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Elevator Pitch: 

Keji is a puzzle platformer where players resize the browser window 
to affect the level’s size and shape. They play as a baby chicken that 
pushes an ice block around to warm up by a heater. Once the ice 
block melts, the key inside is used to advance to the next level. 
Players need to figure out how to navigate the level while being faced 
with various obstacles.
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Introduction:

The word keji means “cage” in Japanese. It is also the name of our 
player character. Keji, is “caged” in a broiler farm where he will suffer 
a very cruel fate. The day he is born he will be misstreated by farm 
workers and treated like a disposable object rather than a living be-
ing. If he survives the assembly line process, where dozens don’t, he 
will spend the rest of his life with other chickens in a dark room that 
is cramp and never cleaned. He will be over fed to the point where 
his own weight will crush himself from the inside. It isn’t just the 
overfeeding that he has to worry about, but also the other chickens 
in the farm that are either sick,  or unaware, that will try to peck him 
to death. Once he reaches 40 days old he will have lived his life only 
knowing fear and be sent to the slaughter house where he will meet 
his end.
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Inspirations: 

We have been inspired by many sources, but our main ones are The 
Legend of Zelda, Minit, Inside, Little Nightmares, Tamagotchi, and 
Limbo. We wanted to have simple and readable sprites that convey a 
friendly mannter to the player. That being said, we also wanted it to be 
creepy in a suble way. We tried doing this with music and ambigous 
sprites such as floating hands, zombie-like chicks, and spikes.

A lot of the art was heavily influenced by Minit and Tamagotchi. The 
simplistic nature of them is what we wanted to capture.
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 In the end, gameplay and puzzles used were influenced by Zelda, and 
Little Nightmares. Moving crates and blocks from one area to another 
is the goal and the player must do this by resizing the browser 
window to solve the puzzles. Zelda in the early games had a lot of 
block moving in their puzzles. We made it so Keji wouldn’t be able to 
harm the enemies directly. It must be done by pushing the enemies 
into spikes with crates that spawn in the level or with the ice block it-
self. This is similar to how in games like Little Nightmares the players 
are left vulnerable to enemies.
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Concept Art and Ideas:
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Sprites:
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Unused Sprites:
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Code:
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