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How can a 2D platformer game be developed for
interactive projection-mapping?
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TOPIC:

| am making a prototype of a 2D platformer game, projection-mapped on physical 3D space.
The game is focused on player movement, traversal, and exploration.

MOTIVATIONS:
e Because | want to find out how a 2D platformer game can be developed for 3D projection-mapping,
and how the aesthetic relationship between projected light and physical space/objects affect the interactive experience.

e There are no, if not barely any interactive projection mapping works that involves Unity and a 2D platformer game experience.

¢ An extension from my MAGI Studio 1 project, and to develop my technical skills in Unity, and game development.

SIGNIFICANCE:

e In order to help my community of practice understand how 3D projection-mapped space can be used as a canvas for spatial
augmented reality, which expands on how people experience gameplay and physical space.

e To document and share a process of game development within Unity focused on projection-mapping outputs and techniques.
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MOOD BOARD — PROJECTION MAPPING




MOOD BOARD — CROSS SECTIONS & DIORAMAS

3. Cross section of a I
varying by floors.




MOOD BOARD — 2D PLATFORMER
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# Why don't you take care of him x%
whie daddy takes care of you




