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The local village’s witch is always handy to brew up a potion for any occasion, but what happens 
when they can’t cure their own ailment? As their familiar, you’ve made it your mission to help the witch 
cure this mystery sickness by finding the highest quality magical ingredients.

The game I want to create is a fantasy, witch themed narrative driven point and click adventure. 
Players will play as a witch’s familiar, a small mouse, and their goal is to venture out to collect 
ingredients for their witch to make potions for the local village. The player will encounter many magical 
friends and foes while exploring this world in search for useful ingredients, but they are just a small 
mouse with no weapons or defence. They will have to read the environment to navigate alternative 
paths, and decide whether the magical creatures they encounter are actually there to help or not.

As players explore the world, they will need to be conscience of the noise they’re making and the 
environments they walk on as to not disturb the local wildlife. Taking the path along the river and 
splashing in water may invite danger!

Introduce your game concept:
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Moodboard:
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Composition studies:
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Eastward

A B C

Night In The Woods Cult of The Lamb

(Chappell, 2024, own work)
Images A-F taken from personal console screenshots.



Composition studies:
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Stray

D E

F

Limbo

Spiritfarer

Cuphead
(Fontes, 
2022)

G



Concept thumbnails:
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A B C



Concept thumbnails:
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D E



Feedback:
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Feedback received week 2: My visually strongest thumbnails are D and E. A few changes needed include adding a floor 
to D and more detail to assets like the log in the background to make the piece clearer. Change executed below:

Before After



Chosen thumbnail:
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I chose this thumbnail as I thought it would be a good starting point for my first attempt at doing 
this kind of work. It is a simple design with common assets i can reuse throughout multiple 
other scenes.



Alanah Chappell

Asset List:
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Link: 



Feedback:
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Received week 3: I decided to make iterations of my chosen thumbnail to explore more options. After 2, I was getting a 
bit bored of the log flat on the ground so played around with a tree that had a giant root in the similar environment. After 
this, my favourite were the bottom 2 and I learnt that we will be doing another scene later in the class so I can still do 
both.



Asset thumbnails:
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Main character (mouse) and NPC (pixie) UI - inventory icon and sound detection meter



Asset thumbnails:
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Plants and mushrooms Rocks and logs



Feedback:
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I asked for feedback regarding the UI as I want it to be quite simple and the only asset being the inventory 
(backpack) and the sound detection meter. I didn’t want the sound UI asset to look like just a plain bar that 
goes up and down. Anthony suggested a megaphone which reminded me of the pixar film A Bug’s Life 
where Flick makes a telescope out of a leaf and a water droplet so I ran with that inspiration and started 
researching antique hearing devices (antique because they often look fantasy-like): phonograph, 
dictaphone, antique hearing aids, ear trumpets, gramophones etc.



Extra work:
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Iterations

From my visually 
strongest thumbnails, I 
initially wanted to do the 
figure on the left but 
couldn’t think of a 4th 
iteration so went with the 
figure on the right.



Extra work:
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The entire idea for this game came from a very clear image in my head that I have had for a while of the shop (thumbnail 
A). However, the original idea was for a 3D game. I love games that have huge set pieces, whether they are interactable or 
not (example: the world serpent in God of War, as shown on my moodboard) so my original idea was for the player to see 
the world form the perspective of a small creature. The first hurdle I encountered was transforming this idea to 2D, which I 
believe it could work with a mixture of side scroller and isometric depending on the scene.

Research (main character design):

I started sketching out normal common mice but quickly became bored so started looking into different breeds and decided 
to base my main character design off of two different mice: 

- Field mouse. They use their tail and hands to climb and have more rounded bodies
- Long-eared Jerboa. They have an exaggerated fantasy look to them that I love, but I didn’t want the character to

look like a tiny kangaroo.



Extra work:
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Research:
These are the different ideas I played 
around with for the sound detection 
UI based off a conversation with my 
lecturer and the pixar film A Bug’s 
Life.

I ended up combining a gramophone 
and an ear trumpet because I like the 
shape of the phonograph and the 
swirl of the ear trumpet

The vision is to have it glow and 
move from the inner circle to the 
outer the louder the player is.

The final design came from melding 
the 2 ideas together and finding a 
flower that looked like a phonograph.
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