 
 
However, after deciding to choose ‘Quiz Fighter’ instead, we looked to evidence why 
this type of game would be popular. Firstly, we found that Tekken was popular due to 
the various characters available and with each one came different styles of fighting 
(Cruz, 2016). Furthermore, it was mentioned that in Tekken there are few made up 
moves such as spells because all of the special moves are made to be realistic (Khan, 
2016). Finally, we found that Tekken was the top selling fighting franchise with 42.5 
million copies being sold around the world (Grey, 2013, [online]). 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Additionally, we also looked at visuals with one being a comic introduction in the game 
called ‘Burrito Bison: Launcha Libre’. This was to try and take inspiration in the way in 
which a story was told before the game started, displaying bright and bold colours to 
make it clear and exciting. We also looked at ‘The Binding of Isaac’ but decided to 
mainly focus on ‘Burrito Bison: Launcha Libre’ due to the fact that it was formatted more 
like a comic strip: 

1 

2 



3 
 
Our Storyboard Ideas: 

 
 
 



The concept of this story is about a character who goes to school but is ridiculed due to 
people perceiving him as unintelligent and weak, even his friends are horrible to him 
when he is bullied. However, he hears about a fighting competition which incorporates 
knowledge and he signs up. He is then accepted and prepares for the competition. 
 
The other idea we came up with, inspired by the 8-bit game called ‘Punch Out’, has 
been previously explained nearer to the start of this proposal. This is the story/concept 
we have chosen to base our game on. 
 
In relation to the game menus, we researched both 8-bit game menus and game/title 
menus in general to gain an understanding of the layout and design and what options 
were used as well. We realised, the more simplistic, the better: 

 8-bit Game Menus 
 

 
Game/Title Menus in General 
 



Finally, we researched the types of titles for different games and then took inspiration, 
making our title for our game: 
 

 
 
Our Title Ideas: 
 

   
 

 The idea on the bottom left is the idea we have 
chosen to utilise. 
 



The USPs of this Proposal: 
 
With our game concept, knowledge gives you more of an advantage than skill due to 
the amount of health the player gains through correctly answering questions. Due to the 
fact that the player has the chance to become the best in the world, it persuades them 
to engage more with the learning element of the game as well as the fighting aspect in 
order to achieve success. We aim to produce a game which will help academic studies 
as well as being a form of entertainment, integrating a good balance of schooling and 
relaxation. 
 
 
WORD COUNT: 3296 Words not including References 
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