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3.  Design History
   4/26/12 – Character models completed, sound implemented, second level finalized, UI completed
   4/15/12 – final adjustments to level 1 made.
   4/2/12 – beta version of level two completed, level 1 turned in

4.  Game Overview
     4.1 Game Concept

The main character is a nameless, person who has been the victim of an accident and has fallen into a coma. The character finds himself within his subconscious where he is met by two guides, his Yin and Yang. They explain that the character was in an accident and must re assimilate his memories. Along the way, the character will make choices that fall under the Yin or Yang side. The side that he chooses becomes stronger while the other becomes weaker. At the end the strong one kills the other and the main character must defeat them to find balance.

    4.2 Feature Set

· two levels

· two different types of enemies (including boss)

· single player game

· adventure game

· third-person view

· no camera control

   4.3 Genre

· adventure

   4.4 Target Audience

· teens and above

· rpg players

   4.5 Game Flow Summary


Players will move throughout the game only by walking and transitioning between levels.  The transitions will simulate moving from one scene to another that seems to connect to the previous level.
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   4.6 Look and Feel


The game will be modernized.  It will focus on realistic and bright environments versus dark and gloomy.  It will be created in 3D to help promote that realism.  Enemies will be dark, to create the illusion of the shadows of one’s mind.  Characters Yin and Yang will bare resemblances fitting to their name.

   4.7 Project Scope


4.7.1 Number of Locations



Two.  All of level one and all of level two


4.7.2 Number of Levels



There will be two levels


4.7.3 Number of NPCs

· Yin

· Yang

· Boss

· Enemy bots

4.7.4 Number of Weapons


There are no weapons

5. Gameplay and Mechanics

   5.1 GamePlay


5.1.1 Game Progression

You progress through the game by defending yourself against enemy attacks up until you have reached a scene where you make a yes or no choice.  That choice affects the overall game ending and your progression as well.


5.1.2 Mission/Challenge Structure

Each challenge will start off with dialogue and lack of player mobility.  The challenges will be something players can relate to.  These generally occur at the end of the stage.

5.1.3 Puzzle Structure



There are no puzzles


5.1.4 Objectives



To recreate the players memories by making decisions to reflect his personality.


5.1.5 Play Flow

Play flow is at a generally calming pace.  No panicked scenes or mobs of enemies to fend off.  This is more about the story and the player’s ability to relate.  Not the conflict in-between.

   5.2 Mechanics


5.2.1 Physics

Game’s physics are similar to that of real world experiences.  Although running into walls will not inflict damage, gravity is quite real compared to Earth’s gravity.


5.2.2 Movement

Movement is standard as well.  You jog through levels, without any form of exhaustion being implemented.


5.2.3 Objects



There are no objects within the game.


5.2.4 Actions

Only action is talking,  which is done by reaching certain points in the game where the talking triggers are initialized.  All talking will be voice chat (verbal).


5.2.5 Combat

Combat is hand-to-hand.  Hack and slash based combat without the inclusion of weapons.
   5.3 Screen Flow

5.3.1 Screen Flow Chart



Only one screen:  Main menu


5.3.2 Screen Descriptions



Main Menu allows players to either begin the game, or exit the game.

6. Story, Setting, and Character

   6.1 Story and Narrative


6.1.1 Back Story

The player has gone through a traumatizing experience in his past.  Due to an accident, he finds himself within a hospital in a coma.  He awakens within his subconscious to discover that he must recreate who he is through his actions in this world.


6.1.2 Plot Elements
· Discovery

· Overcoming obstacles and restrictions to human capabilities

· Twist of an ending

6.1.3 Game Progression


See previous Game Progression above

   6.2 Game World

6.2.1 General look and feel of world



The world will appear realistic to the current world we live in now.

   6.3 Characters


6.3.1. Protagonist


6.3.1.1. Back story

He was in an accident and finds himself in a coma. His back story is mostly determined through game play.

6.3.1.2. Personality



 
He is curious and determined. Most other traits are lost to him.

6.3.1.3. Look

Physical characteristics





Undetermined race, short hair, wears jeans and a t-shirt.




Animations





Rather unrefined fighting. Untrained but athletic.



 6.3.1.4. Special Abilities



 
Swings a sword and punches/grabs.

6.3.1.5. Relevance to game story




 Main character.



6.3.1.6. Relationship to other characters




 Everything is a part of himself.


6.3.2. Yin



6.3.2.1. Back story

Represents the character's darker more emotional side. His rage and regrets.



6.3.2.2. Personality




 Easily offended, vicious, emotional.



6.3.2.3. Look




I. Physical characteristics





 Dark body, clawed hands, narrow eyes. Bulky and strong.




II. Animations





 Bestial in nature. He abandons knowledge or skill for pure power.



6.3.2.4. Special Abilities




 Clawing, grappling, slashing.



6.3.2.5. Relevance to game story




 Guide.



6.3.2.6. Relationship to other characters




 Yang's opposite. The main character's darker side.

6.3.3. Yang





6.3.3.1. Back story



 
Represents the character's lighter, more logical side. His knowledge and 



 determination.



6.3.3.2. Personality



 
Calculating, lighthearted, forgiving.



6.3.3.3. Look




I. Physical characteristics




 
White body, a Chinese broadsword in-hand. Thin and graceful.




II. Animations

Skilled and calculated strikes. Never a wasted movement. Efficient. Fast.



6.3.3.4. Special Abilities




Slashing, dashing, stabbing, dodging.



6.3.3.5. Relevance to game story




 Guide.



6.3.3.6. Relationship to other characters




 Yin's opposite. The main character's lighter side.
7. Levels

   7.1 Level #1

7.1.1. Synopsis

The first level is in the players mind where he is reliving an abstract version of his educational life.  There are some aspects of an educational system but since this is in his mind, there are things there that shouldn’t belong.  This level is the players first step to learning who he is.

7.1.2. Introductory Material (Cut scene)

In the beginning, there will be a cutscene where the player wakes up to find himself in the middle of a school grounds.  He will look around and then see a yin yang symbol which will turn into the guides Yin and Yang, representing the light and dark side of the player.  They will explain what is happening and will tell the player that if he reaches the other side, he will be able to learn more about himself.   The players weapon will then appear which when he grabs it, the gameplay will start.

7.1.3. Objectives

The player will start in the lower left corner of the map.  He will have to make his way to the other corner of the map in order to progress and find out more about himself.  Along the way, there will be bonus objectives spread across the course that will reveal audio of moments in his life.  These bonus objectives will have no impact on the storyline and are there for the players amusement.  When the player reaches the end, he will be presented with a choice that will influence either Yin or Yang to be the final boss.

7.1.4. Physical Description

The level will take place on a school campus.  The primary building will reside in the center of the stage to prevent the player from just cutting across the field.  There will be things that shouldn’t belong there, for example, a museum, a statue, a barn and more.  These landmarks will likely hold the bonus objectives.  There will be other school related objects, like bike racks and school buses that block the players path and line of site.  The final location is the ruins of an auditorium, which will have stairs leading up to it.

7.1.5. Map
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7.1.6. Critical Path

With the layout of the map, both path may be equally taken due to the fact that the both lead to the end of the level.

7.1.7. Encounters

Spread across the map are mobs of enemy units awaiting the player to come across them.  When the player reaches that location, the enemies will then pursue the player.  At the end of the stage there will be a larger mob strategically located to surround the player.
7.1.8. Level Walkthrough

North path

If the north gate is taken then, the player will be ambushed right on the other side. Afterwards, around the corner is another ambush.  If the player looks left, he will notice a museum there with a bonus objective.  Continuing along the path lead the player to the another encounter. Right before rounding the last corner, on the school building, there is a bus on the building.  After turning, the last encounter, the final objective is right there, along with a bonus objective lying somewhere out of site.

East Path.

When the east path is taken, there is lots of zig zags with encounters around each turn.  The player will come across a statue at the corner of the map hiding a bonus objective.  After turning, the last encounter, the final objective is right there, along with a bonus objective lying somewhere out of site.

7.1.9. Closing Material

The ending will be a cutscene that in which the player remembers a portion of himself and will act as the transition between level 1 and level 2

   7.2. Level 2
1 Notes

1/31/12 Added Sections 1-8, Original Format, before discussion at 9:00 PM Tuesday night. Prior to first team presentation on Wednesday. (DM)

1/31/12 Modifed 2.3, 2.4, 3.1, 4.1, 4.2, all of 7, and 8.2 following the group meeting to meet the standards for a different style of level design. (DM)


7.2.1. Synopsis
Second Area within the Soul Well. Focuses on the theme of Friendship. Late afternoon. Significant lighting in general, though lessened by clouds. Partially cloudy, but with the vast majority of the sky still visible. Lighting should be bright in open areas. No rain or adverse weather conditions.


7.2.3 Objectives

The objective of this level is to go through the forest, traverse the basin to the final point of the stage where you are to face off several enemies and fight the final boss.


7.2.4 Physical Description

Starting Basin and Forest: The basin in which the player starts the area should be in the middle of a forest, and surrounded by dry, rocky walls. A single path should lead into it from the previous area, and out of it into a winding path leading through the forest. The forest should have somewhat dimmed lighting, due to the presence of a large number of trees filtering the light coming down, but should not be so dense that the player cannot see the sky. Within this basin, the player encounters the Friend, who is one of the two primary figures inside the level. Exiting the basin is a curving path with moss-covered rocky walls on either side, descending and eventually exiting at the top of a plateau, offering a wide view of the badlands region.
Plateaus: The tops of plateaus in the main part of the level should have a few trees on them, and have patches of grass or some similar weed covering them, along with a decent number of bushes. These areas should be bathed in a good amount of sunlight, and should have little to no enemies, as well as present a view into the surrounding areas so the player can plan ahead as they make their way through the region. The tops of plateaus should act as resting places, as well as possibly the location of a hidden memory or two.
Valleys: The valleys are where a majority of the fighting in the level will take place, as well as where the player will spend a bulk of his time playing through the level. It should be littered with rock formations, and hardier plant life that can survive in the shadier areas between the plateaus. Perhaps the bones of some animals may occasionally appear here as well, picked dry by scavengers.
Traveling along the valleys, the player may encounter other features, such as a shallow pool of water that collects when it rains, shielded from the intense heat of the sun, or perhaps a small section of forest, near the border between the badlands and the forest that the player originally came from. The majority of the area, though, is going to be spent trekking through the narrow passages, in search of areas the player can follow up to the tops of new plateaus as they make their way to the opposite end of the region.

Final Plateau: This area is where the two final encounters for the level take place, the second of which being the fight against the boss. The player will enter the final plateau from the very center, ascending through a cave-like passage at the bottom of the valley, rather than from the side like on other plateaus. Aside from that, the top of the plateau will cover a slightly wider area than previous ones, to give room for the encounter, and will have no grass-like vegetation, though a number of trees and bushes will still be present.

7.2.6. Critical Path
The map is quite linear in regards to exploration.  So there is only one path which is the critical path.  There are several loops, but those will take you to the final point as well


7.2.7. Encounters
Player meets up with a spirit that is identified as a friend. Player must follow his friend through the forest, out into the plateau region, and eventually through the valleys to the top of a plateau on the opposite side of the region, where the final encounter of the level takes place.  Along this path, he will encounter several spurts of conflict against enemy AI

7.2.8. Level Walkthrough

You traverse from the forest to the valley, to the basin to the secluded forest in the center of the stage where you will fight the main boss.


8. Interface

   8.1. Visual System


8.1.1. HUD



HUD shows character’s health and that of his Yin and Yang


8.1.2. Menus



No in-game menus except built in Pause menu


8.1.4. Camera



Camera follows behind player at all times.  Reduces risk of bad angles.


8.1.5. Lighting Models



Only one source of light in each stage:  the sun.

   8.2. Control System

Control systems are shown in the Game Manual.  Standard WASD movement features.  Spacebar initializes jump command, and left trigger is for base combat attacks.  Keyboard and mouse implemented game.

   8.3. Audio

There will be effects for combat, collision, jumping, wind blowing, water falling, and birds chirping. We want to create as much in-game realism as possible.
There will also be audio for the conversations had in each stage.
   8.4. Music

Music will be placed in every stage and in the main menu as well.  Music will be fitting to the environment.

   8.5. Sound Effects


Please read 8.3 for sound effects.

9. Artificial Intelligence (Not implemented)
   9.1 Opponent AI

This will be implemented in the later versions of the game.  But there is a character that watches over all that is happening.  Eventually the player realizes that this is the Soul Well.

   9.2. Enemy AI
· Subconscious 

· Represents internal struggles that individuals go through in life

· Designed with an intercept pattern with a radius feature where it will attack the closest person in its line of sight
   9.3. Non-combat characters

· Friend sprite

· Leads player into the forest

· Has a path that it follows.  Does not engage in combat

   9.4. Friendly/Support AI

· Yin/Yang

· Represents the good and evil within the player

· Has follow script to follow the player

· Has an intercept and radius sight for when attacking enemies
10. Technical
   10.1. Target Hardware


PCs.  Window based.
   10.2. Development Hardware and Software

Hardware will be with PCs owned by team.  Software will be UDK 9/2011, Maya 2012, and Final Cut Pro

   10.3. Development Procedures and Standard

Develop the levels and characters first, then implement them into the game and proceed with scripting.
   10.4. Game Engine


Unreal Tournament
   10.5. Network


None for game.  But networking for team will be with DropBox.


   10.6 Scripting Language


Using kismet and UnrealScript
11. Game Art


11.1. Concept Art
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   11.3. Characters
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   11.4. Environments
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   11.5 User Interface
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12. Secondary Software

   12.1. Installer


Unreal Frontend

13. Management

   13.1 Detailed Schedule

· Alpha

· 2/22/12

· Beta 

· 3/28/12
· Finish UI loading, character designs, and audio by 4/6/12

· Begin Linking levels together, importing AI characters and Player

· 4/13/12

· Import audio for communication and levels

· 4/16/12

· Add Kismet Script and cutscenes.

· 4/20/12

· Begin testing phases.  Implement changes where necessary

· 4/26/12

· Gold Presentation

· 4/27/12

   13.2 Budget


None

   13.3. Risk Analysis

· 40% of grade

· Not done means lower grade

· Chance that cut scenes will turn into script dialogue or not exist

   13.4. Localization Plan
· Team will meet via skype

· Documents will be uploaded through DropBox

· Any additional contact will be through Skype messaging and phone communication

   13.5. Test Plan

· Test levels independent of AI and characters

· Ensure there are no hidden areas

· Ensure proper lighting

· Ensure that levels link to each other and that cutscenes are functional

· Test AI

· No collision with outer parameters or still objects

· Will properly track the character

· Combat does damage

· Test Yin Yang

· Follow character more important than combat

· They will attack the AI enemies

· Sound checks

· Compatibility Testing

· UI will run
2

