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Mary Tale is an RPG video game with social mechanic and puzzle 
solving elements. The story follows the eponymous Mary Tale, a 

fourth grader who has freshly moved into the town of Honeyport. 
Upon opening a mysterious book in a back room of the local book-
store, Mary releases the fairy tales within into the real world, and is 
now tasked with giving each of them their ‘happy ending’ so as to 
return them to their pages--despite having no powers or magic of 
her own. The story takes branching paths, dependent on the play-
er’s choices and actions during the game. For example, one possi-

ble option is to follow the ‘traditional’ happy ending of the original 
fairy tale, or to find a way to bring about a ‘true’ happy ending that 
doesn’t necessarily match up with what the pages originally read. 
Befriending different characters will lead to obtaining different 

items and options in the story, which greatly enhance the player’s 
options in trying to figure out which path to take. Mary Tale is

 written as an ‘extra-ordinary fairy tale.’ It is meant to examine the 
differences between fantasy and reality, while also analyzing what a 

‘happy ending’ truly means, depending on the people involved.

This BFA will cover, in order:
◊ The introduction

◊ Promo illustrations
◊ Character designs, expressions, and pixel art

◊ Location design
◊ Mock screenshots



Introduction

Once upon a time, there was an 
ordinary little town.

This ordinary town was filled with
ordinary people, living their 

ordinary lives. 

This introduction ‘comic’ is meant to serve as 
an opening scene to the game, with pages 

turning to narrarate the game’s concept in a 
storybook fashion. 



One day, an ordinary little girl 
arrived in the ordinary little town. 

Most children have hobbies. 
Some pursue sports. 

Others find joy in their studies. 
More yet will find entertainment in fun and games.
Like these children, the little girl also had a hobby.

More than anything else, 
she loved reading books.



When the little girl opened up a book, 
she forgot all about the tiny town, 

her mundane struggles. 
Instead, upon turning the pages, 

she would be whisked away to 
countless worlds of fantasy.

She found comfort in how 
every single story ended the 

exact same way--with a 
‘happily ever after.’

…When the story was done, though… the little 
girl was always reminded of the fact that they 

were only stories. Stories that she 
could only read, imagine.

In the end, she was still just 
an ordinary little girl, in an 

ordinary little town. 



And happy endings do not exist, 
in the ordinary world. 



... What is a ‘happy ending,’ to begin with? 

...But...



Are they truly only 
achievable in fairy tales?

Is a happy ending truly 
‘happy,’ for everyone?

And how does one define an 
‘ending,’ to begin with?

What if, for example… a fairy 
tale somehow found its way into a 
world absent of any magic at all? 

How would it find its 
‘happy ending,’ then?



This is the story of an ordinary little girl, 
caught up in an extraordinary little fairytale. 



Promotional 
Illustrations

These illustrations were created while building the 
proof of concept for Mary Tale, and are meant to 

help serve as a creative guide, as well as be used for 
possible marketing campaigns. 







Character art
Mary Tale, like many RPGs, boasts a cast of colorful 

characters that Mary interacts with during her
 journey. In this section, I will introduce you to five 

such characters in the story (Mary included). 

The character art spreads will each consist of:

◊ Full body art (front and back)
◊ Character summaries

◊ Expression portraits (9 for Mary, 6 for others)
◊ Sprite sheets



MaryThe plucky protagonistThe plucky protagonist

The ordinary hero of our story, Mary is a ten year old bookworm. After 
accidentally unleashing The Fairy Tales from The Book, she is tasked with 

giving each one of them a ‘happy ending’ to put them back in. 

Though unconfident in her ability to carry out her task, Mary is a bright 
child nonetheless, capable of coming up with unconventional solutions 

when it counts.



Lucianothe irritable apprentice

The  youngest in line of The Book’s guardians, Luciano is Mary’s classmate 
and ally on her quest. He helps around his family’s  bookstore, and was 

minding the front desk when Mary released the Fairy Tales.

Preferring to do things ‘by the book,’ Luciano frowns upon deviation from 
The Book’s original stories. Befriending him, though, might

help change his mind.



FrogThe pitiful prince

The first Fairy Tale that Mary meets after opening The Book, 
the Frog Prince (or Frog, for short) is a rather vain, arrogant amphibian. 

He has to find someone to kiss, in order to get his ‘happy ending...’

...But since no one especially wants to kiss a frog, he decides to instead stay 
by Mary’s side as her helper. Having come straight from the The Book 

himself, Frog’s advice is invaluable to Mary’s journey.



Lorenzothe wise old bookkeeper

Luciano’s grandfather and owner of vintage bookstore The Grim Grotto, 
Lorenzo is one in a long line of The Book’s protectors, and had been 

training Luciano as his successor in preparation for a comfortable retirement. 
Until Mary went and opened the book, that is. Still, Lorenzo is far more laid 

back and easygoing than his grandson, and is always willing to give Mary 
some sage advice when she needs it. 

That being said, it feels like Lorenzo is hiding something behind his smile...



Mabel
the stone-faced sister

With an age gap of over 10 years, Mabel is Mary’s older sister, who starts 
working at the local seaside diner soon after their family’s move. Though 

she’s a bit bad at expressing her feelings, Mabel loves her sister dearly.
She’s noticed Mary acting odd lately, and is getting a little suspicious...



Locations
Mary Tale is a game where the player must explore their 

world, interacting with objects and characters to advance. 
As a result, the locations of the game are rendered in the 
same pixel-art style as the characters, depicting Mary’s 

adventure as she travels her tiny town. 

In my BFA, I will be guiding you through 
the pixel map of Mary’s home, with five rooms in total.



The Living Room
The living room is the first room you enter upon 

walking into Mary’s home. Simple and sparse, there 
are numerous books on display, as well as a (barely 

used) TV. A hallway leads into a kitchen, and a door 
to the right leads into Mabel’s room. Next to the 

hallway is the ladder that Mary climbs to access her 
room, which is located in the attic.

In the lower left corner is a small table 
dedicated to the late Tale mother’s memory. She was 
a photographer, and you can spot her photographs 
hanging around the house. Her favorite flowers can 

also be found decorating the home.



The Kitchen
The ‘kitchen area’ is both a kitchen and dining area, 
where the three-person Tale family eats. It’s nothing 

too fancy--they don’t actually spend that much time in 
there, due to the fact that Mabel’s and the Tale 

father’s jobs keep them out a lot. They still try to eat 
together when possible, though. A door leads outside 

to the backyard, serving as a second entry/exit point for 
the player. 

Though there are three people in Mary’s family, there’s 
always a fourth chair open in case they ever have 

company over.



Mary’s Room
The Tale family’s attic is where our plucky heroine lives. It’s not 

dusty or run down, though--quite the opposite. The room is fully 
furnished and decorated to reflect Mary’s character, with countless 
books, a desk, and even a small aquarium for Frog. While sitting 
down in the chair and interacting with The Book will allow the 

player to save their progress, Mary can perform the same feat by 
interacting with any open book in the game. However, it is only 

here that she will be able to look back on past episodes and 
previously-solved ‘happy endings.’ 

When he isn’t accompanying Mary, 
Frog is sitting on his aquarium’s 

lilypad. Mary can consult him for 
advice, get a reminder of what to 
do next, or just enjoy a friendly 

conversation. 



Mabel’s Room
Mabel’s room is a little cramped--she had the option of 

taking the larger attic room, being the eldest, but chose to 
instead give it to her younger sister. Since she doesn’t 

spend that much time in it, the room is sparsely 
decorated, save for a photo of the sea that her mother 

took years ago.

Like many young adults, Mabel has a laptop, though it’s 
a clunky old model. Though tech-savvy, she’s old-school, 
insisting on printing out everything she chooses to read. 

Unlike Mary, Mabel is a bit sloppy with her own 
documents, stray papers lying around her desk.



The Tale 
Father’s Room 

The Tale father, despite being a single father who 
works, actually has a great relationship with his 

daughters! That being said, he doesn’t appear that 
often, due to working full-time to support his family. 
Still, Mary can sneak into his room to snoop around.  

Like his eldest, the Tale father’s room is a bit sparse--
but the things he does have are meaningful. He has a 
desk that he uses when he needs to bring work home 
with him, and a bouquet of flowers next to his bed. 

Hanging above the bed is a family photo, taken before 
his late wife passed away. 



mock screenshots
To finish off this BFA, I’ve prepared a few mock  screenshots to 

show what the game looks like in action--with location art, sprite 
art, and portrait art combined. 

Plus some fun dialogue between the characters!

I hope this will help to give a final idea of what Mary Tale looks like. 
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