The Approach Why?
| am taking inspiration from the souls-bourne

Rather than design | intend to create an experience in which the player ¢ I3 - th h difficultl d trial and th
complete levels at feels skilled and powerful through fast paced ormu'a. rough ditticuitly and trial and error the
once. The level design A — o gameplay. —— player's mputg come f.rom.muscle memory making
approach will focus on The player should feel the thrill of clearing levels and them very skilled at flghtlng fche respective boss
platforming combo obstacles by making split-second decisions and A e i ety
chains. reactions.
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