Malice in Murderland




Brief

A2D harrar open-world game reimagining of the classic Alice in Wonderland stary.

Alice, a young girl, has always been ostracised by her peers due to herr unapproachable look;, deered “creepy” by athers.
One day she struggles to cope and closes her eyes wishing to disappear only to suddenly find herself in strange
surroundings. Awhite rabbit guides her to Wonderland, an unsettling place filled with many dangerous individuals. On her
jouney she rust defend herself, kill or be killed, in arder to survive and nove forward. At the end of her adventure she
retuns fromher journey through her mind to find that the inhabitants of Wonderiand weren't purely her imagination; a
nuber of people in her life have been killed, the blood on her hands.
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Inspirations
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| took a lat of inspiration fromthe American
Mcgee's Alice Games,

particularly the second one; Alice madness retums, as this one is nmuch nore
fleshed out than the original. It has a very interesting take on a horror style Alice
game, and was not only great for inspiration, but also to help me know what |
could do to nmake my concepts feel unique. In particular, | really like its diversity
in weapons and clathing, as well as the storybook style cutscenes. | also love the
U and Menu designs as they feel uniquely beautiful as well as thematic to the
story ina way that I'd love to emulate.



weapon varety in this ganme

\f‘( as it is much more vast, though it lacks
(%“‘ the upgrade systemthat the sequel has

(1 : ~ The cutscenes are also more sinple
@),k o Tendered scenes instead of the

‘o A% sorybook style | alsofind it Interesting
- g’ ,ﬂ to conpare these character designs
gy g I 4, | ~ with the newer ones and use bath of
them as references when designing nmy
own The two games also have vastly
different environments and so they bath have unique
referencesthat can be taken fromthem



HOLLOW KNIGHT
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Hollow knight is the biggest inspiration gameplay wise as it has nost of the
basic elements of the 2D open world gane I'd like to create. It's map is a great
exanple of what I'd ideally want to make and its sinplistic art style is also
very similar to what I'd like to go for. | also really love the feel of the conbat,
however | wouldn't want to create a souls-like game. 'malso a big fan of how
nmonochromatic the backgrounds are, as they help tie each area together by
confarming to a very distinct colour scheme, however | would want to forego
some of the detall, as these backgrounds are very rendered and painterly.



Fable is a less direct inspiration, and nmore sinply nmy favourite exanple of an open
world game. Fable 3 in particular also has the closest aesthetical similarities to what
I'm gaing for which is why it was chosen despite nat necessarily being the best
exanple of the franchise. Fable in general has a great balance of mature topics whilst
still maintaining a humorous feel that keeps it interesting and enjoyable to play. When
creating an gpen world game | would love to be able to create a similar balance and
just as enjoyable gameplay. One of my favourite features of fable games as well is the
players ahility to choose between playing a good or evil character, and howthere are a
wide array of actions in the game that alter the appearance of your character. | think it
is a great way for a character to feel personalised to the player without needing
explict customization It's something I'd love to inplement if | ever created the ganme.
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Fran Bow is a hig inspiration for the feel | want the game to have. | like how it revalves around an
innocent seeming main character and then contrasts with very dark harror visuals and themes. Some
people who have heard nmy story idea have also conmented that it reminds themof Fran Bowand so
amalso trying to make sure it doesn't stray too close toit. | really love the grotesque close-ups it has
for certain scenes and that is something I'd very much like to inplement were | ever to meke the

gane.
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The Osney animation of Alice in Wonderland is thematically very different frommy project, however | think its inpartant to
look at all of the source material, nat only to be familiar with the story, but also to knowwhat has been done befare in order
to help create something unique. It also helps to analyse what makes certain Characters recognisable. This interpretation of
the stary is arguable the most popular and recognisable, and soiit in particular feels inportant to look at in order to attenmt
to create something just as menorable and likeable. This animation was created to take the original novel and meke it nore
digestible and child-friendly, which is why it is very bright and colourful and has cut out some of the nmore strange and slightly
disturbing aspects of the ariginal. hen reimagining it for a more mature audience it therefore seens inpartant to bring back those
parts and possibly even push themto be nore harific.




ALICE IN
WONDERLAND

The Original 1865 Edition With Complete lllustrations

By Sir John Tenniel (A Classic Novel of Lewis Carroll )
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Lewis Carrdl's Alice in Wonderland is the
original story of Alice and therefore
probably the nost inpotant piece o

reference. Taking inspiration from this is
crudial in order to assure that ny project
accurately captures the spirit of Alice in
Wonderland What is also interesting about
this book is that there are several scenes
that | feel have been forgatten about by the
general public due to being omitted fromthe
Disney animation
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4" The Tim Burton movie of Alice in Wonderland is ancther dlightly nore mature takeon +
~ the story, but without straying into a harror genre. Like the 1951 animetion it isvery
colourful and bright, however it takes some tumns into darker grungier aesthetic during
heavier themes. This film has some great character designs and very likeable and

mermorable personalities. | would really like to attenyt to recreate this same energy in
my designs.




going for, but what | really appreciate about it is the
distubing imagery and the unsettling tone. It is very
sinpligtic in its design and surface level story-telling, but
the hidden narratives and horror scenes have really great
snister detail and depth | really want to analyse the pacing and the art of the show to try and
recreate some of these aspects in order to be able to create the right horrar ambience Fmlooking for.
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2020 Design
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Alice

A.K.A. Malice

A twisted girl who stru<r;dgles

to fit into her own world,

but went on an unexpected
journey of self-discovery in

the strange place of Murderland.

-emotionless personality
-murderous tendencies
-occasional death-wish
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Thefirst design | worked on was Alice, and | started off by creating 3 variations
The two original features | wanted to keep were her apron and her strong
eyebrows, as bath of these felt like they were inportant to both her character
and her design One of the variations | created was inspired by the classic
Disney look, ane by my 2020 design, and the third was an attenpt at finding the
middle ground between the two. There were a few elements that | liked from
these, however the biggest one was that | realised | did want to keep her dress

black, or at the very least a very dark blue. From there | continued making a
number of designs just to see what would stick
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Once | felt like | had a good variety of iterations drawn out, | marked which parts | liked and which ones were an absolute no for me. | found that |
really liked the high-neck and shart hair conmbo as it nat only looked great, but was also vastly different to any Alice designs I've seen | also really
liked the frilly apron design, but it gives her a more high-class look, which | hadn't fully settled on yet. For the variations | took inspiration fromald
Mictorian aprons as well as existent Alice designs to create a variety of different designideas | also tried out a bunch of different hairstylesto try and
find something that still felt like Alice but was uniquely different frompast designs.

LADIES’ AND CHILDREN’S APRONS.

10 MILLER & CANARY, GREEN ISLAND, N. Y.

“ Amoskeag " Gingham used only in Green Brand Aprons.




| drew out how | wanted to combine these features | had
marked out and since | was happy with the design | decided to
settle on it. A this point | also made some decisions on her
facial appearance. According to the narrative she is supposed
to be an outcast who is ridiculed by her peers The primary
reason for this is supposed to be that she lodks intimdating to
them which in the onginal design | indicated by giving her
strong furrowed brows. This was a feature that | wanted to keep
In this new design, however to hone in on the idea of her being
bullied for her looks, | decided | also wanted her to have a
convex nose. It's a feature that is heavily stigmatised but
doean't in any way take away fromthe appeal of the design. By
now | had settled on the style | wanted and so to finalise |
rendered the sketch | made and was left with a semi-final
sprite of the Character.
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2020 Design

Mad Hatter

A strange creature who creates and : \ =

inhabits hats of all kind. When this R N = 7% =

started, noone knows, but it is said he N v/(//f;;:‘;
N '?/ ;_ \\.

went mad inside his own creations and
hasn't left since.
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- can make the most marvelous
headgear

-sees in the dark

-fits in small spaces

-stretches to incredible lengths

i

Y

)

Z ‘ﬂ\\\

Ly




When it cane to the mad hatter, | was quite happy with the overall concept of him
already, | sinply needed to find a nore updated way of drawing him When originally
coming up with the concept, | though about how the med hatter is often exaggerating
this by meking hima scrawny creature that lives within a giant hat. So when drawing
him now | paid attention to the actual anatormy of malnourished dd nen in order to

really sell how scrawny he should be.




When | finished my sketches | was fairly happy with how the updated design
overall looked, however | needed himto look nore insane and | also didn't like his
colours just yet, as they seemed too human to me. | decided to work on trandlating
himto the games style and work on thase issues during that. | much preferred how
his body looked in this drawing and | managed to bring across an insane look on
his face. The only issue | had with that was that since the style is supposed to have
no pupils | didnt know how to stop him from just looking like he is ariling, but |
settled on giving him some blurry blown out pupils for the sake of his expression |
made his skin calour nore grey to nat only fit the games calour schenre better but
also to give hima less humanad appearance. This is by far my favourite variation
of this character ['ve done and | finally felt like | was at a paint where | could call
this design settled
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DesigniVariations




desperately needed to be executed better. Specifically, | like her heart cheeks, her realistic
heart staff and her formHfitting dress Not only do | think that they are great ways of
implementing heart synbolismin her design, but | also find that they help bring across the idea
of her being very beautiful. In my sketches | sinply gave her nore realistic proportions and tried
out a few different ideas for how she could look | pretty quickly realised that | liked her design
resermbling Queen Hizabeth | the most, and tried sticking to that idea nmore.
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Once | had an Idea for the direction | wanted to go in | mainly tried to find some alternatives to the vibe
of the design | liked, and ended up with a mesh of a fewfeatures | was a fan of. | then noved to realising
themin the games style. | made sure to giver her a stem expression and referenced a real heart for the
staff. | also dinmred the colour of the gold a it as it seemed to bright for the dark theme | wanted When
| finished this illustration, | thought | would have the final stylisation of this character, however
something didn't feel nght. | conpared this drawing with the ariginal sketches of the design and tried to
find what it was that was missing | realised that I'd made her look of shorter stature and that her head
seermed too oversized for @ mature women | also didnt like that | seemed to have drawn her with
thinner line-art than any of the athers and that her colours till looked too bright. | created a second
draft where | mended these things and finally reached a stylisation | was happy with
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2020 Design

Cheshire Cat

Strange and mystical
creature who seems

to have died a long time
ago, but has the mysterious
ability to appear to Alice in a
much more appealing form.
He says he is her guide,
however it is not quite
known what his true
intentions are.

-can see your mind
-likes to scare people with

what is left of his original body

-manifestation of Alices
subconcious
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When designing the Cheshire cat | had to take a different approach
than usual. | wasnt happy with any of his original design, other
than the floating parts concept, and so | was essentially starting
from zero. | knew however | wanted himto be based nore off of
sphynx cats and so | first started with some studies of cats and
then tried to stylise that, however | had a hard time with this
Nothing seemed to look right and | couldn't figure out howto get it
to look the way | wanted Particularly his signature smile was
giving me a lat of trouble. So | decided to look at how ather people
have stylised cats and do studies of this as well. This helped e a
great deal as | was finally able to pin down howto drawa stylised
cat and what features were actually necessary to make it look like
a cat. Fomhere | was finally able to move forward with creating a
design that | would be happy with



shape | wanted | needed to figure out what
details | wanted himto have. | decided to try
and evoke the sphynx cat feel with a pattemn
that | based on the general shape and form of
their wriinkles,




Colour-wisg, | didn't want himto be pink, since this was too clase to red which is reserved as an
accent colour, so | decided on a blueish grey which also helped himlook quite dark | also once
again decided to give himsome pupils to help myself later.




The work on the Cheshire cat didn't end there though. Akey feature of his designis
that his body is sinrply an illusion and that he actually only consist of a pair of
eyeballs and teeth. As such, | also had to design those. | experimented with a few
methods of meking the eyehalls look right. One of my references showed the way
that the optic nerve is connected to the eyeball and so | tried to emulate that effect
with my sketches | realised fairly quickly though that this just didn't look right and
references some ather pictures. | naticed that the eyeball actually seems to have
this sort of wrap of flesh around it that then leads to the optic nerve. Once | drew
this, my sketches inmediately started to look more accurate. | also experimented
with giving the eye a dlit pupil more similar to how a cat eye is, | scrapped this
though as | preferred the way the airbrushed and differentiating pupils looked |
also liked the idea that this way the Cheshire cats identity would be less cbvious
when you first meet himin this foom Then, his teeth, were sinply a netter of
recreating the shape of cat teeth fromreference.



| felt like studying these shapes gave me a much better idea of howto drawthese. Fromhere | created some mock-ups of all these features together, and
fromthe same angle as the stylised illustration.
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2020 Design

Hare

A silent and stoic servant,
who acts as waiter and
bodyguard to the Mad
Hatter.

-good at blending into the
background

-secretly a demon




Design Variations
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The Hares design felt fundamentally alright but |
wanted to add nore detail and ground it in nore time
Y appropriate fashion When Looking at Hares for
reference, they usually have significantly
raised ears, however | wanted him to have
dlick back ears to mirror the very clean and
kept look of a Butler as he is suppaosed to be
the Mbd Hatters servant and bodyguard |
wanted himto look very staic and silent so |
gave hima very neutral expression with eyes
that are always closed

a i g




After Alice threatens the Mad Hatter, the Hare steps in and transformms into a tentacle denon | wanted him
to become a tentacle denmon as | felt that tentacles very nicely mirrared the ears of a hare. | went through a

few ideas but finally settled on a design where each tentacle represents one linb and he is covered in
beady red eyes.
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Tweedle-Dee and Tweedle-Dum had a very weak
design originally but | did still like the concept of
themstacking on top of each ather.. | referenced the
Alicer Maahess refuns and really liked how their
features related to each ather and this helped me
create a sketch | was very happy with This time
however | went for nore of a two kids in a trench
coat design since this sinply made nore sense. |
did a few colour vanations based on rocks since
the idea was based on stacking stones but
ultimately realised | liked the grey and green as it
reminded me of a classic

rock covered in moss
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2020 Design

-} Rabbit

A mysterious figure that acts
as the doorway to and from
Murderland. He will always
appear when Alice feels
particularly low, however it is
her choice whether she enter

'/ Murderland or not.

traits:

-has a direct link to Alices
emotions

-not many people know that
he is a similar creature to the
hare

Rabb}

] A paysteriows
G.a, u.;r-. ge M "-f‘"hf‘l
awde wWho alwoys

ol
geerns o Appelr
Tasd ik Yo YO

.f;"l,r.,u W Ao e W G

s Aoty +o
My rgher e A




The Rabhit, though quite unsettling, was very anatomically
weak and | wanted to try and fix that. | first made some
sketches of the face and found that | really like the bulky
and angular look To match that | gave hima bulkier frame
and found something | quite liked Hs agpen nouth and blank
eyes felt like something that would be very unsettling in the
dark | then did some rabhit studies and rushed to get a
sprite done for the deadline, however | will meke sure to create something nmore similar to ny first
variation during production as | much prefer-it.
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The Caterpillar was difficult to design as | never
finalised anything back in 2020 and therefore had no
previous designs or ideas to go off. The only thing |
did know | wanted was for himto be a cokehead to
put a darker and nore adult twist on the dassic
“hookah-smoking caterpillar” concept. To bring this
across | gave him bloodshat eyes | thought about
giving hima nmore detailed and humanoid design but
ended up settling on a very sinple wormfigure as |
felt like it solidified him nore as the parasite of the
big tree. And since he will hatch fromhis cocoon and
Immediately engage in combat there is no need for

him to be able to had In
dialogue. | gave him a snple
skull shaped head since | felt it

gave himan antagonistic look For calouring | naturally made himentirely blue so
that he would still be recognisable. 've designed a smaller version of himto serve
as a phase one of the bass fight so that he can then transforminto his true form
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together to lay out how tall they would be
in relation to each ather.. | used Alice asthe
pant of reference as | felt that for
gameplay purposes it was nost inportant
to make sure that the sizes mede sense
when interacting with the player.




colour grading to try and unify the colour
scheme a hit nore. | also received some
notes that the art style needed unifying,
and so there are some design details | will

tweak during production
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LuhbrazART ~ LUKE THE SKELETON - CHARACTER SHEET
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| looked at a lot of exanples of character sheets on Pinterest to get a
better idea of not only what a professional standard looks like but also
to get ideas for an interesting and also aesthetically pleasing layout and
design For exanple, | found that a lat of themhad a border; often on the
battomand top of the page, this provides space for both the name of the
character but also various ather professional informmation related to the
game. Most sheets also included a tumaround to better provide an exact
look at all the inpartant details of the design. Anather inportant feature
Is adding some head or bust drawings of different expressions for the
character. This helps nat only danfy how different notions should be
drawn but can also showcase some of their personality. Something |
didnt see a lat of but that seemed nonetheless inportant to me was to
include some swatches of the base colours. Lastly, took note toinclude a
shart character description as | plan to create an artbook with these and
want to therefore add context for reader clanty.
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| created a sketch of the general layout |
wanted and was pretty happy with it and so
| continued on to some nore detailed
sketches. Snce this is for a snple 2d
sidescroller | sumised | would not need a
full tumaround but sinply the angles that
would be present during general gameplay.
In the original sketch | had also included a
spat for a character prop and 2 altemate
outfits but | ultimately renoved these and
dd some rearranging later on since |
deemed them unnecessary. | made the
background very dark as | felt that that
metched the tone of the game and gave it
omate detailing that fits the Mctorian
setting.

- - -



> A twisted girl who struggles to fit
g I [ [ E into her own world, but found
unexpected solace in the strange
place of Wonderland. She
often comes across as almost
emotionless and consistently

battles both her murderous
and borderline suicidal tendencies.

, artbook Lastly | made sure to use the
@ catected colous from ny colour sheet
rather than the ones present on the
reference | used in my sketch and added a
= &
2O R
. e

small watermark
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| noved on to the Mad Hatter where | had

A strange creature who creates and T -
‘[,,_,..,_‘/.‘\ [ & N :f/\ o~ 4-4- N4 inhahitsbhats of all kind, When this I”tlally reall%d tlﬂﬁt I Md rTBke aure to
:‘/ ) | ‘, (1 :L ;/_17, (1L ‘Li ) § started nobody knows but it is said mjl_ﬂ au tm dﬁr’ajers mths m-dm

ot e s to the lined background, this is where | then
argebulbouseyes et himsee backtracked and adjusted Alice's scale. The
e Mad Hitter is the tallest of all the
hov far e can tretch or how ight characters as he can sretch essentially
i et endlessly fromhis hat which | wanted to be
represented in his idle form as such he took
up much nore space on the sheet and | had
to adjust the layout a hit. | therefore could
only fit 2 expressions on the side, however |
think this will do fine as he generally will
hold a constant smile and will only change
expression when angry.




A strange creature who creates and
inhabits hats of all kind, When this
started nobody knows but it is said
he went mad inside his own
creations and hasn’t left since, His
large bulbous eyes let him see
surprisingly well in the dark and it
would be best not to underestimate
how far he can stretch or how tight
he can fit.
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A silent and stoic servant who acts as
servant and bodyguard to the Mad
Hatter. He has a surprisingly effective
ability to blend into the Background
and harbours a demonic secret that
only reveals itself in dire
circumstances. His demonic form sees
his limbs transform into slender
tentacles that will grab you viciously if

you are not quick enough to react.

expremons (dher than a mallaous g1n) as
she will be solely an antagonist in the game,




A cruel and merciless leader with all of

h Wonderland under her wicked thumb. She
B I,[ B B n viciously despises anyone who dares to
challenge her cruelty and has a fondness for
punishing these miscreants with a

decapitation. She also has an unhealthy

‘ obsession with beauty and will not tolerate

Y) anyone who tries to insult her seductive

look. Some have said her bloodlust is what
gave Wonderland its nickname.
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A silent and stoic servant who acts as
servant and bodyguard to the Mad
Hatter. He has a surprisingly effective
ability to blend into the Background

and harbours a demonic secret that
only reveals itself in dire
circumstances. His demonic form sees
his limbs transform into slender
tentacles that will grab you viciously if
you are not quick enough to react.

be covered by the front view Once again |
could fit 4 expressions.



A strange and mystical creature who
seems to have died a long time ago
but has the mysterious ability to
appear to Alice in a much more
appealing form. He says he is her
guide, however it is not quite known
what his true intentions are. He seems
to be able to see into your mind and
enjoys scaring people with what is left
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The Hire needed some particular last

A strange creature who creates and . .
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e can it . .

his character as a Butler. As such | instead

decided to give himlarger feet and a fluffy
tail, both features very conmonly
associated with rabbits. This helped a great
deal and was definitely helped make his
character dearer. | also gnplified the
details on his denon fom as it felt too
detailed in conpanison to the rest o the
characters Overall | think this helped
strengthen his design. Once again | culd fit 4
expressions on this sheet.




A silent and stoic servant who acts as
servant and bodyguard to the Mad
Hatter. He has a surprisingly effective
ability to blend into the Background
and harbours a demonic secret that
only reveals itself in dire
circumstances. His demonic form sees
his limbs transform into slender
tentacles that will grab you viciously if
you are not quick enough to react.
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A silent and stoic servant who acts as
servant and bodyguard to the Mad
Hatter. He has a surprisingly effective
ability to blend into the Background
and harbours a demonic secret that
only reveals itself in dire
circumstances. His demonic form sees
his limbs transform into slender
tentacles that will grab you viciously if
you are not quick enough to react.




Often Nicknamed ‘Tweedle-Dick’ he is

the smarter, and also ruder of the
22 2 = 2 2 twins. He likes to hide his brother and

pretend he is one bigger scarier

person. He can be quite cunning
however his arrogance often gets the
better of him. He is openly ashamed of

his brothers stupidity, however
secretly he holds a deep envy for his
size as he is self-conscious of his own.




A silent and stoic servant who acts as
servant and bodyguard to the Mad
Hatter. He has a surprisingly effective
ability to blend into the Background
and harbours a demonic secret that
only reveals itself in dire
circumstances. His demonic form sees
his limbs transform into slender
tentacles that will grab you viciously if

you are not quick enough to react.

their character sheets are part of a set
anyway and it seers  therefore
understandable that this information would
be found on the ather sheet.




Often nicknamed ‘Tweedle-Dumb’ due
to his naive nature, this idiot twin is
blissfully unaware of his brothers
resentment. He does essentially
whatever his brother tells him and is
effectively resitant to insults since he
likely won’t understand them. He can
however prove to be a highly resistant
enemy and weighs the amount of a
large stone boulder.
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A mysterious figure that acts as the
doorway to and from Wonderland. He
will always appear when Alice feels
particulalry low, however it is her
choice whether she enters or not. He
has a direct link to her emotions and
50 he can always feel them, no matter
what. Not many even know of his
existence, the Hare is an exception as
they are similar creatures.

This design inarguably went through the
most changes. \When finished designing the
character | never quite felt conpletely
happy and so whilst sketching this sheet |
revisited some of ny initial design sketches
| found some doodles that | then realised |
much preferred and so | used those when
sketching tumaround instead What | ended
up with was a design | was much happier
with and that better captured what the
character is supposed to be. Lnfortunately |
could only fit 2 expressions however this
character did nat really need nore than
that anyay.



A mysterious figure that acts as the
doorway to and from Wonderland. He
will always appear when Alice feels
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choice whether she enters or not. He
has a direct ink to her emotions and
50 he can always feel them, no matter
what. Not many even know of his
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Caterpillar

A strange parasitic creature that has
infected a great old tree at the center
of Wonderlands forest. He hatches
from his cocoon when first
approached but quickly grows into a
much larger form. He seems to be
addicted to some mysterious white
powder that gives him remarkable
powers. He can suddeny be lightning
fast and burrow through holes.



A strange parasitic creature that has
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powers. He can suddeny be lightning
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Backgrounds




Before | could start on meking the backgrounds, |
needed a general idea of what | wanted to make.
For this | decided to create a mock-up of the map
to experiment with the rough concepts | had of
the areas of the game. This was dbvioudly nothing
final as | would naot consider myself skilled in
level design and | have little experience with it,
however it greatly helped me get a general sense
for what | would want the game to look like and
the rough direction of the narrative. The final
design would likely have nore minor areas and
nmore vast, open level designs.




Since the main goal of this was to create assort
of background guide, | also used this opportunity
to map out the lighting of each area. Generally, |
wanted the gane to be quite dark to acconpany
its macabre visuals and horror narrative, but |
also wanted it to be visually appealing and
pretty in places Using specific spat lighting in
places really helped bring bath of these things
across. This was accordingly marked on the
map.




Lastly, | sketched what the imagined route for
this version of the map would be. This was
strongly based on a script | wrote for this story in
2020, however | naturally updated it based on the
project developments made since then A hig
thing | found myself struggling with in this, was
that | found that this version of the map was very
limted to a linear route, and so | knew that |
wanted to keep working on it to develop it into
something that would wark as an open world
map. However, for now it allowed me to further
develop the backgrounds




Backgrounds
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| used the prelimnary version of the Map to create a sort of visual guide far the environments with photo-bashes.



The original beginning of the story was that Alice found herself
in an eerie, enpty area where she had a short conversation
with the white rabhit After prompting her to look down, she then
suddenly natices herself falling down a seermingly endless hale.
Although | liked this concept, | wanted to push the harror feeling
more and so | researched into a few different horror concepts to
find something “scarier”. | decided she would find a dark cellar
door with nathing but a singular lightbulb with a pull switch
visible when opened When pulled, the light would quickly
flicker on and then off to reveal the white rabhit lurking on the
stairs Alice would curiously attenpt to approach the rabhit, but
find that the stairs suddenly end, and she finds herself falling
down a dark hole. Although the “scary dark cellar door” concept
Is quite conmon, it is familiarly hormifying and can be incredibly
unsettling when done right. | also much prefer that in this
version Alice mekes the decision to enter wonderland rather
than just happening to fall into it, as | find this better
synmbolises her degperation for a different life when entering
her mind



Originally, Alice landed in the sterile room after her fall, however | wanted the
narrative to dlightly follow Lewis Carrals Alice in Wonderland story a bit closer. In
that story Alice enters the actual wonderland environment through a small door, but
| wanted to keep the part where the pation she finds is a pation that knocks her out,
and so | decided instead she would enter the sterile roomthrough the door. Naturally
| then needed to think of a new area she could land in instead and the idea of a cave
came tomind Not only did this seemlike a more natural place for the “endless’ hale
to lead to, but it also logistically made nmore sense for the battom of the hale to be
illuminated by the mushroons rather than there sinply being a harsh nonsensical
transition from dark to suddenly light. It also provided much more clear imagery of
how she had fallen into a strange land with unnaturally coloured plants, whereas
before it wouldn't necessarily seemunplausible for a hole to sinply lead to a room |
also liked the harsh contrast of the door leading from an overgrown cave to a
perfectly sterile room as this greatly showed how unpredictable wonderland is
supposed to be. Lastly, it is also just very visually pleasing and a perfect way for me
to introduce the nmushroom natif which | want to be an inportant part of the game.
At the battom of the cave, | wanted there to be a grass circle to show that it is an
intended landing place and also convey a sense of welcoming and meke the player
feel like wonderland was expecting Alice to come. It also made more sense in nry
mind for the cave floor to nat just be stone if it has the capahbility to grow
nushroons. Aside fromthat, mushroons and grass circles are also very conmonly

denicted together.



After entering through the dooar;, Alice enters the sterile room This
roomin the original story was sinply an all-white enpty space
with nathing but a table, however this seemed a little bland in
hindsight and doesn't meke much sense to a Mctarian time-
period Instead, | wanted it to look like a regular room that had
sinply not been fumished with nore than a table and a stodl. |
also wanted to reintroduce the shrinking imegery that isiconic to
Alice in Wonderland, and so it nmade sense for ne to add the stool
to allow Alice to climb the table. | also imagine this will act as a
perfect tutorial level tofamiliarise the player with the mechanics,
| retained the potion bottle on the Table but realised that it
needed a nore Mctorian design, as the one | had originally
imegined resenbled a scientific beaker. In My reimagining it is
| nat the pation that shrinks Alice, instead it will poison her and
cause her to pass out. So, to retain the shrinking aspect, | made
the door through which she enters disproportionally sell to the
rest of the room This sinply means that when she enters the
room she will find that she is already much too sall for it. This
concept also is reminiscent of the shrinking doars found in the
original Alice in Wonderland stories. Lastly, | also added windows
to the room but to maintain the feeling that she is in an eerie and
enpty place, | made it so that the windows only show conplete
darkness.



After paisoning herself, Alice will pass out and later awaken to find herself
in a dark forest. This forest is where she will meet the Cheshire cat and
where the player will eventually find the first Boss of the game the
Caterpillar. Snce bath characters have a Bue colour schene it made
sense to ne to reflect this in the forest. | wanted it to be unnaturally
coloured anyway and so meking the trees blue was a perfect fit and
conveys Well how dark the forest is supposed to be. My original story was
that she would meet the Cheshire cat inmediately upon awaking, but for
the sake of a game narrative, it makes nore sense to find him later on.
Alice will traverse through the forest tofind a Large tree at the centre of it,
where she Will find the Cheshire cat sitting on a branch. He will guide her
inside and equip the player with the first weapon of the game. Whilst in the
forest Alice will nat be able to see anything but the trees and will feel fully
submerged in darkness with only a few nushrooms and fireflies to light
the way, but halfway through the level inside the large tree, she will have
the option to peek outside. Here, halfway up the trunk, she will be able to
look across the tops of the trees and see the sky. This sky is murky and
grey and will convey that wonderland is a gruesome and dreary place. | am
considering also making this stage of the game rainy and enpty at first,
but after defeating the caterpillar in the tree, the rain will dissipate, and
life will retumn to the forest. This would be a perfect setup to nat introduce
enemies in the farest until after the player has acquired a weapon to fight
them



Inside the tree trunk, everything should look wooden and natural.
It is a purely level driven area and needs to only consist of
platforms and enemies. The wood will have a blue hue to reflect
bath the exterior of the tree, but also the blue light emitting from
the cocoon. The only light source in the tree is the cocoon and so
the battom of the level will be very dark and becore
progressively lighter. This will help the player feel like they are
making progress and give thema sense of how much further they
must go befare reaching the tap. It will also provoke curicsity in
them as they will wonder what is emitting this light. Platforms
Will look like a combination of wood eaten into shape by bugs and
branches that have sprouted in the enty space inside. At the top
by the cocoon the platforrrs will foma larger platformthat will
create a good base for the boss fight to take place. After killing
the caterpillar, the parasitesin the tree will die




As Alice leaves the forest, the trees will dissipate, and she will
find herself at a wide and enpty meadow: The grass beneath her
looks yellowed and dead and the sky above is still as murky and
grey as befare. As she approaches the centre of the meadow; she
will find a banquet table that looks as if it's hosting a tea part.
This is where she will meet the nmad hatter and his
server/bodyguard Hare. This part of the story | want to play out
fairly smilarly to my ariginal idea, however | don't want the Hare
and the Hatter to be dead by the end of their battle as | think
they would be nore interesting as revisitable NPCs in an open
world game. | also think they could possibly act well as a shop
where you are able to buy new weapons and abilities. The
banquet table is laid with what appear to be delicious treats but
upon closer inspection reveal themeelves to be human body
- parts. The tea is blood-red and contains a human eyeball, the
- cake has finger candles and the display tray has skewered
- tongues. The seats will be enmty to hint at the idea that the
guests have become the food This part of the game will have a
nmore red-tinted colour scheme to nat only contrast the blues of
the previous area, but also to convey how bloody and nacabre
this part of the gane is supposed to be. When fighting the Hare,
the area will fade away and she will find herself in conplete
blackness.



which is why | opted to use the photo bash | had already made as reference. It
Will be dark and overgrown with luminescent mushroons. In the sketch | made
for it | depicted it as a long tunnel but this is sinply because | did not focus on
designing an actual level for it. Afinal version of it would be similar to the cave
systers in Hollow Knight where they are more in-depth and deep with puzzles
and mini-bosses to guide the way. At the end of the cave you would meet
Tweedle-Dee and Tweedle-Dumas the third boss of the gane.



- After exiting the cave you reach the semi-final area of the

F‘% - P‘r game, a vast dry and deserted area in an endless stom

e populated only by a large maze and a dark and foreboding
castle. The maze is anather platforming level before you
reach the final stage which is the castle. The castle looks
strange and unnatural but that is because it mimics the shape
of a human heart. Inside is one last platfarming level before
you reach the final boss which is the Red Queen.




Backgrounds




In order to get this project done in a timely
fashion, | knew | needed to limt nyself to
only finishing one of my Backgrounds. The
Tea Party area seemed like a natural choice
as it not only was always nry favourite and
strongest background design, but also is a
setting where ny favouite character
design is placed Therefore | knewthis area
would ideally lend itself to my subsequent
game mock-ups, to show off my best assets
| stuck fairly closely to the photo bash |
made though | did redesign the chairs to
more closely resenble what | was gaing for.
| then anmlified everything a bit to better
lend itself to what | was gaing for nore.




Originally | had intended the backgrounds to
be very nonatone and very sinplified
however when conpiling ny photo bashes |
realised that | really wanted to push the
murky discdouring of her surroundings
which | wouldnt be able to do with my initial
idea. | still wanted the background to
strongly contrast the style of the character
gprites however and so | opted for a
somewhat sinple painterly style.






The first vanation of the dialogue bar was sinply something | was experimenting with but | realised very quickly that it was too detailed meking it feel
cluttered and messy. | created another version and instantly preferred it. This time | referenced some actual omate detailing and kept it to a mininum
which felt much more classy. | also much preferred the silver over the gold as | feel like it has a darker feel to it than the gald and fits the primary
colour schene of the game better.
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Next | sketched out an idea far the health bar. | wanted it to be a long slimbattle as battles are suppased to be a general consumable itemin the
ganme and it therefore made a lat of sense to me. The hattle alone seemed a bit enpty though and so | thought to put a vine around it. | then added
soe roses on those as | felt they both signified life quite well and it would then make sense for the vine and rases to start to wither as the bar ran
out. | was inspired by omate health bars like the ones found in American McGee's Alice and Vanmire the Masquerade Boodlines.
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The last U item| created was a weapon indicator to fill out my game nock-ups. | was inspired by the way that this is done in American McGee's
Alice however | also tried to make it match the Health Bar. Since ny png of Alice is halding a knife | used this as the placehadlder weapon for this
design of it. In an actual game this would be interchangeable.



Game Mock-ups




Y

' @ “Weird, it feels spongy and strange underfoot. What
> N happens if we try S and SPACE at the same time?”
Fu

Once | had some preliminary assets prepared | realised | could
work one soe rough game mock-ups. Arst up was a rough draft
of the general gameplay U. | ama hig fan of the way it looks in
Alice: Madhess refuns but | want nmy gane to have a central
dialogue bar with full body character portraits that grey out when
not speaking during character interaction scenes as this is nore
suted for a 2Dgame.




The result | ended up with gave me
confidence in the vision | am gaing
for, however | am hoping that | will
be able to add a weapons tab and a
reward system counter in a nore
final version of the mock-ups




The dialogue scene nock-up also
perfectly captured the idea | had for
it and wills serve as a great base for
the more final mock-ups

| Lorem ipsum dolor sit amet, consectetur adipiscing elit,
sed do eiusmod tempor incididunt ut labore et dolore




Game Mock-ups




| tried to recreate the draft game mock-ups
| created but this time nmade sure to be
accurate to the canon gzing of the
characters. This resulted in Alice being very
gmall on the screen which initially
concermed me, however | realised | actually
like this feature, as she is supposed to be a
amall child and | feel that playing as a sall
character will better capture this. This first
mock-Uup is a representation of what it
would look like when traveraing the areas
and approaching ather characters



The second nockup is a representation of
what speaking to characters would look
like. | included a random sanmle dialogue

and made sure that the dialogue U stands
out.
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