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Executive Summary:

· Abstract of game story: The player character of our game is trapped in their dream. In this dream, a monster from the shadows chases them relentlessly. In order to escape the dream and be able to wake up, the player must get out of the dream realm before the monster catches them. The player can only safely traverse the dream realm for a short time, so the player must also escape before they are trapped in the void.
Gameplay, Look, Feel:

· Appearance: The game will feature 2D pixel art for the environment, the player entity, and the monster entity. The player character art comes from the Unity Asset Store. The monster is an edited and sprite from another 8-bit game, for which we created an animation. The environment of the dream realm will be very dark, but will have some areas of natural light. The player will be equipped with a flashlight with which they will be able to illuminate the way forward. Without light, the platforms/terrain that make up the stage will not be able to be seen. As requested by playtesters, for the final version, we included a small halo of light around the player at all times so that the platform on which you are standing can be visible.

Example screenshots:
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Player looks forward with flashlight as the monster approaches
Player caught by monster
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Pause screen
· Player roles and actions: The player controls the main character who is trying to escape their dream. Players will be able to make the character run right or left, jump, crouch, and turn their flashlight on. The player must proceed to the right of the stage and reach the exit at the end within the time limit, while outrunning the monster chasing them. The flashlight will serve two functions. First, the flashlight will illuminate the way forward, so the player can safely and quickly decide how to proceed. Second, the flashlight will be able to freeze the monster chasing them. By shining the flashlight at the monster, it will temporarily be frozen for a few seconds, allowing the player to escape from a pinch. The monster will be able to be frozen again after it begins chasing the player again. A pause menu with which they can return to the main menu, restart, or exit the game will be available.

· Controls:

· Run left/right: A/D & left/right arrow keys

· Jump: Space

· Flashlight: F key

· Crouch: Shift keys

· Pause: Enter

· Restart: R key
· Strategies and motivations: The game will require the player to strategically plan how to move forward quickly and safely. They must reach the end of the level within the time limit, and at the same time outrun the monster chasing them. The power in the flashlight must also be carefully managed. Turning on the flashlight depletes a set amount of charge, preventing the player from simply flashing the light quickly to try to use less charge. From there, the player can hold the flashlight button to keep it on, depleting the charge at a slow rate. The charge in the flashlight will recharge over time. If the charge in the flashlight is not used carefully, the player will find themselves unable to freeze the monster in a pinch or to move forward, both of which will result in increasing the chance that the player will fail to reach the end. Playtesting will help us decide on the stage layout, time limit, and monster speed. 
· Level summary/story progression: The level of our game will be a long, dark stage with standard platforming game terrain. The player will begin at the left side of the stage and must navigate the various platforms and pitfalls to reach the goal at the right within the time limit. There will not be very much story progression in our game. The player character will either escape the dream realm and be able to wake up, or be trapped in the void of their dream if time runs out or they are caught by the monster.
Development Specification:

· Hardware: Any computer capable of running Unity and simple Unity games should have the power sufficient to play our game. The graphics will not be incredibly demanding, as it is a simple 2D platformer.
· Software: Unity will be our game development environment. Visual Studio will be where we do our C# script writing.
· Algorithm style: 
· Control of our player character will be implemented using algorithms utilizing the 2D physics of the Unity engine. 

· The time limit will be implemented with a simple script that displays a countdown timer at the top of the screen, and will make the game end when the timer reaches zero.

· The player character’s flashlight will be the most complex part of our game. The integer value of “charge” will decrease as the flashlight is used. When the player first turns it on with the appropriate input, the charge value will immediately decrease by a set amount (10%). If the button is held down, the light will stay on, and the charge will decrease over time by subtracting from the charge value in the update function. Over time though, when the light is off, the update function will restore charge to the flashlight over time. If the power is drained to 0%, then the flashlight will be unable to be turned on again until the charge has restored to at least 10%, again serving as another way to prevent the player from flashing the light quickly in an attempt to save charge.

· The monster will move constantly to the right, chasing the player. The monster will not collide with the environment like the player character will. The monster will have a collision box at the front of it, which will cause the game to end if the player character’s collision box comes into contact with it. The monster will be temporarily frozen if it is detected that both the “lightOn” variable is true and an empty game object within the cone of the flashlight overlaps with the monster’s hitbox. This will be accomplished by removing the force applied to the monster for a specified number of seconds.
