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1. [bookmark: _Toc343519640]Game Overview
1.1 [bookmark: _Toc343519641]Game Concept
The character is trapped in a dream world that he must get out of. He will have to travel to each of the different worlds and collect the letter tiles in each world.
1.2 [bookmark: _Toc343519642]Feature Set
· Large Environment to explore
· Collectable boxes
· Teleporters
1.3 [bookmark: _Toc343519643]Genre
Exploration/Adventure
1.4 [bookmark: _Toc343519644]Target Audience
Teenagers – Twentysomethings, anyone who enjoys exploration type games.
1.5 [bookmark: _Toc343519645]Game Flow Summary
Players progress from level to level, collecting letters that are hidden all while exploring the vast environments.
1.6 [bookmark: _Toc343519646]Project Scope
1.6.1 [bookmark: _Toc343519647]Scope Summary
The goal of this project is to create a 3D game using the Torque 3D Game Engine.  The game must be entertaining and have at least some replay value.  A secondary goal of the project is to familiarize the creators with what is involved in creating a 3D game.
1.6.2 [bookmark: _Toc343519648]Number of Locations
3
1.6.3 [bookmark: _Toc343519649]Number of Levels
2
1.6.4 [bookmark: _Toc343519650]Number of NPC’s
5

2. [bookmark: _Toc343519651]Gameplay and Mechanics
2.1 [bookmark: _Toc343519652]Gameplay
2.1.1 [bookmark: _Toc343519653]Game Progression
Once a player has collected four letters from a level, they will be go back to the central hub, the Nexus, and will be allowed to move on to the next level.
2.1.2 [bookmark: _Toc343519654]Mission/Challenge Structure
Exploring the different environments and collecting the different letters.
2.1.3 [bookmark: _Toc343519655]Objectives
Collect all of the letters, and exit the dream world.
2.1.4 [bookmark: _Toc343519656]Play Flow
The player explores the different areas, and finds the hidden letters in order to move on to the next level.
2.2 [bookmark: _Toc343519657]Mechanics
2.2.1 [bookmark: _Toc343519658]Physics
Player is teleported between levels, but the overall general physics is similar to that of the of the real world.
2.2.2 [bookmark: _Toc343519659]Movement
Movement will be controlled by the keyboard (a, s, w, d) and the mouse as per a first person shooter.
Basic First Person Shooter Controls
1. a = turn left
2. d = turn right
3. w = move forward
4. s = move backward
5. mouse controls user point of view
2.2.3 [bookmark: _Toc343519660]Objects
2.2.3.1 Picking Up Objects
When a player collides with a letter box the letter box will then disappear simulating the player picking up the object and meeting the objectives of the game.
2.2.4 [bookmark: _Toc343519661]Actions
2.2.4.1 Jumping
Players are able to jump vertically by pressing the space bar.  Jumping will be need, in some cases, to move throughout the environment.
2.2.5 [bookmark: _Toc343519662]Use Case
[image: ]
2.2.6 [bookmark: _Toc343519663]State Transition Diagram
[image: ]
2.3 [bookmark: _Toc343519664]Screen Flow
2.3.1 [bookmark: _Toc343519665]Screen Flow Chart
[image: ]
2.3.2 [bookmark: _Toc343519666]Screen Descriptions
2.3.2.1 Main Menu
Allows the user to start a new game.
2.3.2.2 Nexus
The Nexus screen allow the player to enter the levels.  Each level has letter boxes/blocks that must be collected in order to open the portal again and allow the player to return to the Nexus and enter the next level.
2.3.2.3 Level 1
This is the first level of the game.  See more in Section 4.1 of this document.
2.3.2.4 Level 2
This is the second level of the game.  See more in Section 4.2 of this document.
[bookmark: _Toc343519667]3. Levels
[bookmark: _Toc343519668]	3.1 Level #1
[bookmark: _Toc343519669]		3.1.1 Synopsis
The player spawns in the middle of a snowy valley, completely surrounded by mountains. There is a forest to the left, a few hills to the right, and a mountain (smaller than those bordering the valley) straight ahead. In order to discover what is going on, the player must explore to find the large letter blocks.
[bookmark: _Toc343519670]		3.1.2 Objectives
The player must collect 7 letters hidden throughout the level in order to complete the area.
[bookmark: _Toc343519671]		3.1.3 Physical Description
The ground is covered in snow, and snow is falling from the cloudy, moonlit sky. The area itself is generally flat, with a few hilly portions, and the mountain dominating the center of the valley. There is a path up to the top of the mountain, which overlooks the entire valley, giving a good view of the lake and the forest. The lake is not frozen over, and contains a few strange spikes protruding from its depths, as well as a small path to a small island in the center. As for the forest, it is made up of trees which still have their leaves, which is odd because of the cold temperature and falling snow. Hidden within the forest is a large sink hole, as well as a few tree covered hills.
[bookmark: _Toc343519672]		3.1.4 Map
			[image: ]
[bookmark: _Toc343519673]		3.1.5 Critical Path
There is no one set path that needs to be followed in order to complete this level and obtain all of the blocks. There is also no real indication of which way the player is supposed to go, in order to help boost exploration. The paths marked are simply to help show where the letter blocks are located.
Path 1: The player must walk along the small path (not very well indicated on the overhead shot of the level) in order to reach the island in the middle of the lake that contains one of the blocks.
Path 2: Inside of a small ditch hidden at the edge of the mountains contains another letter block, this might be the most difficult to locate due to it being not easily noticed.
Path 3: Beside a lone tree quite far from the rest of the forest resides another letter block.
Path 4: By following the path up the mountain side, the player will reach the top, as well as another letter block.
Path 5: Near the forest is a small hill along the base of the mountains which has a letter block resting on top.
Path 6: Located at the bottom of the sink hole is another letter, as well as a lone tree. There is a path out of the hole, but hopefully the player will not see it first, and will fall down the hole by accident to obtain this letter. If the player is approaching this location from the spawn point, this would be more likely to happen.
Path 7: On the thinner side of the forest is another hilly area, and atop one of the hills is another letter block.
[bookmark: _Toc343519674]		3.1.6 Encounters
There are four pink and purple checked glowing unicorns located around the level. Generally they are clues as to where some of the letter blocks are hidden, but each letter block does not have its own unicorn. Once the player gets close enough to these mysterious animals they will vanish, but will reappear once the player has walked away.
[bookmark: _Toc343519675]		3.1.7 Level Walkthrough
Since there is no real set in stone path through this level, general screen shots of the locations of the letter blocks (used alongside the paths described above), create a basic walkthrough of the different areas of the level.
[bookmark: _Toc343519676]3.2 Level #2
[bookmark: _Toc343519677]		3.2.1 Synopsis
The player spawns in an oddly lit cave, with peculiar glowing diamond platforms floating into the distance. These platforms are back-dropped with a small pool leading to a high ledge, perched on top of the ledge is a large block with a letter on it. The only answers will come from collecting these blocks, so once again the player journeys through the land in an attempt to understand what is happening to them.
[bookmark: _Toc343519678]		3.2.2 Objectives
The player must collect the 5 letters hidden throughout the level in order to complete the area.

[bookmark: _Toc343519679]		3.2.3 Physical Description
The ground is made with dry grass like materials, and dirt. The ceiling above has protruding shards of rock mounting into the base, with the barely visible sky throwing clouds at an unrealistic velocity into the horizon. Unnatural light protrudes into various corners of the cave, with a densely populated white birch forest towards the back. A broken down wagon, next to a well, are the only recognizable objects to the real world inside of the white birch forest.
[bookmark: _Toc343519680]		3.2.4 Map
			[image: ]
The critical paths below explain these paths in greater detail. The green rectangle represents the forest, the blue circles represent the pools. The grey rectangles are areas hidden by lower terrain.
[bookmark: _Toc343519681]		3.2.5 Critical Path
While there aren't any specific paths to follow, the player is bound by walls on the edge of the play world. Within these boundaries, the player must explore every area of the level in order to find all of the letter blocks.
The player is, however, slightly nudged into the directions of the letters with obstacles and the terrain guiding them. The best example of this will be shown in the walkthrough with screen shots, but it's best shown with the starting point, where the player has two main paths they could take.
Path 1: The player is directed towards a ledge which overhangs a pool of water, which have odd looking glowing diamond platforms. In order to reach the letter, the player must carefully jump from one platform to another until they reach the ledge.
Path 2: The player may ignore the first letter hint, and proceed to walk in the direction to their left at the start. Either way, they will need to eventually come back to Path 1. If they continue forward, they will meet another pool of water. Deep within this pool's depths, a letter is hidden out of view. If they dive into the pool and search for a few seconds, the letter staging area should be visible.
Path 3: The player could avoid going directly left, and straight for awhile and head to the right after they pass the pool with the hanging diamonds. The terrain is sculpted in a way which if they follow the interesting scenery(Trademarked), they will stumble upon a letter hidden within a small, sunken scoria cone.
Path 4: If the player has finished visiting the second pool they'll come across, they'll encounter a pink unicorn which will start to run through an odd densely populated forest. If they continue following the unicorn, it will lead them passed a sunken rock feature that is visible from the unicorns path, to another hidden letter.
Path 5: Beyond the forest, searching in the darker areas of the cave, the player should notice a light casting a redish hue onto the cave floor. If they walk through the terrain built doorway, the world around them will appear to vanish. If they continue forward, the world will seem as if it comes back, and the letter will be directly in their path.
[bookmark: _Toc343519682]		3.2.6 Encounters
The player will only have one major encounter, a pink unicorn, with war paint on it. The unicorn will run through a forest on a path with awkward, unnatural, movements until the level ends. The player is rewarded for following the hideous creature, as the path is a major hint to a letter block location.
[bookmark: _Toc343519683]		3.2.7 Level Walkthrough
This portion will highlight each of the critical paths spoken about above this section, with screen shots of the key areas. Reading the path, then looking at the screenshot is more than enough to know of every letters position.
[bookmark: _Toc343519684]4. Interface
[bookmark: _Toc343519685]	4.1 Visual System
[bookmark: _Toc343519686]		4.1.1 Menus
[image: ]
[image: ]
[bookmark: _Toc343519687]5. Technical
[bookmark: _Toc343519688]	5.1 Target Hardware
		Minimum System Requirements:
                                Windows XP or Vista with latest service packs installed
                                Dual-Core Intel or AMD processor @ 2.0 GHZ or better
                                2 GB RAM
                               100% DirectX compatible nVidia based video card with 1GB or more video RAM
                               PhysX SDK and Runtime
                               DirectX 9.0c+
[bookmark: _Toc343519689]	5.2 Development Hardware and Software
All development will be implemented using the Torque game engine and Torque Constructor.  Hardware consists of a basic PC capable of rendering the 3D game.
[bookmark: _Toc343519690]	5.3 Game Engine
		Torque 3D
[bookmark: _Toc343519691]	5.4 Scripting Language
		TorqueScript
[bookmark: _Toc343519692]6. Game Art
[bookmark: _Toc343519693]	6.1 Concept Art
[bookmark: _Toc343519694]		6.1.1 Level 1
[image: C:\Users\Lorraine\Desktop\TheLake.PNG]
Figure 1: The Lake
[image: C:\Users\Lorraine\Desktop\TheSmallDitch.PNG]
Figure 2: Small Ditch
[image: C:\Users\Lorraine\Desktop\TheLoneTree.PNG]
Figure 3: The Lone Tree
[image: C:\Users\Lorraine\Desktop\TheStartofTheMountainPath.PNG]
Figure 4: Start of Mountain Trail
[image: C:\Users\Lorraine\Desktop\TheMountainSideHill.PNG]
Figure 5: Mountainside Hill
[image: C:\Users\Lorraine\Desktop\TheSinkHole.PNG]
Figure 6: Sinkhole
[image: C:\Users\Lorraine\Desktop\TheForestHill.PNG]
Figure 7: The Forest Hill
[bookmark: _Toc343519695]		6.1.1 Level 2

[image: ]
Figure 8: Lake
[image: ]
Figure 9: M-Block
[image: ]
Figure 10: Cave Forest
[image: ]
Figure 11: Cave with a View
[image: ]
Figure 12: I-Block
[image: ]
Figure 13: Majestic Sky
[image: ]
Figure 14: I-Block
[image: ]
Figure 15: M-Block
[image: ]
Figure 16: R-Block
[image: ]
Figure 17: S-Block
[image: ]
Figure 18: T-Block
[image: ]
Figure 19: Cave Jungle or Jungle Cave
[image: ]
Figure 20: Watch Your Step
[image: ]
Figure 21: Cavernous Lake
[image: ]
Figure 22: Do Not Stand Too Close to the Edge
[image: ]
Figure 23: Stalactites and Stalagmites
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