Final Project
2D Sprite Game Mockup

Roarke Estrin

GGGGGGGGG
2D Design for Games, 004



Moodboard

— T T . e O N = = —— =
- < -« : nnnnnnnnnnnnn -~ Your inventorg and equipment m x g‘ - @ r/'l la {;J @ .
: : z Y |F LLU IL'J B a ARMOUR SLOTS STATS
L = Bounty Board
S e P A e ey @ =0 Tne Gatange riost ante x
= :! LS LS L L L = 4-.._—".,_ = et % o g ] Rank I: Hopeful Hunter I
s ENEARAET D - : = & ao0v. Investigate the Super Plunderer Crew near Umbraxion
; ) rovovueesr Iz 8 @ < >PLS GET >
ACTIVE TECHS PET STATS
T 8 % % 8 8 = ATK HIGH UALUE
DEF
23 99 AEHAAA IOV © | ok 9| |-&
= rr e INVENTORY pink Joel
- Al G
T eg v e & i

EEFONO=EE
altisicinlulCERlE)
AQue0O=

u: 41763 + 184839 t

= A -
L TR l o —
" I} el
== S -
e 7R, 99 =
i E e - -
" o by ] T
-
i iz a4
- - - - -
— = : [} Frestorm's Fury
i = === 2/ rocaswora
Brocdsuord Unique Weapon
2-Handea pm— 2-Handea
Damage Per Swing: 334 A state-of-the-art assault Damage Per Swing: 30
Rate of Fire: 12 | e e Rate of Fire: '
Toots 3
Uindae Speciar fipsiasn Speciar P—
Station sotiles .
Legendary = <3360 Legendary 223780 Legendary  =x4500

Station parts







Sprite Sheet

L
'y
4‘ O
d K
A
7/
I\
4‘
-
I
\
S, e
N
N
[S
Y &
I

. FiGen

(| A - ST

U
A —
= | ¥
-
A
> ¥
VA )’ \
Y Dl
Ly
o K
S
-
/,’ P, ‘l



Sprite GIF

\

. 2" ,
o !
A\P.],!LLK,.
TR
BN
5



Ul Button Sprite Sheet

B




Unity Screenshot (Main Menu)
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Unity Screenshot (Character Menu)
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Unity Screenshot (Game Screen)
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Unity Screenshot (Pause Menu)
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Unity Screenshot (Options Menu)
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Unity Screenshot (Volume Menu)
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