Brandon Smith

Isometric Game – Basic Ideas

All objects’ depth is inversely proportional to their y position.

Isometric movement is: horizontal speed = 2 * vertical speed (across the ground); solely vertical speed/movement for up/down movement.

While “touching” the character, an overlapping building becomes partially transparent. Maybe include this feature for some overlapping objects as well, and especially larger ones.

Will need renders of each building individually, as well as each object individually, and the entire ground plane alone (with no buildings or other objects on it). We will also need two groups of four sets of rendered animation (frames) of the character running and standing. Each of the four sets of animation frames would be a 90-degree y-axis turn variation/difference of the character.

Perhaps include in the game a menu, UI, or HUD to display the current item(s) of trade, game time, and anything else related to the character’s status.

