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FlAiL OuT iS a sAnDbOx gAmE pRoJeCt  wHeRe 
yOu tAkE oN tHe rOlE oF a WaCkY WaVy InFlAtAbLe 

ArM FlAiLiNg TuBe MaN! 

ThIs pRoJeCt wAs mAdE aS a sChOoL pRoJeCt bY 5 
sTuDeNtS wItH tHe cHaLlEnGe tO cReAtE a tOy bAsEd oN 
aN uNdEr-uSeD aCtIoN; iN tHiS cAsE: FlAiL.



GaMe lOoP CoRe MeChAnIcS

FlAiLiNg ArM InTeRaCtIoN
ThE cOrE mEcHaNiC oF FlAiL OuT iS uSiNg tHe cHaRaCtEr’s lOnG 

iNfLaTaBlE aRmS tO sMaCk, pUsH, kNoCk oVeR, aNd lAuNcH oBjEcTs 

aRoUnD tHe sAnDbOx lEvEl.

ThE aRmS aRe iNtEnTiOnAlLy lOoSe aNd uNpReDiCtAbLe, sO tHe fUn 

cOmEs fRoM eXpErImEnTiNg wItH mOvEmEnT rAtHeR tHaN 

cOnTrOlLiNg tHeM pErFeCtLy. EaCh hIt cAn cReAtE dIfFeReNtcOnTrOlLiNg tHeM pErFeCtLy. EaCh hIt cAn cReAtE dIfFeReNt

pHySiCs rEaCtIoNs, tUrNiNg sImPlE aCtIoNs iNtO cHaOtIc aNd fUnNy 

gAmEpLaY mOmEnTs. 

PlAyEr mOvEs fReElY aRoUnD tHe 

sAnDbOx lEvEl.eXpErImEnTiNg wItH

nEw oBjEcTs aNd mOvEmEnTs.

ExPlOrAtIoN

CoNtRoL ArMs

PlAyEr uSeS tHe mOuSe tO 

sWiNg tHe iNfLaTaBlE aRmS. 

ThE aRmS cOlLiDe wItH pRoPs

 aNd eNvIrOnMeNtAl oBjEcTs.

SmAcK ObJeCtS

ObJeCtS bOuNcE, fAlL, 

fLy aWaY, oR bReAk.

PhYsIcS ReAcTiOn

UnExPeCtEd rEaCtIoNs cReAtE 

fUnNy gAmEpLaY mOmEnTs.

ChAoS & CoMeDy



LeVeL DeSiGn DeVeLoPmEnT PrOcEsS

1.EaRlY BlOcKoUt

TeStInG sCaLe aNd mOvEmEnT sPaCe.

2.PrOp TeSt

ExPlOrInG oBjEcT pLaCeMeNt aNd iNtErAcTiOn pOiNtS.

3.LaYoUt OvErViEw

ChEcKiNg lEvEl sTrUcTuRe fRoM aBoVe.

4.ScEnE AsSeMbLy

BuIlDiNg tHe lArGeR sAnDbOx eNvIrOnMeNt.

5.ScAlE TeSt

ReViEwInG sTrEeTs aNd pRoPs fRoM pLaYeR vIeW.

6.InTeRaCtIoN SpAcE

PlAcInG oBjEcTs fOr pHySiCs-bAsEd pLaY.

7.FiNaL GaMePlAy ViEw

ShOwInG tHe cOmPlEtEd pLaYaBlE lEvEl.



CoRe MeChAnIc ImPlEmEnTaTiOn

ThIs pAgE pReSeNtS tHe dEvElOpMeNt pRoCeSs bEhInD
 tHe pLaYeR’s cOrE mEcHaNiC. We eXpLoReD aRm rIgGiNg, 

pLaYeR cOnTrOl, aNd iN-eNgInE tEsTiNg tO tUrN tHe 

iNfLaTaBlE aRmS iNtO tHe mAiN tOoL fOr iNtErAcTiNg 

wItH tHe sAnDbOx eNvIrOnMeNt.

I cOnTrIbUtEd tO tHe vIsUaL aNd lEvEl dEsIgN sIdE wHiLe 

wOrKiNg wItH tHe tEaM tO tEsT hOw tHe iNfLaTaBlE aRmSwOrKiNg wItH tHe tEaM tO tEsT hOw tHe iNfLaTaBlE aRmS

 iNtErAcTeD wItH tHe eNvIrOnMeNt aNd sUpPoRtEd tHe 

sAnDbOx gAmEpLaY.



ArM MeChAnIc ItErAtIoN

1. StAtIc ArM PrOtOtYpE

ThE fIrSt vErSiOn uSeD sImPlE wHiTe aRmS 

tO tEsT tHe bAsIc fIrSt-pErSoN vIeW, bUt 

tHe aRmS wErE nOt mOvAbLe yEt.

2. ExTeNdEd ArM TeSt

ThE aRmS wErE eXtEnDeD tO iNcReAsE tHe sEnSe oF 

fLaIlInG mOvEmEnT aNd mAkE tHe iNtErAcTiOn fEeL 

mOrE eXaGgErAtEd.

3. PhYsIcS MoVeMeNt TeSt

PhYsIcS mOvEmEnT wAs aDdEd tO tHe aRmS, bUt tHe 

sWiNgInG eFfEcT bEcAmE tOo iNtEnSe aNd dIfFiCuLt 

tO cOnTrOl.

4. ImPrOvEd CoNtRoL SyStEm

ThE pHySiCs mOvEmEnT wAs aDjUsTeD tO

 rEdUcE eXcEsSiVe sWiNgInG aNd mAkE tHe 

aRmS fEeL mOrE cOnTrOlLaBlE. 

5. ViEw-BaSeD ArM MoVeMeNt

ThE aRmS wErE uPdAtEd tO fOlLoW tHe pLaYeR’s 

cAmErA dIrEcTiOn, mAkInG tHe iNtErAcTiOn fEeL 

mOrE rEsPoNsIvE aNd cOnNeCtEd tO pLaYeR iNpUt.

6. FiNaL ArM DeSiGn

ThE fInAl vErSiOn iNcReAsEd tHe aRm lEnGtH aNd 

aPpLiEd tHe rEd iNfLaTaBlE mAtErIaL tO mAtCh tHe 

gAmE’s vIsUaL sTyLe.



FiNaL GaMePlAy ShOwCaSe

https://sinsord.itch.io/flail-out

ThE fInAl bUiLd oF FlAiL OuT fOcUsEs oN pLaYfUl sAnDbOx iNtErAcTiOn. PlAyErS cAn mOvE 

fReElY aRoUnD tHe mAp, sWiNg tHeIr iNfLaTaBlE aRmS, aNd iNtErAcT wItH eNvIrOnMeNtAl 

oBjEcTs iN uNpReDiCtAbLe wAyS. By bOlDlY fLaIlInG tHe aRmS, pLaYeRs cAn pUsH, hIt, aNd 

lAuNcH oBjEcTs, cReAtInG cHaOtIc aNd fUnNy pHySiCs-bAsEd rEsUlTs.

ThE pRoJeCt wAs aLsO uPlOaDeD tO iTcH.iO aS a pLaYaBlE rElEaSe pAgE, iNcLuDiNg tHe tRaIlEr, 

sCrEeNsHoTs, cOnTrOlS, cReDiTs, aNd fInAl gAmE bUiLd.



Janky Cardboard Top Gun Simulator is a five-day unconventional controller 

project. Players control a fighter jet by moving their body with a handmade 

cardboard airplane controller. Instead of relying on traditional inputs, the 

game turns physical movement into the main control method, creating a playful

 and humorous flight experience. 



The core mechanic is body-based flight control. Players lean and shift their 

body while holding the cardboard airplane controller, and their movement 

changes the aircraft’s direction in-game. This transforms a simple flight 

simulator into a physical performance,  making the control experience 

intentionally janky and entertaining.

Game Loop
Core Mechanic



1. Joy-Con Motion Input Test

Tested the Joy-Con gyroscope as the main input 

method for the cardboard controller.

3. Final Flight Environment

Applied the motion control system to the final flying 

level with larger scenery and obstacles.

4. Level Design Sketch

Planned the flight route, obstacle placement, 

and challenge flow before building the playable level. 

2. Early Flight Prototype

Converted X and Y motion data into basic aircraft 

movement inside the engine.

Gameplay Implementation

Motion-Based Flight Control
The player controls the aircraft by physically moving the cardboard controller. The Joy-Con’s gyroscope 

detects changes in X and Y movement, which are mapped to the plane’s direction in the game.This design 

turns a simple flight simulator into a physical interaction experience. Instead of pressing buttons to steer

, the player must move their body like they are piloting the aircraft, making the gameplay more playful 

and performative. 



Controller Construction Process

1. Joy-Con Placement Test

Tested where the Joy-Con should be placed 

inside the cardboard controller.

4. Cardboard Shell 

Assembly

Constructed the main 

aircraft body using 

cardboard, tape, and

 lightweight materials.

6. Final Physical 

Controller

Completed the 

cardboard airplane 

controller for motion

-based flight 

gameplay.gameplay.

2. Internal Mounting

Built a simple cardboard slot to hold the Joy-Con 

securely during movement.

5. Wing Structure

Reinforced the wings and 

body shape to make the 

controller easier to hold 

and move.

3. Controller Interior

Checked the internal structure to make sure the 

Joy-Con stayed aligned with the aircraft body.



https://youtu.be/RE_wP4WB79w?si=96zhUi3LHoMXiLWq

Final Game Showcase

The final version of Janky Cardboard Top Gun Simulator combines a digital flight game with a 

handmade cardboard aircraft controller. Players physically move their body while holding the 

controller, and the Joy-Con gyroscope translates their motion into the plane’s flight direction 

in-game.

The gameplay challenges players to fly through a canyon environment, avoid obstacles, and 

survive as long as possible. By turning body movement into the main control method, the project

 creates a playful and performative flying experience that feels intentionally awkward, physical,  creates a playful and performative flying experience that feels intentionally awkward, physical, 

and funny.



Weapon Forgers is a 2–3 player competitive card game about building, modifying, 
and claiming powerful weapons. Players draw material cards, forge them onto different 

weapons, and use card effects to influence the final score. The key strategy comes from 

deciding when to hold cards, when to forge them, and when to claim a weapon before 

another player takes it. Game develop base on the mechanic of kill steal.



GAME RULES



Card Production Process

This page presents the production process of Weapon Forgers, 

from card artwork development to physical prototype assembly. 

We refined the weapon visuals, created card illustrations through

 sketching, shading, and coloring, then printed and cut the final 

cards for playtesting. The process also included rulebook icons 

and a custom card box design to make the game feel like a complete 

tabletop product.tabletop product.



https://youtu.be/7_cOYFlyPEY

This is the final output of Weapon Forgers, including the completed card designs, card 

box, and physical prototype. The final card set supports the full gameplay loop of building 

weapons, applying card effects, and claiming the highest-scoring weapon. The linked video 

demonstrates the game setup, player turns, and scoring process.      

Final Game Components













Neon City



Interactive Day & Night Scene

An interactive environment study where mouse movement

 controls the transition between daytime and nighttime. 

Moving the mouse vertically changes the sky color, controls

 the moon’s position, and adjusts the visibility of the 

streetlights. When the mouse moves upward, the scene 

becomes brighter and the moon disappears; when the mousebecomes brighter and the moon disappears; when the mouse

 moves downward, the environment shifts into night with 

stronger moonlight and streetlight effects. The project also

 explores parallax movement, using different mouse X 

values to create depth in the city skyline. This interaction 

was built using mouse input, RGB color changes, 

transparency values, and position-based animation.

Code



Core Interactions
.Random bubble movement with wall bouncing

.Bathtub and water define the playable area

.Sponge follows horizontal mouse control

.Clicking bubbles triggers explosion feedback and removal

Bath Room Toy



Code



A simple bartending game where players mix drinks in a bar scene 

built with basic rectangles and circles. Players can pick up bottles 

with the mouse, move them with a wobble effect, and press Space to

 pour liquid into a glass.

Additional interactions include turning a desk lamp on and off, random

 lamp flickering, and smashing a wall bottle. The project uses 

conditionals, classes, and random functions to create playful interactiveconditionals, classes, and random functions to create playful interactive

 feedback.

Bar Game



Code



2D Shooting Game

A 2D arcade shooting game 

where the player controls a 

fighter jet, dodges incoming 

enemies, and shoots bullets to

 destroy targets. Random enemy

 spawning, collision detection,  spawning, collision detection, 

explosion effects, scoring, and 

a scrolling cloud background 

create a fast-paced flying 

experience. The project uses 

variables, conditionals, arrays,

 and classes to manage player 

movement, bullets, enemies, movement, bullets, enemies, 

and game feedback.

Jet Game



2D Shooting Game

A 2D arcade shooting game 

where the player controls a 

fighter jet, dodges incoming 

enemies, and shoots bullets to

 destroy targets. Random enemy

 spawning, collision detection,  spawning, collision detection, 

explosion effects, scoring, and 

a scrolling cloud background 

create a fast-paced flying 

experience. The project uses 

variables, conditionals, arrays,

 and classes to manage player 

movement, bullets, enemies, movement, bullets, enemies, 

and game feedback.

Jet GameCode



2D Assert


