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Summary
Our project was called “Battle of the 
Elements”. This project is a 3D fighting game 
with the sole purpose of two players playing 
against each other competitively. The main 
purpose of this game is to offer a unique 
experience other fighting games rarely 
accomplish nowadays. Fighting games in the 
past had a very difficult barrier to entry as the 
learning curve for most fighting games is high 
to very high. However, those same fighting 
games of the past did not do well on tutoring 
the player on the mechanics and controls. 
Fighting games in the recent years start to 
incorporate tutorials for each character to fix 
the issue, but another issue arises. The issue 
newer fighting games face is they incorporate 
a mechanic that allows new players to beat 
more experienced ones with less effort. The 
goal of our game is to reduce the barrier to 
entry by teaching players the mechanics and 
controls, while keeping them simple. With 
this, we also keep the skill curve of the older 
fighting games.

Description
We want players to be impressed by our 

fighting game. We are making a fighting game 

that not only shows two characters on the 

screen, but the environment, sounds, VFX, 

etc. We wanted to show developers what we 

are capable of right now and see if our fight 

game shows more similarity then the fight 

games that exist right now. We are focusing 

on designing our game in 3D models and 

making two players compete. We are 

expecting to make this in the 3D world and 

make it basic and detailed.

Methods
• GitHub

• Unity

• Trello

• Blender

Results
Two players will have fun as they are fighting each 

other in the game, and we expect players not only to 

be impressed by the gameplay/function, along with 

the sounds, characters, and the environment.

Conclusion
We expect players to enjoy what the game has to 
offer, and to give any criticism on where our game 
can improve as a fighting game, whether it is 
gameplay mechanics, or character playstyles . This 
project give my group experience that can be used 
for  gaming studios. 
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Deliverables
1. Unity 3D World: Environmental 3D Model

2. Blender FBX models

Required Resources

Chart

Budget
The Process
I primary focus on the character designing and coding. I 
will take first draw the character out by hand, then with 
some improvements and feedback from my group, I will 
take the character modeling to Blender. There, I will 
create dynamic animations unique to the character that 
will bring them their individual personality. There will 
four characters and each the characters will represent an 
element such as fire, water, thunder, earth, etc. Once 
the characters are finished, I will import them to Unity 
and my group together will create the code for the 
mechanics, hitboxes, etc.

Example


