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Overview and Thesis 
 
Marbelous is best described as a third-person collect-a-thon marble platformer. The           
player will explore various open areas, discovering obstacles and secrets along the            
way. An area is ‘complete’ when they find all the collectibles, similar to how ​Spyro               
games handle area completion. 
 
“Collect-a-thon marble platformer” is a lot of ideas mashed into one, so let’s start by               
saying that ​Marbelous ​is about two basic concepts. ​First and foremost, ​Marbelous ​is             
about exploring large, open environments composed of challenging and fun          
obstacles and secrets​. Secondly, the player should enjoy finding and discovering           
collectibles. Let me reiterate: 
 
First and foremost, ​Marbelous ​is about exploring large, open         
environments composed of challenging and fun obstacles and        
secrets. 
 
Sure, collectibles are fun. Unlockables are fun. Going the speed of sound might be              
pretty fun, too. But the above statement is the backbone of the game’s design going               
forward. Everything the player does must relate to this “thesis”, with everything else             
aiding or “sitting on top” of this core experience. For example, collectibles placed in an               
area should aid the core experience by encouraging the player to explore and think              
outside the box, or present them with a challenging or fun platforming experience.  
 
Collectibles should ​not​, however, be placed randomly, or be placed in a way that              
distracts the player from the core experience. Collectibles should guide a player,            
challenge the player, or reward them for thinking outside the box. Collectibles shouldn’t             
slow them down, unless a challenge to get a collectible is difficult. Then it becomes the                
player’s responsibility to decide if they want to go out of their way to get this type of                  
collectible. ​Collectibles aid the core experience. ​Collectibles are not the core           
experience. 
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Inspiration from Similar Games 
 
I’m taking inspiration from the ​Marble Blast ​series for its unique marble platforming, but 
modifying the formula quite a bit.  

 
 
Although the ​Marble Blast​ games are generally level-based, ​Marbelous​ “levels” (we’ll 
call these areas) are large, few in number, and non-linear for the most part. Players 
can explore areas in different directions at their own free will, trying to find all of that 
area’s collectibles. This concept is very similar to the ​Spyro ​series. 

  

  

https://www.google.com/imgres?imgurl=https%3A%2F%2Fsteam.cryotank.net%2Fwp-content%2Fgallery%2Fmarbleblastultra%2FMarble-Blast-Ultra-04.png&imgrefurl=https%3A%2F%2Fsteam.cryotank.net%2F%3Fp%3D20314&docid=Pfpyko_cblyv6M&tbnid=qjT52qdN1xAisM%3A&vet=10ahUKEwicjIyntdbmAhXGG80KHbcfA48QMwhqKBIwEg..i&w=460&h=215&safe=off&client=firefox-b-1-d&bih=1006&biw=1858&q=Marble%20blast%20ultra&ved=0ahUKEwicjIyntdbmAhXGG80KHbcfA48QMwhqKBIwEg&iact=mrc&uact=8
https://www.google.com/imgres?imgurl=https%3A%2F%2Fwww.liamjaydesigns.com%2Fwp-content%2Fuploads%2F2012%2F10%2Fspyro-the-dragon-ruby-gems.jpg&imgrefurl=https%3A%2F%2Fwww.liamjaydesigns.com%2F2012%2F10%2Fhow-to-update-sass-scss%2Fspyro-the-dragon-ruby-gems%2F&docid=cHBb0sERkyV4lM&tbnid=O7E7uuJ1iQZqeM%3A&vet=10ahUKEwjd35u2udbmAhULGs0KHe1HCQ4QMwh1KBwwHA..i&w=630&h=480&safe=off&client=firefox-b-1-d&bih=1006&biw=1858&q=SPyro%20trasure&ved=0ahUKEwjd35u2udbmAhULGs0KHe1HCQ4QMwh1KBwwHA&iact=mrc&uact=8
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Gameplay Elements 
 

Movement Mechanics/Controls 
I want to develop a few simple movement mechanics that can be used in several ways: 

● The player will move their marble around using WASD. 
○ The player can continue to build speed by moving in the same direction             

over time. 
○ The player can move at a reduced speed in the air. 

■ Aerial movement rotates the marble toward the direction they’re trying          
to move, allowing the player to influence the direction the marble will            
move when it lands. In other words, the axis of the marble’s rotation             
is perpendicular to the direction the player is trying to move. 

○ Moving the marble should also feel heavy. We want the player to have             
moments where they feel like they’re being flung about a marble obstacle            
course, slamming into breakable objects with immense force, or just going           
so fast it’s hard to steer. Some added girth to the marble should help with               
this.  

● The player is able to brake, with CTRL. 
○ This will help counteract the momentum of the marble when its weight            

becomes undesirable, such as in certain platforming situations or if the           
player wishes to change direction. 

● Third-person camera controlled with the mouse. The player will be able to zoom             
in and out with the scroll-wheel. 

● Player is able to wall-jump by jumping off of vertical surfaces. 
○ More precisely, the player always will jump in a direction perpendicular to            

the surface they are jumping from, with a ​slight vertical boost no matter             
what surface they are jumping from​. 

○ Further, if they are touching multiple surfaces at once, the jump will be a              
combination of these vectors. 

○ Here’s a rough illustration of how the jump vector would be constructed. Of             
course, these would also apply to a 3D space: 
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Environmental Mechanics 
The environment is as much a tool as it is an obstacle. A change in perspective in 
certain areas of the game may help turn an obstacle into a benefit. As such, many of 
these won’t be considered “hazards” or “helpers”, but rather just environmental 
elements.  

● Bounce Pad 
○ A platforming staple, these will launch you in an obviously specified 

direction. But getting them right when they could face any direction in a 
game all about marble physics takes some consideration. 

■ The player’s current momentum will only be preserved on the axes 
perpendicular to the bounce pad’s launch direction. So if the pad 
launches straight up (y axis) for example, we will only reset the 
player’s y velocity before applying the jump force. 

● This will make sure that the bounce height/distance remain 
consistent no matter how the player hits the bounce pad.  

● Reversal Sphere 
○ These completely invert the player’s velocity vector. 

● Flowing Water 
○ Sort of like a speed-boosting pad from ​Mario-Kart,​ flowing water increases 

the player’s speed while they’re in it. 
■ This simply adds force in an obvious direction, until the player 

reaches a certain velocity in said direction. Then, it won’t add any 
more force until the player’s velocity falls below the threshold. 

● Breakable Wooden Walls 
○ If players can achieve a certain velocity in an obvious direction, they will be 

able to destroy these walls and pass through. 
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Collectibles 
I’m not yet entirely sold on using fruits as collectibles in ​Marbelous​, but for the time 
being they fit the aesthetic of the game. We’ll say these are subject to change.  
 

 

Pineapples 
● Common collectible 
● Found everywhere, aren’t   

usually very challenging 
● When collected, emit a    

common “coin” noise 

 

Watermelons 
● Rare collectible 
● Found in few places,    

generally hidden well or    
hard to get to 

● When collected, emit a    
softer mysterious noise 

 
It is planned at some point that collectibles will grant a sort of spendable currency that 
can be used to unlock marble “skins”. These skins will alter the appearance of the 
marble. This feature may come much later on in development.  
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Level Design and Planned Areas 
 
I found the best way to design these areas was to come up with “level chunks”. Each of 
these chunks is a small section of a level that involves a particular idea or challenge. 
Not every piece of a level will be represented by these chunks. Rather, the chunks are 
to help to guide and expand areas during their development. 
 
Since it’s fastest and easiest to develop these chunks outside of this document on 
notecards, they are not stored here. The following serve as guidelines for those 
designs. 
 

The City 
The City will comprise most of the final game. It’s the largest and most complex, and                
can be thought of as the “open world” of the game. The player will spend most of their                  
time here, and the other planned areas will feel more like “add-ons” to the City. This                
area will be composed of many mechanics, sub-areas, and ideas. I feel as though it will                
need a second design document whenever I get around to developing The City. 
 

The Skatepark 
The starting area of the game, the Skatepark is meant to show the player how the                
marble feels when controlled through easy obstacles. Think anything you might find in             
an exaggerated skatepark: loops, massive half-pipes, and other huge ramps. 
 

The Catacombs 
The first playable demo will consist of this area. The Catacombs are a dark, mystical               
underground area beneath the City. This area will focus on precise platforming and             
many secrets to find. Since this area is compact, there will be ways for players to reuse                 
obstacles in different ways to achieve different things. 
 
09/25/2019 Catacombs demo has been released! Here’s a promo render and a few             
screenshots. 
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Mood Board (Aesthetic Inspiration) 
 
This serves as a bulletin board for images that relate to the target aesthetic feel for the                 
game. Heavy inspiration from both existing Marble platformers and Spyro. 

 

 

 
 
 
 
  

https://www.google.com/imgres?imgurl=https%3A%2F%2Fwww.mobygames.com%2Fimages%2Fshots%2Fl%2F89363-marble-blast-gold-windows-screenshot-difficulties-some-levels.jpg&imgrefurl=https%3A%2F%2Fwww.mobygames.com%2Fgame%2Fwindows%2Fmarble-blast-gold%2Fscreenshots%2FgameShotId%2C89363%2F&docid=8RvcKpf181xImM&tbnid=s8LYqQCtdacfYM%3A&vet=10ahUKEwjdt_DotNbmAhVNbKwKHWsDDMkQMwjPAShfMF8..i&w=800&h=600&safe=off&client=firefox-b-1-d&bih=1006&biw=1858&q=Marble%20blast%20gold&ved=0ahUKEwjdt_DotNbmAhVNbKwKHWsDDMkQMwjPAShfMF8&iact=mrc&uact=8
https://www.google.com/imgres?imgurl=https%3A%2F%2Foyster.ignimgs.com%2Fmediawiki%2Fapis.ign.com%2Fshin-megami-tensei-persona-5%2F5%2F56%2FScreenshot_%2528378%2529.png&imgrefurl=https%3A%2F%2Fwww.ign.com%2Fwikis%2Fpersona-5%2FFutaba%27s_Pyramid&docid=Jw9uN2cMPqIRlM&tbnid=vjOIqJ_x0GF4CM%3A&vet=10ahUKEwiWt6zqyNbmAhXNU80KHV_IALoQMwhQKAIwAg..i&w=1920&h=1080&safe=off&client=firefox-b-1-d&bih=1006&biw=1858&q=p5%20palace%204&ved=0ahUKEwiWt6zqyNbmAhXNU80KHV_IALoQMwhQKAIwAg&iact=mrc&uact=8
https://www.google.com/imgres?imgurl=https%3A%2F%2Foyster.ignimgs.com%2Fmediawiki%2Fapis.ign.com%2Fshin-megami-tensei-persona-5%2F5%2F56%2FScreenshot_%2528378%2529.png&imgrefurl=https%3A%2F%2Fwww.ign.com%2Fwikis%2Fpersona-5%2FFutaba%27s_Pyramid&docid=Jw9uN2cMPqIRlM&tbnid=vjOIqJ_x0GF4CM%3A&vet=10ahUKEwiWt6zqyNbmAhXNU80KHV_IALoQMwhQKAIwAg..i&w=1920&h=1080&safe=off&client=firefox-b-1-d&bih=1006&biw=1858&q=p5%20palace%204&ved=0ahUKEwiWt6zqyNbmAhXNU80KHV_IALoQMwhQKAIwAg&iact=mrc&uact=8
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Tools Used 
This will be updated as more tools/assets are used. 
Engine:​ Unity 2018  
Art: ​Where needed, GIMP 2.10 will be used 
Programming: ​C#, Visual Studio Code 
Asset Store: 

● Unity’s ProBuilder, to build level geometry 
https://assetstore.unity.com/packages/tools/modeling/probuilder-2-x-111418 

● Unity’s Gem Shader 
https://assetstore.unity.com/packages/vfx/shaders/gem-shader-3 

● Prop Garden Studios’ 44 Hand-Painted Stylized Materials 
https://assetstore.unity.com/packages/2d/textures-materials/44-hand-painted-styli
zed-materials-103453 

● Erb Game Art’s Procedural fire 
https://assetstore.unity.com/packages/vfx/particles/fire-explosions/procedural-fire
-141496 

● Staggart Creations’ Stylized Water Shader 
https://assetstore.unity.com/packages/vfx/shaders/stylized-water-shader-71207 

● A Dog’s Life Software’s plank textures 
https://assetstore.unity.com/packages/2d/textures-materials/wood/plank-textures-
pbr-72318 

● Stonewalls Normal Maps 
https://assetstore.unity.com/packages/3d/stonewalls-normal-maps-64841 

● Nature Materials vol. 1 
https://assetstore.unity.com/packages/2d/textures-materials/nature-materials-vol-
1-21113 

● Lumo-Art 3D’s Free Food Pack (Used temporarily for collectibles) 
https://assetstore.unity.com/packages/3d/props/food/free-food-pack-85884 

 
 
 

https://assetstore.unity.com/packages/tools/modeling/probuilder-2-x-111418
https://assetstore.unity.com/packages/vfx/shaders/gem-shader-3
https://assetstore.unity.com/packages/2d/textures-materials/44-hand-painted-stylized-materials-103453
https://assetstore.unity.com/packages/2d/textures-materials/44-hand-painted-stylized-materials-103453
https://assetstore.unity.com/packages/vfx/particles/fire-explosions/procedural-fire-141496
https://assetstore.unity.com/packages/vfx/particles/fire-explosions/procedural-fire-141496
https://assetstore.unity.com/packages/vfx/shaders/stylized-water-shader-71207
https://assetstore.unity.com/packages/2d/textures-materials/wood/plank-textures-pbr-72318
https://assetstore.unity.com/packages/2d/textures-materials/wood/plank-textures-pbr-72318
https://assetstore.unity.com/packages/3d/stonewalls-normal-maps-64841
https://assetstore.unity.com/packages/2d/textures-materials/nature-materials-vol-1-21113
https://assetstore.unity.com/packages/2d/textures-materials/nature-materials-vol-1-21113
https://assetstore.unity.com/packages/3d/props/food/free-food-pack-85884

