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Animating a Complex 2D Fighting Game
3 Frames ata Time

Shawn Alexander Allen
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Twitter: @ShawnDoubleA, @beatdown city, @NuChallenger
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About 500 Frames Per Character
at Quadruple the Rese!ticfee.

L

Breathtaking Quall it

Put all the above steps together, and the entire creation process for a single

character takes an estimated year and four months to complete, a mind-boggling
journey from start to finish.

The development team took on this grueling process nevertheless, hand-drawing
400 to 600 pixel frames for each character -- and what's more, the characters were
drawn in painstaking detail at four times the resolution used in previous KOF games.
According to the art staff, the process involved five times more work than traditional
animation. Compare KOF Xll's pixel art to previous KOF games, and the difference in
detail is obvious at a glance.
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Who Am I? Shawn Alexander Allen

 BFA in Computer Art

 In games for >13 years

« Started animating in Flash/Gifs
»  Worked on these at [G3
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Overview

1. Genre Definitions
Gameplay Goals

Goals Vs. Animation
Animation Process
Implementation

The Sauce

/. Benefits/Pitfalls the process
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1. Genre Definitions:

What do we mean by
“Complex Fighting Game”
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Complex Fighting Games

=4 INSERT CO

R [ [ ' @Iﬂ#:l: POWER LU HEH! 2T Gl
0 : A

I 4 § ‘
: — — a‘ [ i
= i it = :
L S s I8
I | 1:
2t BE { ! i
: s [l > '
'l'. b / ’_ EI :
: Tat ekl WL/ T ¥ NS S S T
T (=)
.......................... \WORLDIWRESTIINGIEEDERATION
- - : - ‘  — - 'l
™ = [ L : -~ ‘ r -‘;&& _'J-:L.' \—J—F - | r




Complex Fighting Games

CHARLOTTE FLAIR '
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“Dirty, Realistic” Fighting Games
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How does
Treachery in Beatdown City fit in?

.......




2. Game Design Goals:

“I wanna be the very best
Like no one ever was.”
-anonymous
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Game Design Goals

a) Reduce the feeling of repetition in
combat

b) Combat the FEELS GOOD and
IMPACTFUL

c) Create a large and compelling
possibility space for combat
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a) Reduce the repetition

e Real

e Perceived
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Player Uniqueness




Enemy Uniqueness

EBraulers Sneaky Support
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At this stage, combat is still a ways
out.
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3. Goals Vs. Animation:
Why 3 Frames?
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Limitations

(3 Player characters x >20 moves) +

(>33 Enemy characters x 3 moves)

Divided by 7 artist
= 27277




Preference & Goals

Double Dragon - Mode A - Billy

Source: spriters-resource.com
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Preference & Goals




The Evolution(?) of FG Animation




Impact over Quantity




Bounce

Source: fightersgeneration.com




Bounce

Source: https.//probertson.tumblr.com/
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Which 3 Frames?

Source: Can only find a reblog site




Animation Process:

PART Il
CHAPTER 15

Fighting an opponent. who stands in the opposite stance,
as in photo 1, is not different from someone whose feet are in
the same position as yours. It is probably easier to jam his lead
is aligned with your lead foot. In photo 2, when

Reference

« Books
 Websites
 Videos
 Video Games

leg because it
the opponent lunges, Lee meets the attack directly. Even if the
opponent has a head start, Lee’s quick reaction stops the attack
from materializing, as in photo 3.

Against an opponent in close-range, as in photo A, and who
stands in the opposite position, Lee evades a left lead punch and
simultaneously delivers a kick to the lead knee, as in photo B.
This is a fairly safe countering move because the leg has a longer
reach than the hand.
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Book Reference
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Video Reference
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Game Reference

* Fighters Generation

» https.//www.justnopoint.com/zweifuss/
» Jekken Command List videos

* Fire Pro Wrestling Edit mode




Converting Reference
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S. Implementation:
a) Merging Art with Design
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Implementating Frames
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3. Implementation:
b) Selling the Drama or

The first step to making
IMPACTFUL COMBAT




Intentional & Varied Hurt Frames
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5. Implementation:
Grappling with Frames
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Grapplmg with Frames
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Grapple Breakdown
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Grapple Breakdown
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Grapple Breakdown




Grapple Breakdown
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Grapple Breakdown
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Grapple Breakdown

—d P2- 110732 -HI E - . 1 OGEE- _HT _'F..'"C‘T!"C!"C‘.'-"f = =1 - T a2 E - —'!-!':'C‘T!"C!"C‘.'—"f Barcc=

@n:_: | @u:_:

N o o e 3 S b o e oy o




Grapple Breakdown
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Grapple Breakdown
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6. The Sauce:
Short Animations + Frame

Holds + Camera & Other
Trickery =
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Impactful Combat
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More Fighting
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/. Conclusions:
Benefits & Pitfalls
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Benefit:
Satisfied Design Goals
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Benefit:
People appreciate it!
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Benefit:
I’'m proud that we were able to

do this.
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Pitfall:

It Takes a lot of Time

&
It May Not Be Noticed
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Pitfall:
Players still fell into
repetitive play
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Pitfall:
Hard time
differentiating moves
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Thank You

4 Shawn Alexander Allen
| Founder at NuChallenger
Twitter: @ShawnDoubleA, @beatdown city, @NuChallenger
Email: shawn@nuchallenger.com
beatdowncity.com

* . GAM= DEVY=LOPERS CONrER=NCE | July 19-23, 2021 L . . ‘




	Animating a Complex 2D Fighting Game �3 Frames at a Time��Shawn Alexander Allen�Founder, Game Designer, Artist, Writer at NuChallenger�Twitter: @ShawnDoubleA, @beatdown_city, @NuChallenger�Email: shawn@nuchallenger.com
	Slide Number 2
	Slide Number 3
	Slide Number 4
	Slide Number 5
	Insert Updated Trailer for Treachery in Beatdown City
	Slide Number 7
	Slide Number 8
	Slide Number 9
	Slide Number 10
	Slide Number 11
	Slide Number 12
	Slide Number 13
	Slide Number 14
	Slide Number 15
	Slide Number 16
	Slide Number 17
	Slide Number 18
	Slide Number 19
	Slide Number 20
	Slide Number 21
	Slide Number 22
	Slide Number 23
	Slide Number 24
	Slide Number 25
	Slide Number 26
	Slide Number 27
	Slide Number 28
	Slide Number 29
	Slide Number 30
	Slide Number 31
	Slide Number 32
	Slide Number 33
	Slide Number 34
	Slide Number 35
	Slide Number 36
	Slide Number 37
	Slide Number 38
	Slide Number 39
	Slide Number 40
	Slide Number 41
	Slide Number 42
	Slide Number 43
	Slide Number 44
	Slide Number 45
	Slide Number 46
	Slide Number 47
	Slide Number 48
	Slide Number 49
	Slide Number 50
	Slide Number 51
	Slide Number 52
	Slide Number 53
	Slide Number 54
	Slide Number 55
	Slide Number 56
	Thank You��Shawn Alexander Allen�Founder at NuChallenger�Twitter: @ShawnDoubleA, @beatdown_city, @NuChallenger�Email: shawn@nuchallenger.com�beatdowncity.com

