
 

 
 

Shadow Walker: The Umbra Project  
TUM - COMPUTER GAMES LABORATORY SUMMER TERM 2018 

Patrick Härtl, Julian Dräger and Jennifer Tipecska 
 
  

 



Table of Contents 
 

 
Game Prototype 3 

1. Design 3 
2. Experience 3 
3. Result/ Conclusion 3 

 
  

Shadow Walker: The Umbra Project Patrick Härtl - Julian Dräger - Jennifer Tipecska  1 



Game Prototype 

1. Design 
Since our game is a single-player puzzle game, our prototype features a simple example 
level to demonstrate the basic interactions between the overworld and the shadow plane. 
We created objects with their corresponding shadows for three different light directions (left, 
right, front). One player controls the character, whose shadow doesn't change, and the light. 
Depending on the light direction, one has to exchange the shadow objects. The player can 
also decide to switch to the shadow plane by removing the overworld objects so that only the 
shadow objects remain. While being in the shadow plane, one cannot change the direction of 
the light. Therefore, the player has to change to the overworld again to modify the shadows. 
In the prototype, our shadow plane is represented as a wall despite it being the floor in our 
game.  We made this design decision since it's easier to present the game idea to an 
audience that way. Additionally, the camera in our game will be transformed while changing 
between planes. In-game the shadow plane will be in 2D and the overworld is displayed in 
2.5D. We tried to show this mechanic with our prototype as well. 
 
The following pictures show a way to solve our modelled prototype level: 

 
The starting positions of the objects and 
shadows with the light shining from the 
front. The player is on the left side. On his 
right are a tree, a wall and a crate  
 
 
 
 
The starting positions of the objects and 
shadows with the light shining from the 
right. 
 
 
 
 
 
 
The starting positions of the objects and 
shadows with the light shining from the 
left. 
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Now the player can change to the shadow 
plane and pass the tree: 
 
 
 
 

The player is stuck again and has to 
change back to the overworld: 
 
 
 
 
 

With positioning the light source to the 
right, he can get on top of the wall:  
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 With changing the light position to the 
left he can now use the shadow to get 
down from the wall and onto the box: 
 
 
 
 

To get down from the box the player has 
to change the light direction again. 
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After changing to the shadow plane, the 
player will appear a bit above the shadow 
and fall down.  
 
 
 
 

The player reached the end of the level. 
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2. Experience  
When playing the game it was fun. Switching between the worlds played a very important 
role in our game. We had to regularly change between both worlds to progress. Therefore 
the game felt very dynamic as we don’t stay in one world for too long. In our prototype level 
finding the solution was not that hard as this will only be one of the introducing levels. We 
can imagine that creating more complex levels leads to more challenging puzzles. 

3. Result/ Conclusion 
 
While creating the prototype, as well as different shadows for our “obstacles” we noticed that 
shadows are not naturally behaving the way we proposed in our pitch. If objects shadows 
are projected onto a background plane, their shadow does not change shape for any 
possible light position. These only occur if an object's shadow is directly projected onto the 
ground. Thus we decided not to use a 2D background where the shadow is projected, but to 
project all shadows to the ground and choose the ground level as our shadow world.  
 
To make sure it is still possible to change attitudes in the physical world, we plan to establish 
a 0-altitude level whenever the player changes in the shadow world, corresponding to that if 
he goes upwards in the shadow world and changes back in the physical world he will be 
transitioned out in the same amount above the ground. 
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