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Our game merges a fun and
competitive setting of an
amusement park and fighting
style videogames.

e Competitive multiplayer (lvsl,
2vs2)

e |n an amusement park

e Fighting on top of moving roller
coaster

e Catch the most candies to win

e QObstacles, attacks...

e Sound effects, music
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Technical challenges

Creating roller coaster

.gix.
WJwise

Problems with

meta files

Connection with
wwise
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Animations and
cropping




Changes done

New attacks
(playability)

Chill area
(playtesting)

Respawning
mechanic
(playtesting)

Baoses next to the
roller coaster
(playability)



Live demo
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Any questions?



