
Game idea 
Help your dog become a truehunter by shooting a ducks and rabbits. Do not waste your 

ammo shooting discs (non-animals ware hunt while creating and playing this game).

Game inspiration 
I wanna make sequel of old game Duck Hunt with implementing my own ideas.

While designing I was inspired with Pinterest images but also one of my favourite artist:

I was sure style need to be similar to one used in old game Duck Hunt, but I wanna make it 
fresh with “3d” stylised shadows.

Marcin Grygo
https://grygomarcin.one/kea/basicanimations/Wildhunt/

https://www.instagram.com/s_harrington/

https://www.youtube.com/watch?v=x-daxzVxrQI&t=81&ab_channel=ToadSpeedgaming

https://www.youtube.com/watch?v=sG9vUFnb510&ab_channel=GGG
GAME PAPER PROTOTYPE





GAME SKETCHES



Start the Game

After 30 seconds...

Shoot the duck

Shoot Rabbit Ears
Shoot disk

Loose 1 heart...

minus 1 ammo

Gain +1 point

You was luckily shoot...

INSTANT DEATH

No more ammunitionStill have ammunition

no more hearts

Minus 1 ammo

still have hearts

You have more than 5... You have less than 6 points
You have 10 points

GAME OVER...

You made your dog...

Shoot dog

YOU LOOSEYOU WON

YOU LOOSE

Updated Activity 
Diagram 

 First Activity 
Diagram 

Open browser with...

Start playing

Read instructions

You suck

close the window because...

After 2 minutes...

Shoot the duck

Shoot Rabbit Ears

Shoot disk or missclick

Loose 1 heart...

minus 1 ammo

Gain +1 point

You accidentally shoot... You was luckily shoot...

You lose

INSTANT DEATH

No more ammunitionStill have ammunition

no more hearts

Minus 1 ammo

still have hearts

You won

You have more than 3...

You lose

You have less than 3...

GAME OVER...

You have 5 points

You made your dog...



FEEDBACK THAT HELPED ME DEVELOP THE GAME 
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Start Screen

Show start screen
Blur Backgeound

Button Start
Button Instruction

Start game 

Show Objects
Play animations
delete BG blur
Show stats

Button Options
Button Sound

User click Play

Instructions Screen

Show instructiion screen
Blur Backgeound

Button play
Button Sound

User click Play

User click Instructions

Shoot Duck

Minus 1 ammo
Add 1 point
check Ammo
check Points

Button Options
Button Sound

Shoot Rabbit

Minus 1 ammo
Add 1 point
check Ammo
check Points

Button Options
Button Sound

Shoot Dog

Minus 1 ammo
check Points
Game Over (points = -1)

Button Options
Button Sound

Shoot Disc

Minus 1 ammo
Minus 1 heart
check lives & Ammo

Button Options
Button Sound

TIME START

Start timer animation
Js time code

TIME END

Check Points 

After 30 seconds

Game End

Check Points
Blur backroiund
Hide option button
Hide objects
Hide stats

TRUE

FALSE

IF the HEARTS = 0 or AMMO = 0...

You shoot the Dog

Show the end SCREEN

Button Play
Button Instruction

You won!

Show the end SCREEN

Button Play
Button Instruction

Join Elite team...

Show the end SCREEN

Button Play
Button Instruction

You lose

Show the end SCREEN

Button Play
Button Instruction

When points = 10
When points >6 & <10

When dog was shooted...

When points < 6

Click Duck

Click Rabbit Click Dog

Click Disc

Reset Ocject position

Animation interation (wh
-en animation finished)

Reset position and anim
(when object shooted)

If Duck/Disc -> add flying
image)

Every new game restart Ocjects 

State Machine 
Diagram













BACKGROUND LAYERS

Long sky background 
used with css anima-
tion that is changing 
position when the 
game starts from 
bottom to the top 
(creating sun down 
mood)



Final Game Screenshots



The first issue I ran into while developing the game was implementing the shot the duck function. 
The function will first add one point, then add a falling animation while changing the image of the 
falling duck. It was difficult to connect this function to the next function, that will restart the posi-
tion with a different image for the normal flying duck.

The most difficult part was creating an option screen (to stop the game and set a timer) while the 
game was running. I created my own time function after encountering some issues with Keld's 
function. It wasn't difficult to pause the object animations. To stop the timer I needed to use inter-
net-based  code found on the internet. It was difficult to comprehend, but I eventually changed it 
for my own purposes). Finally, I finished my working a stop function, but the game can only be 
stopped once (the second open of the options while playing wont stop the timer)

DIFFICULTIES ENCOUNTERED WHILE DEVELOPING THE GAME



FUTURE DEVELOPMENT

Flying duck animation

Create more realistic sounds
Hiding rabbit / dog in the grass

Changing cursor      after 
a missed shot

After first miss After second miss After third miss

1.

2.

3.

4.

5.

6.

Playing options:
EAZY PEAZY HARDY PARDY

Slower ducks

more time to play

without changing the aim 
cursor

Faster ducks

changing the aim cursor after 
miss shot

more levels after win

The player would see only ears in the grass and can 
shoot it

(dog’s and rabbit’s ears are the same)

So there is a possibility player would shoot the dog 
and lose a game or shoot the rabbit and get a point
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