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1. Title Page   

1.1. Myctophobia

1.2. Grady, Kang, Nitos, Torres, Basta
2. Section I - Game Overview
2.1. Game Concept

Cave escape with puzzles, fight darkness with light

2.2. Genre

First person, Adventure, Psychological Horror, Puzzle

2.3. Target Audience

ESRB: Everyone

2.4. Game Flow Summary

The game contains themed movement based puzzles that span over a handful of different respective 


themed levels

2.5. Look and Feel 

The cave will be a mixture of tunnels and open caverns, both dry and wet environments. Since the cave 
is deep underground, there is no natural light leaving the environment very dark. You will have to use 


the light source(s) you have with you to help you navigate the cave.

2.6. Pre Alpha Content Includes

2.6.1. 3 Levels

2.6.2. 2-3 Obstacles per level

2.6.3. 1 light source
3. Section II - Gameplay and  Mechanics
3.1. Gameplay

3.1.1. Game Progression


The player will have to get through each level in order to finish the game. There will a handful of 



levels with a 2-3 obstacles and jumping puzzles within each level.

3.1.2. Mission/challenge Structure


Challenge for the obstacles is somewhat reflex based, in that the player must time his jumps and 

movement in order to jump across or up certain obstacles

3.1.3. Puzzle Structure


Obstacles are based off the environment such as jumping off rocks, timing movement, etc. 


3.1.4. Objectives


The goal of the game is to get out of the cave safely.

3.2. Mechanics 

3.2.1. Physics


The game will obey the normal laws of physics. The player, the rocks, water, and wind are 

expected to roughly work the way they should in the natural world.

3.2.2. Objects

3.2.2.1. Picking Up Objects


Story and Light source objects will disappear upon pick up. Readable objects will display a 

dialog with what is written on the object.



Note: Interactable items are not implemented in Pre-Alpha version
3.2.2.2. Moving Objects


Some rocks will be movable. Some cave components on player interaction or they are event 

based. There will be some entities within the game that move on an event basis.



Note: Moving items are not implemented in Pre-Alpha version
3.2.3. Actions

3.2.3.1. Picking Up, Carrying and Dropping


Objects picked up will exist in an “inventory” that  keeps track of the number of light source 

objects which will determines your fuel.




The inventory will not be accessible.

3.2.3.2. Reading


Some story items upon use will bring up a dialog of what they say to add to the story.



Note: Story items are not implemented in Pre-Alpha version
3.3. Replaying and Saving 

No saving but each time the player dies, the player will start off a fair ways from a checkpoint. If the 
player does die on a puzzle (some puzzle failure will result in the player death), they will restart at 
the beginning of the puzzle.


Note: Due to issues with timing and technical obstacles, the current method will respawn the 
player at Level 0
3.4. Cheats and Easter Eggs

These will be luxury features and polish  features but might contain:



- Secret Flare gun




- Secret Holiday Mode
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Gameplay flowchart

3.6. State Transition Diagram
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4. Section III – Story, Setting and Character  
4.1. Story and Narrative

4.1.1. Back story


You and your friends decide to go spelunking in a cave. Once you are all deep inside of it, you 

get separated from the group. As soon as you realize this, you cry out to your group to wait up 

but shortly after you hear a deep ominous noise echo back. The ground opens up beneath you 

and you fall down and you are knocked unconscious. You awake to pitch black darkness. You 

cry out for help and are once met with a ominous noise echoing back. You need find a way out 

of this cave.

4.1.2. Plot Elements


There are no elements found in the game that advance the player's storyline (other than items that 

help you get out). The elements found in the game tell the story of the cave you are in and add to t

he atmosphere.

4.1.3. Game Progression


As you progress through each puzzle you will soon find equipment that provides more light or 

makes the light last longer. This will be make the challenge in the game later on more tolerable.



Note: Supplemental light source upgrades are not implemented in Pre-Alpha version
4.2. Game World

4.2.1. General look and feel of world


The cave takes place within a cave. We hope to add effects such as sound and graphical events 

that make the cave almost seem alive. Since the player won't be able to see a lot, we want to 

make things appear to move within their peripheral.



All in all, we want the game not be necessarily scary, but creepy and suspenseful. The cave will 

feature tunnels,  caverns, and maybe some chasms. The environment will both be a mixture of 

wet and dry climates.

4.2.2. Tutorial Zone

4.2.2.1. General Description



Intuitive tutorial that takes the player through basic mechanics of the game without the use of 

words
4.2.2.2. Physical Characteristics



A linear track with a jump steps, jump platforms, and pitfalls
4.2.2.3. Connections to other areas



On completion of last obstacle, the entrance to Area #1 will be revealed.
4.2.3. Area #1

4.2.3.1. General Description


Abandoned mine shaft, with dead end and mine track.

4.2.3.2. Physical Characteristics


Dead ends that lead to pit falls, a long windy mine track, an open chamber with rock walls 

preventing wind

4.2.3.3. Connections to other areas


Will connect to the second area
4.2.4.  Area #1 Puzzles
· The player must get through a small maze in the initial part of the level

· Second one will be thin rail that can be walked over

· Third one will a jumping puzzle starting from a higher part and moving down

· The level will end with another maze area

4.2.5. Area #2

4.2.5.1. General Description


Water themed cavern with wide open areas

4.2.5.2. Physical Characteristics


The open design accommodates a large, underground body of water. This water will make using 

your light impossible. You must avoid water that is too high or splashing water because it will 

put out your light source.



Note: If you have the flashlight, being in water will rapidly drain your battery.



Note: Water is not implemented in Pre-Alpha
4.2.5.3. Connections to other areas


Will connect to Area 3 pending development, as of now it connects to an end screen

4.2.6. Area #2 Puzzles
· Is a large jumping puzzle with small platforms of varying heights

· Second one is a series of small platforms to jump across to the other side

· Third part will be a series of shaped platforms that the player must jump to the other side





4.2.7. Area #3 Note: Not implemented

4.2.7.1. General Description


Oil Channel, long linear tunnel with burning oil and cave ins

4.2.7.2. Physical Characteristics


Linear set of quick jumps to get past chasms and fire

4.2.7.3. Connections to other areas


Will connect to final area

4.2.8. Area #4 Note: Not implemented

4.2.8.1. General Description


A final ascension to cave exit

4.2.8.2. Connections to other areas


Will connect to exit of the cave and the end of the game

5. Section V - Interface
5.1. Visual System

5.1.1. HUD


Very minimalistic
5.1.2. Menus


Possible inventory to view fuel and items you have left

5.1.3. Camera


Camera is first person the entire game

5.1.4. Lighting Models


The only light will come from whatever is being held by the player

5.2. Control System

WASD to move


Mouse to look around


Space to jump


Shift to sprint


C to crouch


R to relight match


Left Mouse button to interact with the environment

5.3. Audio

There will be cave ambiance, things will get stranger with less light e.g. white noise, groaning, etc.

5.4. Sound Effects

Your light objects will make sound


Water sound effects


Psychological sound effects e.g. heavy breathing, weird noises

5.5. Help System

The first level will be intuitive tutorial

6. Section VII – Technical 
6.1. Target Hardware

PC


Processor: 2 GHz


RAM: 8GB


Graphics Card: 1GB Graphics Memory Class


Sound Card Required


Operating System: Windows Vista, 7, 8/8.1

6.2. Development hardware and software

Developed on PC for PC, using mainly Unity. Additional 3rd party software might be used to generate 
other assets

6.3. Development procedures and standards

A fair division of labor, each member should be accountable for their designated section as well as 
accountable for the group

6.4. Game Engine

Unity 3D Engine
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Section VIII – Game Art Concept
