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This document describes the visual look and feel for the ganide Trip. It explains the
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5.1 Art Style

Across the board The Trip exists in a stylized world made from a combination of fantasy
and mock survival horror (think Evil Dead. The overall feel should leave the player with a
sense of comical fright where they identify with the central characters and aren't above a

sudden scare. It splits the line between ultra realism and mildly cartoony caricatures.

The game takes place primrily in a shared hallucination brought on by a viral infection.
Therefore, the style of the viral madness world should convey feelings of a sickened,
altered state of mind. In this world, normal objects are transformed into weapons, tools,
and other items that the maddened characters will use to make their way through the
world. Each of these objects resembles its real world counterpart while maintaining the
twisted, unreal experience of the madness. Often these objects also take on characteristics

of SubSaharan African tribal art.

In contrast, the real world is bright, animated, and drawn in 2D. The images are sketched,
with roughly drawn edges. By showing the madness world in more realistic 3D and the real
world in hand drawn 2D, players view the humorais parallels to the real world while

simultaneously immersing themselves into the madness world.

Locales in both versions of the world exist in the Tanzanian savanna (the characters are in
the middle of a safari). Specifically, the setting contains rollgn grassy hills, a scant

smattering of skinny bent trees, watering holes, dirt roads and frontier style amenities.

[199



The Trip Art Bible

There is a focus on providing imagery and sounds that are recognizable as frightening

without being hackneyed. This experience induces frightl moments for players.

5.2 Setting

Every location in the game is viewed through the "maddened" eyes of the infected
characters. These locations appear as distorted versions of the real world location.
Occasionally the player will be privy to views of the swoundings as they appear in the

"real" (non-infected) world.

The story takes place on a south central African savanna. It's a series of rolling hills with
long grass, sparse shrubbery and occasional outcroppings of slender trees. The group
embarks from their campsite and explores the surrounding area. During their travel they

encounter dirt roads, sparse grassand hills.

The game takes place at night and the core mechanic relies on natural darkness. As such,

the setting depends on being able to exist cely in dark areas.

5.2.1 Madness World

The madness world represents the game as it is perceived by the virgricken characters.
The players share a common perception. Objects in the world are twisted analogsredl

world counterparts.

The madness world is baracterized by engulfing darkness. There is no moon to illuminate

the nighttime savanna. It has a warmheavily-saturated palette and the colors are often
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muddled, swirled, and blurred together. The atmosphere is inky black except when pierced
by the lights. The night is alive with sounds of terrible things that lurk just out of sightThe

colors are saturated and seem to bleed together.

Based on this visiona trend board has beercompiled of various images(Figure 9) to help

convey elements othe visual style wehopeto achievewith the madness world.

5.2.2 Real World

The real world setting exists without the veil of madness. The characters never see ibiin
this perspective but the player experiences it through cut scenes and special windows that

appear during play.

In the real world, the nighttime savanna is lit by the moon. It is calm and quiet. All of the
characters' equipment in this world appears as it actually is. The palette is cooldran the

madness palette and slightly desaturatedl'he sky is cloudless anduil of stars.

Below is a trend board ofimagery (Figure 10) to help convey elementsof the visual style
found in the real world along with the sparse, flat and rocky landscape we want to build

into the levels.
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Figure 9: Cdlage of images that represent the look and feel of the madness world
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Figure 10: Collage of images that represent the look and feel of the real world
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5.3 Loading Screens

The loading screens are 2D still images that are displayed aach level loads. The scenes
they depict should be drawn in the crosssection style that shows some of the content as it

appears in the real world and the rest as it appears to the characters in the madness world.

Unfortunately, these screens were noincluded in the final submission due to limited art
resources. The following descriptions are samples of what the images would look like if

implemented.

5.3.1 Level 1: Tripping Along

The safari group is standing back to back to back to back in the middle of theampsite.
They're looking out into the darkness and the eyes of th&errors are popping up beyond
the edge of the light. Their camping gear is scattered around them and a functioning
generator sits near their feet. One of the characters is holding a slagantern above their

heads. It's the source of the scene's light.

5.3.2 Level 2: Chased

The characters have their backs to the viewethey're looking towards the horizon where a
large terror is staring back menacingly. The characters look hesitant but thegrclutching
their gear/peripherals tightly as they prepare to chase down the terror. The ground is

beginning to crack beneath their feet.
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5.3.3 Level 3: The Chasm

The characters are split into two groups of two. Each group is recoiling away from the edge
of an enormous gaping chasm. They're reaching out to one another in terror. One of the
groups has the generator and a bright lantern and they're using it to shine light across the

gorge at the adjacent group. The view is looking straight down the canyon.

5.3.4 Level 4: The Antidote

The madness version of the aid workers looms high above a miniature version of the
characters. They're holding evil looking weapons and syringes. A tiny spotlight is shining

down on the group.

5.4 Heads Up Display

5.4.1 GameplayScreen HUD

During gameplay, information about the active playersis displayed at the bottom of the
screen.

The windows contain the following information:

Circular portrait of the character

1
1
1 Icon for the currently equipped/carried peripheral
1 Current Health

1

When players arepanicking, their portraits flash/pulsate red to indicate that the

character is in danger.
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5.4.1.1 Targeting Reticle
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Each player has a crosshair on the screen to indicate the direction their characisrfacing
and to show where the player shots are aimed. While the crosshairs are identical in shape

there are four different colors that correspond to the characters colors.

5.4.1.2 Player Colors

Each playable character has an associated color:

Character Color Swatch XNA Color (light)
Akinsanya Green Color.YellowGreen
Holly Pink e Color.DeepPink
Vikram Orange Color.Orange

Brad Blue Color.DeepSkyBlue

This color influences:

i Targeting reticle
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1 Small light at the base of the player to help identify and differentiate them ithe
dark.

5.5 Characters & Enemies

Each character's appearance in game is a unigue look that attempts to represent their state

of mind in the madness world.

Every model has a@exture map associatedto it. In addition, some models may also have
specular normal and luminance maps. A specular map is used to determine the specular
intensity (shininess) of different points on the model. The normal map is used to

determine the bumpiness of the model at certain points. Some models also have a
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luminance map, which puts a white 'glow' on certain areas on its surface. This 'glow' is

visible in the darkness, i.e., it is not affected by light.

All four of the playable characters shag the same skeleton, except for Hollgnd Vikram

who havesome extra joints.

5.5.1 Akinsanya

Akinsanya
Hometown Kigoma, Tanzania
Age 42
Height 5'6"
Weight 145 lbs
Hair Short, close cut
Skin Tone Dark
Physical description Short and slender but also fit.

Originally from Kigoma, Tanzania, Akinsanya now lives in Arusha and works for a local tour
company serving as a guide on day tours and safaris through the Serengeti and Arusha
National Parks and the Ngorongoro Conservation Area. He has a great sense oionat
pride and really enjoys his job because it lets him show off his home country while

simultaneously helping local conservation efforts.

He likes Tanzanian "Bongo Flava" hip hop musics friendly, extroverted and enjoys his
work. In-game, Akinsanya ignissing his pants and roams arond wearing red-polka dot

boxers.
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Model and Texture Data

Model Path Content/Models/Akinsan‘a.fbx
Siecular Maﬁ Path Content/ModeIs/Akinsaia siecular.lii
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Figure 11: Concept art by Sam Sawzin
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