
 Bubbleform 
 

 

Basic Information 
 

 

Engine/Programming Language: 
 

MonoGame, C#, primarily because it’s familiar and won’t require learning a new tool. It’s also very 

good for designing 2D platformers on the PC. 

 

Project Length: 

 

8 weeks 

 

Game Summary: 
 

You are a bubble-person, filled with air. Some platforms are also bubbles. When you land on a bubble 

platform, you are able to transfer air between yourself and the platform. If you absorb air from a 

platform, the platform will shrink and you will grow. Push air into the platform, and you will shrink 

while it grows. Be careful, though! Removing all the air from a bubble will cause it to disappear, and 

too much air can make it to pop! 

 

Gameplay: 
 

Bubbleform is a platformer with two general categories of platforms: non-bubble platforms and bubble 

platforms. You play as a bubble person who can transfer air between himself and other bubble objects. 

Non-bubble platforms are solid and unchangeable by the player. When touching a bubble platform, the 

player is free to transfer air between himself and that platform. Pushing air out of the player into the 

platform will cause the platform to grow while the player shrinks. Sucking air from the platform into 

the player will cause the platform to shrink while the player grows. 

 

In each level, the player is trying to collect the golden coin. The coin will be somewhere in the level, 

inside a bubble. The player must pop that bubble and the coin will fall, at which point the player may 

pick it up to move on to the next level. 

 

Bubbles (both the player and bubble platforms) can pop in a number of ways. If the player pops, he 

must restart the level. If a platform pops, it disappears and cannot be remade (unless the level is reset). 

The following things can pop a bubble:  

- Too much air 

- Too little air (Less of a “pop” per-say and more of a simple disappearance, but same effect) 

- Hitting a spike  

 

Original Concept: 
 

Platformer where the player gets to resize platforms. 

 



Team Organization: 
 

2-3 Programmers 

2-3 Designers 

1 Artist 

1 Composer/Sound Designer 



Game Design 
 

 Game Interface Sections: 

 

- Main Menu (Buttons for Start, Controls, and Credits) 

o Start 

 Level Scene (10-15 levels) 

 The main area of the game – where the levels are played. 

 “You Win” Scene 

 Appears once the player completes the final level. Has a button to return 

to title screen. 

o Controls 

 View and Change Controls 

 Rebind buttons for movement and transferring air 

o Credits 

 List of credits 

 

 Players:  

 

Single Player vs Game 

 

 Objectives: 

 

Reach and collect the golden coin. 

 

 Procedures: 

 

W / Spacebar - Jump 

A  - Move Left 

D  - Move Right 

E  - Transfer air from you to platform 

Q  - Transfer air from platform to you 

 

 Rules: 

 

- Standard platformer jump/gravity rules. 

- If player is standing on bubble platform, he may transfer air between himself and that platform. 

- If a bubble has too much air, it will pop. 

- If a bubble has too little air, it will disappear. 

- If a bubble hits a spike, it will pop. 

- If the player pops, he must restart the level. 

- If a platform pops, it will disappear until the level is reset. 

- If the player pops the bubble containing the golden coin, the coin will fall and the player may 

collect it to complete the level. 

 

 Resources: 

 

Air – The player must manage transferring air to and from himself and other platforms to try 



and progress through each level. If, at any point, the player is holding too little or too much air, 

he/she will pop and must restart the level. 

 

 Win Conditions/Outcomes: 
 

- Win condition: collect the golden coin. This will progress the player to the next level, or if on 

the final level, the “You Win” scene. 

- Lose condition: The player pops (by hitting spike, having too little air, or having too much air). 

Must restart the level. 

 

 Game Mechanics: 

 

- Air Transfer Mechanic 

o If the player is colliding with a bubble platform, the ability to transfer air becomes 

available. 

o The player can send air from himself to the platform. 

 This will grow the platform and shrink the player. 

 If the player shrinks too much, he will disappear and have to restart the level. 

 If the platform grows too much, it will pop and disappear. All air inside that 

platform will be lost. 

o The player can send air from the platform to himself. 

 The platform will shrink, the player will grow. 

 If the player grows too much, he will pop and have to restart the level. 

 If the platform shrinks too much, it will disappear. 

o If a platform (or the player) collides with a spike, it will pop. 

 

 

 Extension: 

 

- More levels 

- Bubble platforms that only grow horizontally or vertically 

- More objects, like spike-shooters bubble blowers (which create bubble platforms), and fans 

(which create air streams to push/pull bubbles around). 

- Different “types” of air that have different effects when absorbed (i.e. makes bubble 

lighter/heavier, etc) 

 

 

 



Game Asset Requirements 
 

 Programming: 

 

We will be using MonoGame to develop this game. 

 

We will need to program basic platformer functions like movement, jumping, collision 

detection, etc. We will also need to program the air-transfer mechanic, which will require an air-

contained field for each bubble-type object. The size of that object will scale based on that air-

contained field. Each object should also have a minimum and maximum air value – this could 

be set manually or calculated programmatically based on the initial size of the object. 

 

We will need some way to create levels. We could use a tool, like Tiled, or we could program 

our own level creation method. Using Tiled would require learning how to use and implement 

the tool. Making our own would, of course, require some extra programming. The level 

designers and programmers will have to discuss this and come to a consensus. 

 

 Visual content: 

 

2D, side-view artwork. We will need assets for the following: 

 

- Player 

- Bubble platform 

- Non-bubble platform 

- Golden Coin 

- Static Spikes (spikes just sitting in the world) 

- Spike Shooters & Bullet-like Spikes 

- Background level artwork (relatively simple) 

- Title Screen Art (Menu buttons, title, background) 

- “You Win” Screen 

 

 Audio content: 

 

Most audio will have a fun, light/airy feel. We will need audio assets for the following: 

 

- Background Music 

- Air-Transfer 

- Bubble pop 

- Golden Coin Obtained 

 

 Game Units: 

 

The game will have somewhere around 10-15 levels. In order to produce them, we can use Tiled 

or create our own tool. Using Tiled will require learning the new tool, but will save a lot oftime 

for the programmers. If we create our own tool, it will be more customizable, and can fit better 

within the context of our game. It will, however, consume a lot of programmer resources. Tiled 

is probably the best choice, but the decision is one for designers and programmers to discuss 

and decide upon at the beginning of development. 



Some Basic Gameplay Concepts: 

 

 

 

  

 

 

 

 

 

 


