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Who Am I? Shawn Alexander Allen
• BFA in Computer Art
• In games for >13 years
• Started animating in Flash/Gifs
• Worked on these at



How does Treachery in 
Beatdown City fit in



Insert Updated Trailer for Treachery in 
Beatdown City



1. Genre Definitions
2. Gameplay Goals
3. Goals Vs. Animation 
4. Animation Process
5. Implementation
6. The Sauce
7. Benefits/Pitfalls the process

Overview



What do we mean by
“Complex Fighting Game”

1. Genre Definitions:



Complex Fighting Games



Complex Fighting Games



“Dirty, Realistic” Fighting Games

Quote Source: Retrogamer.net



How does 
Treachery in Beatdown City fit in?



“I wanna be the very best
Like no one ever was.”

-anonymous

2. Game Design Goals:



Game Design Goals

a) Reduce the feeling of repetition in 
combat

b) Combat the FEELS GOOD and 
IMPACTFUL

c) Create a large and compelling
possibility space for combat



a) Reduce the repetition

• Real

• Perceived



Player Uniqueness



Enemy Uniqueness



At this stage, combat is still a ways 
out.



Why 3 Frames?
3. Goals Vs. Animation:



Limitations

(3 Player characters x >20 moves) + 
(>33 Enemy characters x 3 moves)
Divided by 1 artist
= ???



Preference & Goals

Source: spriters-resource.com



Preference & Goals

Source: fightersgeneration.com



The Evolution(?) of FG Animation

Source: fightersgeneration.com



Impact over Quantity

Source: fightersgeneration.com



Bounce

Source: fightersgeneration.com



Bounce

Source: https://probertson.tumblr.com/



Which 3 Frames?

Source: Can only find a reblog site



Animation Process:

Reference
• Books
• Websites
• Videos
• Video Games



Book Reference



Video Reference



Game Reference

• Fighters Generation
• https://www.justnopoint.com/zweifuss/
• Tekken Command List videos
• Fire Pro Wrestling Edit mode



Converting Reference



a) Merging Art with Design
5. Implementation:



Implementating Frames



b) Selling the Drama or
The first step to making
IMPACTFUL COMBAT

5. Implementation:



Intentional & Varied Hurt Frames



Grappling with Frames
5. Implementation:



Grappling with Frames



Grapple Breakdown



Grapple Breakdown



Grapple Breakdown



Grapple Breakdown



Grapple Breakdown



Grapple Breakdown



Grapple Breakdown



Grapple Breakdown



Short Animations + Frame 
Holds + Camera & Other 
Trickery =

6. The Sauce:



Impactful Combat



More Fighting



Benefits & Pitfalls
7. Conclusions:



Satisfied Design Goals
Benefit:



People appreciate it!
Benefit:



I’m proud that we were able to 
do this.

Benefit:



It Takes a lot of Time
&
It May Not Be Noticed

Pitfall:



Players still fell into 
repetitive play

Pitfall:



Hard time 
differentiating moves

Pitfall:



Thank You
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