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The Trip

Document Overview

This document discusses the gamd&he Trip in complete detail from conceptualization

through implementation. It was developed by a team of four graduate students from the
Rochester Institute of Technology as part of their Masters Capstone project@ame Dsign
& Development It was designed during Winter of 2009 and implemented in Spring of

20102

This document is a compilation of various documents produced throughout the course of
making The Trip. The document is divided into two volumes. Volume | contas High
Concept Document, Game Treatment Document, Game Design Document and Technical

Design Document.

The High Concept Document and Game Treatment Document all describe the game concept

in increasing levels of detail. Presentation Pitch Slides are alsocloded to document the

OAAI 80 POT COAOOETT &EOI I ATTAAPO O DPEOAE O A
4EA " AT A $AOECT $1 AOIi AT O EO OEA CAI A6O Aii bl
everything within the game including game mechanics, game assets, levels and all of the

informatio n needed to create the play experience.

The Technical DesigrDocument is a description of the technical requirements needed to

fully implement the game described in the Game Design Document. It has complete

17E1 OAO ¢nnwd 7ET OAO OnugMakiOAOOAO AO 2)4h $AAAI AAO
23 PpOET C ¢ 1 p9mdarted & BIE, MgchkMay.
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game components.

Volume Il of this document contains Art Bible, Individual Research Papers, Post Mortem

and Appendices.

The Art Bible is a compendium of game assets detailing the desired look, feel and style for
the characters, objects and environments found within the game. Each object, is described

along with conceptual and inspiration artwork.

Individual ResearchPapers outlining research work that was incorporated into the game

are included. Each member of thdeam was responsible for contributing individual work

related to a chosen research topic.

At the end of the document iOEA OAAI 80 01 OO0 -1 O0OATI OAPI OO xE
AAOGAT T I AT O AUAT A AT A OAOGOI OET ¢ C Atudkesaread AEOA

that can be improved in future projects.

O
>
ml
(@)

At the close of the document are the aghl AEAAO AT 1 OAET ET C DPE

presentation and theirrésumeés

[vi]



The Trip

Table of Contents

DOCUMENT OVEIVIEW ... eeieeeeeeee et eemmmmm e e et e e e e s emmmmmmme s eae e e s e s s emmmmmmmm s e ne s ense e smmmmmmmme s ennennrenneeYoaneens

Table Of CONLENTS.........uiiiiiiiiitermmme e emmmmmnnr et emmmmmmee e s s e s smmmmmmmme e nnneeee e e eee ML
VOIUME Lo cmmmmmeeme ettt ammmmmmmma ettt e e e s emmmmmmmms e e e e e s e s ssmmmmmmmm e+ 1000 XLV,
1 High CONCEPL DOCUMENL ...ttt e mmmmmmme s oo oo 21 mmmmmmmms e e e e e e e e e e e s smmmmmnnnes
I € 7= 1o 4[N o e | T @ o =T o S
1.2 DEVEIOPMENT SCOPE......cciiiiiiiiiiicemmmmmmme et ee e e e e e e e s s smmmmmmnns s ss e et et e e e e e s emmmmmmmms s e b s e e s e e e e s s
1.3 COMPEItIVE ANAIYSIS......iiiiiiii ittt vmmmmmmmms e e e e e e e e e e e e s smm— s e e st e e e e ne s s smmmmmmn
1.4 REIEIEINCES. ... iiiiiiie it iemmmer et emmmmmnne o4 et emmmmmmemt 4444k b et smmmnnnmt e
2 Game Treatment DCUMENL..........cooiiiiiiii et eemmmmnnre et smmmmmmmme e e et e et e e e e s mmmmmnnns s s
2.1 OVEIVIBW... ittt emmmmns et oottt emmmmmmnns 444442kttt 4 ¢ emmmmmmmmt £ 444 s et e+ 4 ammmmmmmnt £ 4R e e et e e
A C T ¢ 1 T3 o 1To | T 0] g ol 1 OO
2.3 CritICAl PAtN.......eiiieiieeeeeii e s e

PN D WM PR

[N
B o

DA - o [ B U T 1= o o = PP

[N
N

2.5  DEVEIOPIMENT SCOPE. ... .uuuuiiiiiiiiiie i icmmmmmm bt e s emmmmmms s s et et e+ 1211 s

=
N

2.6 TeChnOlOgY FEAUIMES ........ciiiiiiiiii s emmeee oo ememmemme ettt e e e e e e e e smmmmmmmms e et e e e e e e e s smmmmmn

[N
W

2.7 BUSINESS CAS . . eeu e eeemecee e et e e et e e vmmme e+t e e ettt v s+ e et e et et e v s e e e

[N
W

2.7.1  Competitive Analysis by MeChaniCs..............uuuiiiiiecce e

[N
ul

2.7.2  Competitive AnalysiS DY GENIE..........uvviviiiiiiicmmmmmmme e e e eeeeeee e e s emeemr e e smmmmmnns

=
(o2}

2.7.3  Competitive AnalysisS DY MarkeL........ccooiiiiiii it mmmmmmmm s e e e e e e e e e e s s

2.8 (RS (] (=Y A (61T TP

=
©

3 Game DeSigN DOCUMENL..........cooviiiiitieemmemmmeaeeseeseeeeeeemmmmmmct e s eeessssssss s smmmmmmmms s s s s eeeeeeesss mmmmmmnns

)
©

3.1 GAME IBIVIEW ..eeee ettt et eemmemmt e e et e et e e vmmmmmmm e et e e et et emmmmmmmn s s et e e e e et e e o e e e e
3.2 [ T0 ) 2= 1 [0 I T=T=) TSRO

N N
w N

3.3 FBAIUIES .o rrreemmme et mmmnn———— e et nenrnree
I N 14 = 111 PSP PPPPPPPP
1 78 T = 1 ] T
3.5.1 MAANESS WOTT......eeiiiiiiiiie e e s e
3.5.2 REAIWOIIG. ... et e e e e e e e s e
3.5.3  AJADU SAAlIS....cuiei i cceeee e e et emmm————— ettt s

NB 8 S

[vii]

H
£0

)
o



The Trip

I T O o = 1 = T3 (- £ T

3.6.1
3.6.2
3.6.3
3.6.4

3.7 [ L] 0 TSI PO

3.7.1
3.7.2
3.7.3

G T wd F- Y= o Ao 1o o S

3.8.1
3.8.2
3.8.3
3.8.4
3.85
3.8.6
3.8.7

3.9  Peripheral MECNANICS. ........uuuiiiiei i e e e e eeemeeeees e e s e e e e e e e e e e e ee s smmnn
40....

3.9.1
3.9.2
3.9.3
3.94
3.95
3.9.6
3.9.7
3.9.8

3.10.1
3.10.2
3.10.3
3.10.4
3.10.5

F N 1T 017
2 = Lo USROS
1R

R 217> 1.0 PR

BLIC=] 0 £
F N0 BT 01§ =] £

JB ittt e ——————— et r———— et s mmmmm————— ettt e e een

IMOVEIMENT. ... eeemmmenr s e ettt e e s emmmmmmnns s s e
38....
38

3 0] o T OO U OUPPPPPTN
TOQQIE PEIPNEIAL......cciiiiiiiiiteeemeeene et rmmmmmeeme ettt e e e e e s smmmmmmmns e e e e e e e e
=10 B T =T 0] =] = (0 PSP
I e mmmm————— et e 4444 ammmmnnnnr s et et e e e e e e e an

R VIV . ..ottt ettt et sttt e et et ettt ettt r—————— s

Portable Peripherals..............ooiiiiii e e
Deployable Peripherals.............ooooiiiiiiceeeeemmiicie i eee e e emmmemmme s
Weapon PeriPheralS. ...... ... icceeeees et emmmmmmmme ettt e e
T STo = 1 o = PSP POPP PP
FUBT DIAW.... ittt et e et mmmmmmmns 4441t emmmmmmmnn e
INTEINAI RESEIVE ... .ttt rmemme oo e e e e s et e e e e e e e e ammmn
RALEOT FIr€ ..ottt ammmmmmme et e e mmmmmmm e
Projectile SPEEM..... . ettt
G 700 10 T o 1 1] = | SR
HEAIN ..o ettt ettt e e e e
LV S ettt v e e e ettt m———————— 1 rmmmm———— ettt ettt e et mmnnnnnns s
)72 1 =T PP SR SPPPPPPTN
PaNIC MOMENT.......ci oot rrmmmeec oo mmmmmmmmr et e e e e e e e smmmmmmmns e et e e e e e s emmmmmmnns

DIBATN. ... ettt a———————— e ettt ot e e aes

[viil]

27....

217..

28....
30....

31...
32..
32...
34

35...

35..

.36.

38...

39
39...

39...

40

41..

Al....
41

A4l

42

42

43
A43.
A3...
A3....

43..
43

45....



The Trip

G 20 15 O =T 1= -
TN I 7T o 1 L= @ 1=
[ = L 0 T o R

3.12.1
3.12.2
3.12.3
3.12.4
3.12.5
3.12.6
3.12.7
3.12.8
3.12.9
3.12.10
3.12.11
3.12.12
3.12.13

3.13  ArtIficial INTEIGENCE ......co it mmmmeeeme ettt e e e e e e e e s smmmmmmmns e e et e e e e e e e

3.131
3.13.2
3.13.3
3.13.4

3.14.1
3.14.2
3.14.3
3.14.4
3.14.5

R I N - 1 [T 1 ([0 IS o (=1=) 0 T T OO

3.15.1
3.15.2
3.15.3
3.15.4
3.155

LTt L= = 1o TP PP
FUBL. et rrmmmmmmr et e oot ettt e oo smmmmmnnnn e e e e s
= 1] =T o o PP PP
RS Lo | T | SRR
1K= 1 T o
FIAIE GUNM ...ttt e me e mcmmmme e e e emmmmmmnns 4444t et
FIAMETNIOWET ... eemmmeee et mmmmmnmmr et e e e e e smmmmmmnns ettt e e e e e s emmmmmmnns

Stationary LIGNt.........ouuiiii e eeeeererer e s e e e e e e e e e e s
S7.

LU T =LA o

ProxXimity LIGNT ...t e

L= T O T o

Path FINAING.........ooo i eeeeeeee s e e e e e mmeemms e e e e e e e
[ Lo g )Y S T=T 0 F= 1Y/ o
D1 =01 (o ] S PP PPPP
SPAWNINGENEIMIES. ... eiiiieiiiii i e ettt eeemmmmm s e e e e e e e e e e s emmmmmmmmt e e s eeeesseesesrnn
I S I Y= OO PP OPPP
(Y E= T oI =T 1T Lo PP PP PPUPPPPPP
Levell: Tripping AIONG........coooiiiiiiiiiiieeeeeemm e e e e e e e e emmmmmmmme e e e e e e eee s et e mmmemmms e as
LeVEl 2: CRASEU......uiiiiiiiiiiie ettt et 44 e
LeVel 3: The CRaSM.......cuiiiiiiiii et eemmmmms e em
Level 4: The ANUAOTE...........uiiiiiiiiii e s e

LEVEI L. ettt ammmmmmmma ettt e e pmmmmnn e
LEOVEI 2. ettt ettt ettt e
[0 PP PP IPPPPPP
LEVEI 4. emmmmmemr ettt ettt et e

[ix]

43.
46..

Al.
48.

49...

50...
al.
S2.
a3..
S4..
55
56.

9.
60
60
61
61..
62..
62
62
63...
65
bi...

69....
.70

1.
1.
12...
12...
12...



The Trip

0 ST AN [ 1o PP PP PPP
3.16.1
3.16.2
3.16.3  SOUND EffECES....ceiiiiiiiiiiiie e cmmmeeme et mmmmmmns et ammmmmnne

0 A | 01 (=] =Tt PP PPPO
B.L17.1 SCIEEIN FlOW...cciiiiiiiiiiiiitemmmmeee oo cmmmmmmmms ettt et e e e e e s smmmmmmmns e e et e e e s e s
3.17.2 Screen and MenuU DeSCIPIONS. .......uuuuuuuuiiimmmmmmme e e eeeeeeee e e e emmmmmeees s see e smmmmmnns

I S B O] 11 (0] OO PPPPPPO
3.18.1
3.18.2 Menu CoNntrolS REFEIENCE. .........uuiiiiiiitieemmme ettt emmmmenr e e

4 Technical DeSigN DOCUMENT..........uuuuiiiiiiiiocccmmm st simmmmmms s s mmmmmmmms e e e e

4.1 High Level ArChItECIUIE........uue it eeemmmmm s s e e e e e e e e e e s s e e e eee s beeeenrnn

4.2  Development TECNNOIOGY. ........ccoiiiiiiiiiceermeeemr et e e e e e e e smmmmmmmns ettt e e e e s emmmmmmmma bbb

42.1
4.2.2
4.2.3
42.4

G T O00 10 V<Y 4 (0] 1SR

431
4.3.2
4.3.3
4.3.4
4.3.5
4.3.6

4.4 DarkneSS BQINE........oovvuuiiuiiiuiiimmmmmmmmeeeeeeeeeeeee e s immmmmeemssss e et saas s smmmmmmmms e e eeeeeeeeesssmmmmnnnts

44.1
4.4.2
4.4.3
4.4.4
4.4.5
4.4.6
4.4.7

INEEITACE SOUNUS ... e ittt ettt et et st e e e e e et s e s e e e e en e e e v

IN GAME COMTOIS REIEIENCE. . ...uieeeiee e ecemeeme e et e e e et semmmmmmmt e et a e e s e e e s emmmmmmmm e e

o = L1 0] o PP
Language and SOfWAIE...........oooiiiiiiiiceeeemmmeee e ee e e e emmmcmmmme e e e eeee et e emeemmms e es
TOOIS. ettt eeemmmem e e e s e e e e e e e ettt ettt ettt mnnmm————_a e e e e e ettt e e eeenrrren

ProducCtion ENVIFONMENT......c..ieeieeee e eceemcee et e et e e e vmmmme s e et e e en e e e smmmmme s e e e e

COAING STANUAITS...... .t mmeerme e e e e e e e e e e e e e e e ammn
NamMING CONVENTIONS........cooiiiiiiii i ecceeeeemr e e smmmmmmmme e e e e e e e e e e e e e s mmmennnnr s s as
Do To18 ] 0 0= o1 =1 (0] o N OO PP P R
COAINGSTYIE .ttt e et o444 e
DIrECIONY STIUCIUIE.....ceiiiiiiiiiiiiitttcmmmmmmmms e e e e e eeeee e e e s smmmmmner s s ae et smmmmmmmm e e e e e s eeeeeees

1 L3N NN F= 0 1] o OO PP PP PP

Y0 18] o B} 1 (= o 4 PP
INPUL SYSTEML...iiiiiiiiieiii ittt eeemmmmm e emme ettt bbb mmmmmmmma e e e e
HUD SBEEM ...t e ettt emmmeea e ettt smmmmns e e e e et e s
SCIEEN SYSTBIML...ceiiiiiiiiiii i ettt tmmmmmmnns b s smmmmmmmme e ettt et e e e e e s mmennes
SCBNESYSIEIML ..t eeeemeenr b sttt e ettt e st mmmmnnmns e e
TeITAIN SYSIEIM....u i iiiiiiiiiiis e e e eemmmmmme e e et e e e e s emmmmmmmme e e e e e et e e e s smmmmmmmm e e e e et ea s e e s smmnnn

[T | 1S3 21 (=1 o o PP PP PP

X

13

L3
(4

AS)
16
89...
89

89..
Qq.
91.

93..
93..

95..
96...
97

98
a8
101..

102
103
103

106
108
109
112
116
120

13....

AT

93....

94....

97....



The Trip

4.4.8 =T a0 (=T Yo IS YAS] (] 1o PP PPPPSPUPPR 7. |
4.4.9 LOF= 10 01T = T Y] (=] PSS USPPPPPRPSR B 10
4.4.10  SALEllite SYSTEIM .. ...uiiiiiiiiiiiiii e cmmmmmm et semmmmmmms e e e LD O
4.4.11  COllISION SYSIEIM....uuuiiiiiiiiie s s i s e e e e e eeee st emmeemmms s e e e e e e e smmmmmmmmt s s e eeeeeenessseene L QD
4.4.12 PartiCle SYSIEM.......ooiiiiiiiiii i immmmmmmei et e e s emmmmmmmms e ammmmmmmm s emmmeeel a3 O
4.5  CONENE PrOCESSOIS.....uuiiiuuiiiiss s i e e ettt eeeee s mmmmmmmms s e s e e e s s emmmmmmmmt s e e e eeeennnsnsmmmmmnn L P2
45.1 DarknessModelPipeling...........uuvuiiiiiimmmmmmme e eemeeemre v smmmmmmmme e e LA
45.2 DarknessSkinnedModelAnimation................eeevvviccccee e e LA4
4.5.3  LeVEIDALA.......ccciiiuiiiiii i imereeee ettt et mmmmmmmms e e smmmmmmnns oo e« LAO
T I 1= I 1 o OSSP PUPPPPPPRRPY: 1 7 488
4.6.1 Game Camera SYSIEML......ccooi it mmmmmmmm e e e e e e e e s smmmmmnnr e e e nnnenn s LA
4.6.2 Game Satellite SYSEIM..........ccuvvurirrimmmmmmmmreeeeeeeeeeeeesimccmmmemresessssssssnnssmmmmmmmmseeeeeeeee e s OO
4.6.3 GAIME SCIEENS.......iiiiiiieeieeetmmemmmmms s s s e e e s st ettt e e e e e ee e s mmmmmmmms s e s e e s smmmmmmne L OO
4.6.4  GaAME RIMICIES ....ovviiiiiiiiii i cemeeememe ettt e e smmmmmmems et e et e e e e s emmmmmmmms b eseee e e e e e s emmmmmn L OO
4.6.5  GaAMEODJECL.....cutuiiiiuiiiiie s immmmmmmme e e eeeeeee e e e s emmmeeeeess s s s e smmmmmmmmeeseeeeseesesessmnnnnnnnsss LOO
4.6.6 PErPNEIAIS. ... rremmmr et e e e e e e e emmmmmmens s O [
4.6.7 o o YT T RPPRRPRPPPIN - V22
4.6.8 T U U POPPPPPPPPPN I =7 8
4.6.9 ENEMY.. .t eeeemmmm ettt mmmmmmmm e e e e s s e e e e nee e LOD)
0t O Y 1Y/ = TV = PPN I = ¢
4.6.11 AvoidableLight SYSIeML.........c.ccoiiiiiiiimmmeeeemeee e smmmmmmmme e emmmmmmmm e LB
4.6.12 HeEAIN ..o e e e e e s emmmmmmnnr e eeeees OO
4.6.13 Game HUDS........oooiiiiii it imeemme e emmemmmmme et emmmmmmmme e e enen e e e s emmemmmmme . LD O
4.6.14  LeVEIMANAGEL.......ccciuiiiiiiii i mmmmme e mmmmmnmmt e e e e e e rmmmmnnee e DO
4.7 LeVEI EQLON ..ot emmmmeme e emmmmmmnme et emmmmmnme e e e vmmmmmmnms s neees LD
RV 40 11 0 0= 1 OO PP PPPPPPPPPPRPPN Ko ¥ 4
LS N 1 0 = o PP PPPPPPPPPPN L | o
LG 00 Y Y 1Y = U PUUPURRRR I 1 I8
oI T 1 1] T PP PPPPPPPPPNYl 0
521 MadNESS WOII........oeeiiiiiiiiiiiimcmmeemeiiieeeeeee s ammmmmmmm s emnnn 200
5.2.2 REAI WO, e e 201
5.3  LOAAING SCIEENS ....cciiiiiiiiiiiii i ceeeeeeeeree e ettt e e e e e e s smmmmmmmms e tese e e e e e e e s smmmmmmmms e e s e e e s smmmmmmnms 2O

[xi]



The Trip

6

5.3.1
5.3.2
5.3.3
5.3.4

5.4 HEAUS UP DiSPIAY.....uuuuuiiiiiiiiiii ittt emmmme st e 11 e

54.1

LR T O g = 1 = Te3 (=TGR = g 1< 0 4 1SR

5.5.1
5.5.2
5.5.3
554
5.5.5

5.6 GAME ODJECES. ....cciiiiiiiii i eemmmmeme ettt emmmmmmnns ettt e e e e e e emmmmmmmms sttt e
HANG GUN....ooiiiiiiiieeeemmeeee e mmmmmnnms ettt e e e e e e s ammmmmmmns s ettt e e e e e s emmmmmmmma e

5.6.1
5.6.2
5.6.3
5.6.4
5.6.5
5.6.6
5.6.7
5.6.9
5.6.10
5.6.11
5.6.12
5.6.13
5.6.14

5.7 Other ViSUAI EffECES. .. e ettt et et e et et e e e e e e e et e e e e

5.7.1
5.7.2

5.8 ANIMALION QNG POSES. ... oottt et e et e e s e s e et e e e e e e

Independent ReSearch TOPICS ......coooo i e eeeeeeeeer s

Levell: Tripping AIONG........coooiiiiiiiiiiteeeemmmmeee e s e s e e e e e e s e e eeeeaeessee s mmmmmmmms e ee
LeVel 2: CRASEA........eeiiiiiiiiiiimmmenr e emmmmmnnne et emmmmmnmt e smmnn
Level 3: The CRaSIM........ooiiiiiiiteeeeee e e e e e e rmmmmmmmns e e e e e e e es
Level 4: The ANTIOOTE. ........cciiiiiiiiscmmmememe et emmmmmmmme et mmmmmmm e

GameplaySCreen HUD..........oooiiiiiii i immmmmmm e s e

F (1572 1177 OO PP PPPPPPPPN
2] =T PP P PPPPPPPPN
10
VIKIIM .ot rmmmmmmme et e e e oo 4444 rmmmmmmnns e ettt et e 4o emmmmmmmna e e

L IC=T (0 £

= 1] (ST o PP PP
SPOL LIGNL. .. e rmmmnnnnnr e
1= 1 T o P
FIAMETNIOWET ... eeeeeeeme e rmmmmmeens ettt e e e e s emmmmmmmma et s e
FIAIE GUN....coiiiiiii e et emmmmns e e et emmmmmmnns 444ttt
LIS L (=2 9T o P TP PP P PP PO RSP
StatioNAry LIGhL.. ... eemeeeee e mmmmnmeme e e e e e e
ProxXimity LIGNT ...oeeeeeieiiiiiii i cmmmmmmmms e e e e e e e e er et e s smmmmmmmms e e e e e e e e e e e e s e
(12 LS 02 o B PP P PP PPPPP
(=T 01T = (o PP PRRR

UL e e ettt et et ettt et s rmm————— ettt et rmmm——— e aas

(2T Lo 1 L0 4 1] ] £

POSEPTOCESSING .....uuiiiiiiiiiiiee et emmmme e et e e e e e e e e e

[il]

204
204
205..
205.
205
205

201

208

211,

214.
217
220

222

224
225
226
227
228

.229

230

231

232
233
234
235.
236
236

237

237

241,



The Trip

Satellites: An Alternative Approach to Dynamic Split Screen in Local MuRiayer Ceoperative
(7= 1 41 OO PP PP PP - 32

Probabilistic Decision Network with Feed Forward Reinforced Learning for Dynamic Difficulty
AdJUSTMENT IN VIAEO GAMES.....uiiiiiiiiiiiiie i emmmmmmmme e emmmmmmmm e s e e eD O

Anti-Aliasing Solutions for Deferred Shading................vvvvvimmmmmr e eeeee e 299
Opacity Shadow Mapping of Particle SYSteMS............euiiiiiimcccim e een3 203

A =01 0\ o4 (=T o PP PPRPRPPPRNC 7
% R 4T o] 1= 4 =T g1 =) o TR 7. X
7.1.1 DeSigN CRANQES........coviiiiiieiiiimmmmmmme e e e e emmmmmmmm e smmmmmmmms s s s S D
7.1.2  Technical ChanQES........uuuuuiiuuueiiimmmmmmmmi e e e eeeeeeeee s emmememeere s sstaana s s smmmmmmmme e e e e eeeeeeeees QD

7.2 ATCAS Of SUCCESS ....iiiiiiiiiiiiicemeemmemr ettt e e e e e s s s smmmmmmnns ettt e e e e e e s emmmmmmmms s ssse e e e e e s smmmmmmmms 10 13D O
7.2.2 Lighting & POStPIOCESSING.....cccciiiiiieieeeee v e e e e e e e e e e s emmnnne e 0 DD
7.2.3 PrOJECT SCOPE. ... .ttt et s e e e O [
7.2.4  DOCUMENTALION. ...cciiiieiiiiiiiiiitemmmmmmme e e e e e e e e e e s s smmmmmmnms s e et e e e e e e e s s smmmmmmmns s s e e e e e e e e e e e emmmmma DO
7.2.5  Team @emistry, Division of Labor and Task Scheduling..................cccccceeeee........358

7.3 Areas for IMProVEMENT........ccoiiiiiietemmmeeee e mmmmmeeme et e e e e e e e smmmmmmmmr e e e e e e e e e e e 3D Do
7.3.2  NAITALVE ..oeeiiiiiiiii e eemmmmmi ettt emmmmmnne et emmmmmmmmt e 21 e e e s smmmmmmmne « 00 3OO
7.3.3 U]yt g V==Y [] o o OO ORI SOPPPPPPPPPPPPRRRRNNC o1 0
7.3.4  Xbox Optimization and Deployment.........cccceeieiiiiicccccce e eeemmmem e300
7.3.5 Level DeVvelOPMENT.........ooiiiiiiiiieeeee oo remmmmme e e e mmmmmmmme e e e e e e e e e e e 00 23O

T4 FUIUIE WOTK ..o e mmmmmmeme et e e e e e e e e e e smmmmmmmnr s e e e e e e o QO
7.4.1  Optimize and deploy 0N XBOX.......uuuuiiiiiiiiii et emmemmmm e e e e e e e e smmmmmmne QO L
7.4.2  Continue adding gameplay CONENL.............c.uuvvviimmmmeccce e e mmemmmnme e e e e e e 30200
7.4.3  GaAmMe DAIANCE..........oiiiiiii et et emmmmee 3O

S T ©o ] [od U1 o o PSP PPPPPPPPPPRPPP. (s V.2
Appendix A: PItCh PreSentation.............ouiiiiiiceeeeeemee ettt e e smmmmmmems et e e s emmmmmmmms e a3 DD
Appendix B: Final Presentation SHAes............oooiiiiieeeeeeeecie e eeeemmem e S D
APPENAIX C: RESUMES ....ceiiiiiiiieii i immmmmeeest ettt et e e e s emmmmmmmms bbbt e e e e s smmmmmmmms s s et smmmmmmmm e o2 o000 SO0

[xiil]



The Trip

Volume

High Concept Document

Game Treatment Document

Game Design Document

Technical Design Document

[xiv



The Trip

1
High Concept Document

The High Concept Document is the first document produced during Wint@009 describing
OEA CAi A8 )O POAOAT OO OEA CAIi A6O DPOAI EOAR OF
business case. The High Concept Document was the document that underwent the most

revisions as the original game concept evolved into what is nowhe Trip.

(1]
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Tone Words: "Mock Survival”, Teamwork, Comedy, Horror

1.1 Game High Concept

A new virus has developed on the Tanzanian savanna carried by mosquitoes that induces
temporary madness. The infected suffer from vivid hallucinationsrad an extremely altered
state of mind. This is a game about a small safari group comprised of the tour guide (a
native Tanzanian) and three international tourists who contract this virus. In their minds,
the tourists see themselves fighting for survival aginst an endless army of nocturnal
predators. In reality, the group is alone in the wilderness pretending their camping gear is

weaponry and recon equipment.

The imaginary enemies, inspired by the real savanna wildlife are a vicious breed that live in
the darkness and hunts the brave heroes. Light is the primary weapon against the

monsters that live in the dark.

Survival is the primary goal maintained through teamwork, resource management and
combat. The team has a variety of tools to ward of the enemiaad encroaching darkness.
These tools draw their power from the party's generator (anlgloo cooler in reality) and
give the team a variety of ways to create and modify light. In exchange, the team must
carefully manage the generator's power supply. Periadally, the generator must be

refueled with resources from the "madness" world. If the power dies, the party dies.

(2]
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Cooperative team play is the main focus as a group of2players must work together and
survive. They must face challenging scenarios likeescue, defense, explore, scavenge and

transport.

The Trip is surreal, "mock survival" horror with a stylized theme. The phrase "mock
survival" describes the genre because it's intended to be a humorous take on the survival
horror style that is traditionally defined by frightening content, overthe-top gore and a
relentless pace. TheCc AT A6 O O didhdtolnl of ykt As. dark is expressed in the look
& feel as well as the gameechanics. Players will laugh at getting scared while they master

the skills necessary to survive.

1.2 Development Scope

N s e o~ oA

The Trip x E1 1 AR AAOGAT T PAA A0 A COAAOAOA AADPOOI
framework for potential distribution through the Xbox Live Indie game program. The four
member development team is responsible for Game Design, Engineering, Quality Assurance

and Deployment of the game.

1.3 Competitive Analysis

The Tripd &esthetics and gameplay style fall firmly into the category of survival horror.

The game's focus is on cooperative, strategic problesolving. The Left 4 Deadseries is an

excellent example of d&our-player cooperative game that falls into this genre. It was the

(3]
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seventh bestselling game in December 2008 and wagavorably received on both

GameRankings.conil] and Metacritic[2] (with a rating of 89/100).

Unlike Left 4 DeadTheTrip is viewed from a sharedoverhead perspective and emphasizes
avoidance over confrontation. Other games that have a similar perspective akéen Breeal
Evolution (released December 2009)a scifi/horror shoot -O A-lip, and Shadowgrounds
(another shoot-O A-lip released for PC in 2006, Metacritic rating of 7[8] ). Shadowgrounds
is successful at delivering an immersive atmosphere that is definitely frighteng
(according to a review on Strategy Informer[4]). The Trip highlights exploration and

resource management.

There are also successful games that rely on cooperative multiplayer as their primary
mechanic. The play style, popularized bysauntlet,has more recently seen success with
gamesincluding Final Fantasy: Crystal Chronicles, Legend of Zelda: 4 Swords Adverantes

Castle CrashersThese games require players to work cooperatively to achieve success but

they also grant players freedomton€ AOEOAT U Ei PAAO OEA CAI APl AUG
theft of shared resources, murder, etc). This secondary mechanic has potential to add

tension since it can force a degree of diplomacy into the group dynamic of the playsst.

The target audience is fofThe Trip is gamers 15 to 35 who enjoy cooperative multiplayer
and the survival horror genre. Conveniently, this demographic is also the primary audience
for similarly -themed media like theAlien series of movies,The AbyssThe Descent, Pitch

Black, Spherand zombie horror like Dawn of the Deadand 28 Days Later.

[4]
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Details forhow The Trip compares to its competitors may be found in thBusiness Case of

the®' Al A 40AAOI Apade1d)i AOI Al 06

1.4 References

[1] Game Rankings. Left 4 Dead. Accessed online May 14th, 2010. Available online at
http://www.gamerankings.com/xbox360/93740éft-4-dead/index.html

[2] MetaCritic. Left 4 Dead. Accessed ané May 14th, 2010. Available online at
http://www.metacritic.com/games/platforms/pc/left4@éad?g=left%204%20dead

[3] MetaCritic. Shadowgrounds. Accessed online May 14th, 2010. Available online at
http://www.metacritic.com/games/platforms/pc/shadowgrounds?q=shadowqgrounds
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14th, 2010. Available online at
http://www.strategyinformer.com/pc/shadowgrounds/review.html
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The Trip

2
Game Treatment Document

This document expands upon théligh Concept Document. Written in Winter of 2009t
presents a highlevel view of the game as wék detailedbusiness case, natble technology

featuresand the intended development scope.
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Tone Words: "Mock Survival", Teamwork, Comedy, Horror

2.1 Overview

It's a good day in Tanzanigthree tourists are out onsafari with their laidback African guide
and the savanna is opening up to reveal its incredible wildlife and exciting landscapeAs
their reliable, old Jeepputters over the rolling plains, the passengers are blissfully unaware
of a powerful virus spreading across the east coast tiie country. After they unpack and

set up their campsite they watch an amazing sunset that plunges them into darkness.

When they wake upthe world has transformed, it's still dark but, now, the gentle savanna
is now teeming with vicious monsters. The tar group has unknowingly contracted the
virus and it's slowing driving them insane. In reality the four travelers are just wandering
around at night but they see a shared hallucination that's pitting them against hordes of
imaginary monsters and making tkeir survival a fading possibility. As their waves of
dementia increase the group starts to believe their camping gear is an assortment of

OOOOEOAI O1TT10 AT A OEAU OAAI EUA EO60O OEAEO AA

The creatures in this psychosomatic adventurera sleek, intelligent and deadly. They creep
through the darkness and harass the travelers waiting for the perfect time to strike.
Fortunately, creatures are also photophobigthe group quickly realizes that light is their
most powerful weapon. Soonthe group's sickness transforms all of their supplies into

survival tools: the portable cooler becomes a gas generator, tent poles form into rifles and

[7]
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sunglasses morph into night vision goggles. Using the generator and a set of portable lights
the crazed safa party sets off on a mission to survive the night and live through the
madness world that they have unconsciously created. Will take teamwork to push back

the darkness and find a cure to a virus that they don't know they've contracted.

2.2 Game High Concept

A new virus has developed on the Tanzanian savanna. Carried by mosquito® virus
infects new hosts immediately and induces temporary madness. While the effects are short
lived (hours), the infected suffer from vivid hallucinations and an extremely kered state of

mind. This is a game about four of its victims.

On the savanna, a small safari group has been bitten. As the sun goes down, the collective
madness takes hold. In their minds, the safagroup? the tour guide (a native Tanzanian)
and three international tourists? see themselves fighting for survival against an endless
army of nocturnal predators. In reality, the group is alone in the wildernessgrantically
waving innocent camping gear around like weaponsThey move through the night
wielding tent poles and pocket knivesbelieving themselves to be heavily armed but in

mortal peril .

The imaginary enemies, inspired by the real savanna wildlifare a vicious breed that lives
in the darkness and hunts the brave heroes. To escape this imagined dengthe safari
team gathers their supplies and heads into the unknown. Light is the only weapon against

the monsters that live in the dark.

(8]
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Cooperative team play is the main focus dfFhe Trip as groups of 24 players control the

safari party and fight to survive the night. As they carry their supplies across the savanna,

their survival is challenged in scenarios like rescue, defense, explore, scavenge and

OOAT OPT 0OO8 51 OEi AGAT Uh OEA CAI A0 1T OAOAOAEET C

the viral symptoms start to wane.

The story is told in a comedic sense where the viewer is aware of the characteadtered
state of mind but the characters are not. The viewer sees scenes from both the "real world"
and the character§"madness" perspectives to highght the absurdity of the character$

actions. At the same timgthe characters are oblivious to the fact that they're sick and they

take their survival missions extremely seriously.

Survival is the primary objective and it is achieved through teamwork, resource
management and combat. Fortunately, a variety of tools exist in the "madness” world to
help the safari party survive against the imaginary enemies and ward off the encroaching
darkness. These tools 1T O Ob A @dwbieiA govdr ftoinfthe party's generator (an
Igloo coolerin reality) and give the team a variety of ways to create and modify light. In
exchange, the team must carefully manage the generator's power supply. Periodically, the
generator must be refueledwith resources from the "madness" world. If the power dies,

the party dies.

The Tripis surreal, "mock survival,” horror with a stylized theme, especially in the virus
induced "madness” state. The phrase "mock survival" describes the genre because it's

intended to be a humorous take on the survival horror style that is traditionally defined by

(9
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frightening content, overthe-top gore and a relentless pace. Théheme of dichotomy
between light and dark is key for the game mechanicsThe idea that everything § an
imaginary, shared hallucination (and the characters are acting absurdly in reality) adds to
the comedy. Players will laugh at getting scared while they master the skills necessary to

survive.

2.3 Critical Path

I CAI A6O0 AOEOEAAI eudeintustgedormiin order@@dvande frdndthel OO OE
CAi A6O OOAOO OI EOO Ai1 Al OOEI 18 4EEO EO A EEC
to the end of the game. More detailed critical path information is listed in theevels section

of the Game Dsign Documen{page62).

Critical Path
1 A brief introduction to begin the story

Level 1
1 The characters start at their safari campsite, protected by the glow dfeir campfire.

1 The level has a relatively linear path directing characters toward the destination
point. Power ups and fuel are scattered along the path. Optional areas to explore

branch off from the main path.

Level 2
1 The characters must find aleepwhich is located at the diagonally across the current

location.
1 There are several paths the lead to the final location, each path having different

peripherals and fuel quantity.

[10]
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1 The end point takes them to the next level.

Level 3
1 The characters are split acnss opposite sides of a fault line which they cannot cross.

Only one side has a generator.
They must navigate to the end of the fault line where they can be reunited.
1 Once the group is wholethey are free to explore the map. A road located beyond the

edge of the fault line will lead them to the end of the map.

Level 4
1 The level starts at the beginning of a maze.

1 The maze may have some dead ends which forces the player to look ahead using
peripherals like the tag gun or flare gun. The is no road to leadthe player.
1 The characters must navigate the maze and exit it which leads them to the antidote.

1 On retrieving the antidote the level ends and credits roll.

2.4 Target Audience

The target audience is foiThe Tripis primarily male gamers 15 to 35 who enjoy
cooperative multiplayer and the comic horror genre. According to the Entertainment
Software Association, comedic, survival horror falls within the supegenre
Acton/Adventure which accounted for 25.3% of game sales in 2009. The ESA also notes
that the average game player is 35 years old and gamers-48 make up 49% of the market
while gamers under 18 take up 25% of the player bagd]. That meansThe Tripis situated

to take advantage of one of thargest segmentsf the gaming demographic.

The Trip's target rating from the Entertainment Software Rating Board is "Teen" which

made up 27% of the market in 20091].

[11]
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In comparison with similar cooperative multiplayer titles, The Trigs target demographic is
older (with some overlap) than the primary audience for Nintendo'sThe Legend of Zelda:
Four Swords Adventuregeleased in ©4) [3] and Sqauresoft'sFinal Fantasy: Crystal
Chronicleqalso released in®4). Both games are rated E by the ESRRB], classified as
Action/Adventure by the ESAand both sold roughly 300,000 units[1] (note that these
sales figures are depressed partially due to the fact that both games required a Gamecube

and one GameBoy Advance pelayer).

Conveniently, this demographic is also the primary audience for similarithemed media

like the Evil Deadseries of moviesBeetlejuice Zombielandand Ghostbusters

2.5 Development Scope

The Tripis being developed as a graduate capstone projectrfthe Rochester Institute of

Technology's Game Design and Development program.

It is being developed in C# / XNA for deployment on the Xbox console.

Following the final submission, the game will be released on the Xbox Live Indie platform.

2.6 Technology Features

The members ofThe Trip project will each work individually on independent research
topics covering the following areas:

1 An alternative approach to dynamic split screen in local multiplayer games

1 Procedurally or dynamically altering game difficuly

[12]
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1 Anti-aliasing solutions for deferred shading

1 Opacityshadow mapping ofparticle systems

2.7 Business Case

In this section, we examine The Trip competitively by genre and mechanics and then
analyze the success of similar games on the Xbox Live Indie PlatfoXBLI has been chosen
as The Trips distribution platform because it provides valuable Xbox development
experience for the development team and it serves as a convenient demonstration platform

for the game as a portfolio piece.

2.7.1 Competitive Analysis by Mechanics

The Tripis a game designed specifically as a cooperative multiplayer adventure. Four
players work together using puzzle solving, resource management and strategic combat
skills to complete the game. It is intended for the Xbox Indie platform as a 3bp down,

adventure. The narrative is a comedic parody of the survival horror genre.

In the past there have been several successful, multiplayarentric
titles. Gauntletpopularized the concept in 1985 in its fourplayer arcade version. More
recently, games likeThe Legend of Zelda: Four Swords Advent(amecube), thd-inal
Fantasy: Chrystal Chronicleseries (Gamecube, DS, Wii, WiiWare), theft 4 Deadseries
(PC, Xbox), theArmy of Twoseries (PS3 Xbox)Resident Evil FPC, PS3, Xbox)
and Borderlands(PC, Xbox) have continued driving the style's success. On Xbox Live
smaller games such as Konami'sZombie Apocalypseand Castle CrasherBom The

Behemoth have been some of the fastest selling games in Live's history. ten

[13]
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months, Castle Crasherachieved one million unique players [4] andZombie
Apocalypseaopped the XBLA sales charts for several weeks after its releagd. All of these
games were built specifically to be played by multiple people simultaneously and the game
play excels when tke four people work together to achieve each game's goalBhe Tripis

similar to these games because it shares that main theme.

Specifically, The Trigs light/dark mechanic that espouses the sense of safety in light and
danger in darkness isreminiscent of Chrystal Chronicles miasma and antimiasma chalice.
In that game players are constantly surrounded by damageausing mist that is only
warded off by a portable chalice. The chalice forces the party to remain together and
requires teamwork to successfullycoordinate chalice management and combat. Players
caught outside the radius of the chalice take damage. While entering the darknessThme
Trip doesn't necessarily cause damage to playerg does expose them to attacks from a
much larger pool of enemieghat remain primarily in the shadows.Chrystal Chronicless
also theinspiration for the portable peripheral system since the game's chalice is just that,

a portable ward against the deadly miasma.

The idea that each player is in charge of a single peineral comes fromThe Legend of
Zelda: Four Swords Adventureghere each player is only able to carry one item at a time.
The game uses this mechanic in conjunction with muMpart puzzles that require an
assortment of items to completeThe Trigs systemof peripheral management works in the
same way, allowing each player to only manipulate one item at a time. In contrast with

the Four Swordssystem where items can only be traded at predetermined locationg,he

[14]
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Trip's players can drop, exchange and changde item they're using at any time. This
permits a greater degree of freedom in terms of item usage and allows for the possibility of
puzzles with multiple correct solutions (the puzzles inFour Swordsgyenerally only have a

one correct solution).

Konami's Zombie Apocalypsand Shadow Groundare both cooperative games that exhibit
the type of camera orientation, movement and controls thathe Tripcontains. Both games
have an angled overhead camera view that is shared by all four playefhe Tripis also
similar to Zombie Apocalypsm terms of controls and play style related to combat. The
game includes simplified aiming which takes place in 2D space and weapons that all

function in a similar and intuitive manner.

The final result is a game that combinesaspects fromGauntlet Four SwordsChrystal
Chroniclesand Zombie ApocalypseThe pedigree set by these games shows there is an

audience for this family of mechanics.

2.7.2 Competitive Analysis by Genre

On top of the gameplay rests the game's narrative which éscomedic parody of the survival
horror genre. This lessthan-serious style has manifested itself recently in games
like Borderlandsand Left 4 Dead EvenZombie Apocalypsgeats its overarching horror
story with a comedic sense by doing things like rewaing players for laughable kills such

as sucking a zombie into the engine of a jet.

[15]
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Castle Crashers game released on XBLA in 200& the closet match in terms of genre,
rating and platform. It is categorized as "four player adventure" and rated "Teerfly the
ESRB it is the fastest selling game on XBLA with oveyne million unique players. In the
game up to four players cooperativdy travel through linear levels using combat as the

primary mechanic to advance.

More mature games in the cooperative, swival horror genre include theleft 4
Deadseries,Zombie Apocalypsand Shadow GroundsThe success of these titlesLéft 4
Dead 2has sold over three million units) supports the assertion that gamers enjoy

cooperative Action/Adventure titles.

2.7.3 Competitive Analysis by Market

The Xbox Live Indie markefpresents an interesting problem:it provides access to develop
and deploy a game on the Xbox platform but games in tBLI marketplace do not sell well
and receive extremely low exposure to the Xbox communit¥one possible reason for this is
that XBLI releases tend to have extremely low production quality and Microsoft does not
offer any useful ways for players to sort through the mountain of bland content and find
the worthwhile fare. For these reasons the Xbolndie store is often ignored by consumers
and seldom (never?) publicized by Microsoft. Games releas¢hrough XBLI are widely

available but seldom played thanks to XBLI's obscurityf] .

Gamasutra and IGN have both called the Indie platform a failed expaent since games

(even well made games) receive such little visibility and the API is restricted (compared to
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other Xbox marketplaces). The makers of the IndigameSlide Colorsa wel-made puzzle
game reminiscent ofBejeweledreport that their Indie sales dropped to zero 11 days after

release[6][7].

The Indie sales chart for 2009 shows only two games breaking the $100,000 maRG
AirSimand| MAED A GAM3 W1TH ZOMB1ESdlare the highest XBLI money makerg3]
despite having a very low production alue.RCGAIrSimis a remote control plane simulator
ported to XBLI from Windows. It has simplistic graphics, minimal features and its
popularity is focused primarily in a niche audience of model plane hobbyists MAED A
GAM3 W1TH ZOMBI1ES!iH a parody bp down shooter that has earned popularity as a
humorous novelty. The game features a single level where the protagonist fights an
unending wave of zombies while the programmer sings about how he "made a game with
zombies in it" throughout the soundtrack.Both titles are popular thanks to support from

their niche audiences.

The pros inthis situation come from the extremely low market expectations on the XBLI
platform. A game of significant quality has a lot of potential to stand out amid the average
XBLI submissions. The unfortunate downside is that even the most successful XBLI titles
will linger in relative obscurity when compared to their potential on alternative
distribution platforms [8]. Fortunately, the main goal of The Trip is to serve as a
professional portfolio piece for the development team. The experience provides valuable

Xbox cevelopment experience and placing it on XBLI makes it easy to distribute and

[17]
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showcase to potential employers. If the primary goal was to create a profitable titlet

would not be developed for XBLI.
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3
Game Design Document

The Game Design Document reflectscomplete description of the game. Originally written
during Winter 2009 before development began, most of the design documehas been
updated to reflect the stae of the game at the end of development. Some sections have

been left from the original document because their absence from the final game is

discussed in sectior7 Post Mortem (page 342).
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Tone Words: "Mock Survival", Teamwork, Comedy, Horror

3.1 Game Overview

A new virus has developed on the Tanzanian savanna. Carried by mosquitod® virus
infects new hosts immediately and induces temporary madness. While the effects are
short-lived (hours), the infected suffer from vivid hallucinations and an extremely altered

state of mind. This is a game about four of its victims.

On the savani@, a small safari group has been bitten. As the sun goes down, the collective
madness takes holdIn their minds, the safari group the tour guide (a native Tanzanian)
and three international tourists? see themselves fighting for survival against an endless
army of nocturnal predators. In reality, the group is alone in the wilderness frantically
waving innocent camping gear around like weapons. They move through the night,
wielding tent poles and pocket knives, believing themselves to be heavily armed but in

mortal peril.

The imaginary enemies, inspired by the real savanna wildlifare a vicious breed that lives
in the darkness and hunts the brave heroes. To escape this imagined danger, the safari
team gathers their supplies and heads into the unknown. Lighs$ the only weapon against

the monsters that live in the dark.

Cooperative team play is the main focus dofhe Trip as groups of 24 players control the

safari party and fight to survive the night. As they carry their supplies across the savanna,

[20]
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their survival is challenged invarious scenarios rescue, defewl, explore, scavenge and
OOAT OPT 008 51 OEi AOGAT Uh OEA CAi A8O T OAOAOAEEIT C

the viral symptoms start to wane.

The story is told in a comedic sense wherthe players are aware of the charactestaltered
state of mind but the characters are not. Thplayers see scenes from both the "real world"
and the character®"madness" perspectives to highlight the absurdity of thecharactersd
actions. At the same tire, the characters are oblivious to the fact that they're sick and they

take their survival missions extremely seriously.

Survival is the primary goal and it isachievedthrough teamwork, resource management
and combat. Fortunately, a variety of tools exigh the "madness" world to help the safari
party survive against the imaginary enemies and ward off the encroaching darkness. These
toolsh 1T O O b AdbevEnEirdpOwei fior the party's generator (an Igloo coolerin the
real world) and give the team avariety of ways to create and modify light. In exchange, the
team must carefully manage the generator's power supply. Periodically, the generator must

be refueled with resources from the "madness" world. If the power dies, the party dies.

The Tripis surreal, "mock survival,” horror with a stylized theme, especially in the virus
induced "madness" state. The phrase "mock survival' describes the genre because it's
intended to be a humorous take on the survival horror style that is traditionally defined by
frightening content, overthe-top gore and a relentless pacelhe game mechanics revolve
around the key theme: the dichotomy of light and dark. Ae idea that everything is an

imaginary shared hallucination (and the characters are acting absurdly in realityadds to
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the comedy. Players will laugh at getting scared while they master the skills necessary to

survive.

3.2 Look and Feel

Across the boardThe Tripexists in a slightly 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 characterand aren't
above a sudden scare. Istraddles the line between ultrarealism and mildly cartoony

caricatures.

The game takes plee primarily 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 weaponspbls
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. Oftethese objects also take on characteristics

of SubSaharan African tribal art.

In contrast, the real world, which is seen in cut scenes, is 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 drawn2D, players view the humorous parallels to

the real world while simultaneously immersing themselves into the madness world.
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Locales in both versions of the world exist in the Tanzanian savanna (the partyas safari).
Specifically, the levels will resemke rolling grassy hills with a scant smattering of skinny

bent trees, watering holes, dirt roads and frontierstyle amenities.

Aurally, the focus is on creating tension and leading the players through the peaks and
valleys of climactic moments in the madngs world. When viewing theparty through a real
world lens, the game's sound should lighten the mood and put more focus on the absurdity

of the dilemma the characters are experiencing.

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

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

3.3 Features

The game features several mechanics and systems designed to promote frantic,
cooperative, engaging and fun play

1 Local, 24 player, cooperative play

1 Comedc survival horror style look & feel with a dark vs. light dichotomy

1 Game mechanics focused on resource management, teamwork, exploration, combat
and survival

1 A system of powered toolgperipherals) that can be used together or individually to
complete game goals

1 The ability to adjust game difficulty dynamically based on player performance
Anti-alias solutions for deferred shading

Dynamic split screen
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3.4 Narrative

Brad, Holly and Vikram are on holiday in Africa. They've contracted a guidiem the local
tour company, Ajabu Safaris. Their guide, kinsanya, is traveling with them by Jeep,
sightseeing and camping on the savanna. i$ early autumn andplains are dry, hot and
breezy. While the small party is out for the daya mutated virus called "Quick Madness" has
been infecting people all over south central Africa inducing hallucinations and causing the
infected to act extremely paranoid. Fortunatelythe virus's effects are shortlived and the
human body naturally develops antibodies in roughly eight hours. Mosquitoes are the most

common sourcefor the Madness and the savanna is their natural habitat.

As the safari winds down for theevening,the campers succumb tohe virus and awaken in

a paranoid hallucination (the "Madness" world). It's a big transformation from the calm
savanna; the group is surrounded by darkness and vicious creatures are lurking in the
shadows. The mad safargoers decide to "gear up" and fighback. In the real world, the
main characters are gathering their camping supplies, throwing pots on their heads,
hunting vests on their chests and hoisting tent poles as rifles. In the madness waridey're
donning bullet proof helmets, Kevlar vests an@utomatic weapons. The monsters are in the
charactersdminds but they seem absolutely reglnobody on the safari realizes that they've

been infect and they're experiencing the madness.

The game's story follows the campers on their journey across the (mogjlempty savanna
as they battle the monsters in their mind and try to "survive" the nightMeanwhile, when
their guide doesn't check in with the tour companythe companyassumes it's the virus and
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sends a search partyHowever, the search party cannot fid the infected travelers who
have @andoned their "unsafe" campsite and headd into the night. They bring a generator
(an Igloo coolerin reality), rifles (tent poles, umbrellas, large sticks), and a variety of other

weapons and reconnaissance tools (junkom the campsite).

Will the paranoid campers survivetheir viral hallucination? Will the safari rescue team

arrive with medical help?Will anyone survive the nigh? And the pandemic?

3.5 Setting

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

"real" (non-infected) world.

The story takes place on a south ogral 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 trave]they
encounter dirt roads, "frontier" -style landmarks, buildings and eventually, a small village

where the rescue team has established a mobile treatment center.
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3.5.1 Madness World

The madness world represents the gameworld as it is perceived in the shared
hallucination of the virus-stricken characters. During live play, the players sharethat

perception. Objects in the world are twisted analogs okal world counterparts.

The madness world is characterized by engulfing darkness. There is no moon to illuminate
the nighttime savanna. It has a warmheavily-saturated palette and the colors are often
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 sigh

Figure 9 in the Art Bible (page202) shows imagery that conveys the stg of the madness

world.

3.5.2 Real World

The real world is the setting as it exists without the veil of madness. The characters never
see it from this perspective but the playes experience it through cut scenes and special

windows that appear during play.

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

saturated colors, sharp and clear. The sky is cloudless and full déss.

Figure 10 in the Art Bible (page 203) shows imagerythat conveys the style of thereal

world.
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3.5.3 Ajabu Safaris

l EAAO | OAx AOT | A$malEshfari2ind AolrEEdmipatly hEa@quartered in Arusha
Tanzania. They offer day and overnight sightseeing trips through three of Tanzania's best
national preserves the Serengeti, the Ngorongoro Conservation area and the Arusha
National Park. They have a small collection of Jeeps and Land Rovers which the guides use

to ferry tourists through the parks. A safari can range in size from twenty people (five

vehicles, five guides) to a small thregperson (one guide) trip in a single vehicle.

3.6 Characters

There arefour playable characters in the game. Three of them are tourists embarking with

Ajabu on an overnight safari. The fourth is the Ajabu guide.

3.6.1 Akinsanya

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

Originally from Kigoma, Tanzania, Akinsanya now lives in Arusha and works fol@cal tour
company serving as a guide on day tours and safaris through the Serengeti and Arusha
National Parks and the Ngorongoro Conservation Area. Nativelye speaks Swabhili but he

is fairly proficient at British English. He has a great sense of nationaride and really enjoys
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his job because it lets him show off his home country while simultaneously helping local

conservation efforts.

He likes Tanzanian "Bongo Flava" hip hop music and often blasts if from Bsep(when not
in a conservation area). Hes friendly, extroverted and enjoys his work. While he doesn't
have much interest in traveling abroad he does love learning about the foreigners he

escorts on his guided trips.
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Figure 1: Concept art for Akinsanya by Sam Sawzin.

3.6.2 Brad
Brad
Hometown Bathurst, New South Whales, Australia
Age 27
Height 6'1"
Weight 180 Ibs
Hair Dirty blond
Skin Tone White but heavily tanned
Blood type O+
Physical description He is tall with a rough and rugged look (he is a mechanic).
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Brad is a 27year-old male from Bathurst, Australia who has spent his whole life in New
South Whales. Professionallyhe is a mechanicbut he spends his free time as an amateur
rally racer. He is an extreme geahead and loves anything that is fast, exaitg and

outdoors. He is very bright (especially when it comes to higend autos) and physically fit.

Normally, the racing circuit only takes him around Australia but recently his racing career
has been gaining momentum and heameto Johannesburg, South Ata for an exhibition
race and auto show. On his return flight to Australishe scheduled a stopover in Tanzania

for a brief vacation (including a safari).

Figure 2: Concept art for Brad by Sam Sawzin.

[29]



The Trip Game Design Document

3.6.3 Holly
Holly
Hometown Manhattan, New York, United States
Age 23
Height 5'5"
Weight 130 Ibs
Hair Red
Skin Tone White
Blood type A
Physical description She's attractive but thoroughly overdressed for this trip.

The only female on the safari is an American froriMlanhattan. Holly graduated from NYU
with a degree in journalism paid for by mommy and daddy. She thought being a news
reporter would be glamorous but her first assignment put her on a plane to Africa to

investigate the rumors of the mad virus.

While not unintelligent, she has a tendency to come across ditzy because she is so out of
her element.She catches on quick but & quite apparent that she would be much more at

home reporting on the first lady's shoes than a safari adventure.
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Figure 3: Concept art for Holly by Sam Sawzin.

3.6.4 Vikram
Vikram
Hometown Mumbai, India
Age 27
Height 5'10"
Weight 155
Hair Black
Skin Tone Brown
Blood type AB
Physical His physical appearance reflects his formeoutdoor lifestyle:
description slender and of medium height.

Originally from Mumbai, Vikram was forced by his friends to take a vacation to Tanzania in

order to take a break from work. Due to a stressful job as a finance executie has

developed a short temper. He was a very active and 'outdoorsy' person in his childhood but

his demandingcareer has made him give up his outdoor activities.
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Vikram likes watching cricket and playing video games in his free time. He is friendly but
has a tendency to snap at people if he believes they are doing something wrong. Though he
was forced by his friends to go initially, he is looking forward to the trip and hopes it will

help him reflect on his career and loosen him up a bit.
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Figure 4: Concept art for Vikram by Sam Sawzin.

3.7 Enemies

3.7.1 Terrors

Individually, Terrors (the monsters in the "madness" world) have a limited number of
behaviors. This behavior is dictated by their location, status of their immediate area and an
internal variable that dictates their level of aggression. Terrors favor dark/shadowy areas
over well-lit parts of the map and will only enter lit areas if forced or if they become

adequately aggravated.
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Primary attack (claw attack) - the Terrorsoprimary attack is a slashing motion which they
perform automatically when they are in close proximity to a player. DragIf a Terror is at
the border between light and dark and a player ventures too closéhe Terror will grab the
player and drag them into the shdows. The dragging immediately stops if th&@error is

illuminated or injured.

If Terrors are suddenly illuminated while in shadow they will automatically retreat to the
safety of the shadow unless their aggression level is high enough to provoke an akamn

this case they will rush the players and attack.

Terrors can also give away their location in the shadows by activating their bio

luminescence.

Finally, there are special cases that will cause Terrors to ignore their normal behavior and

activate spedal behavior models uch aswhen they get hit with the "tag gun”).

Terrors resemble salamanders with spiky backs. They have unnaturally large claws and a
big head with large gnashing teeth. The head and feet are larger than the rest of the body.

They haveno eyes.
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Figure 5: Concept art for Terrors by Sam Sawzin.

3.7.2 Aid workers

The aid workers are special enemies that appear in level four. They're stronger than the
Terrors but they don't move as quickly. They're also not afraid of lighso the players are
forced to engage or evade. Physicallyhey look like deformed humans with hazmat suits

grafted to their bodies and elephant tusks protruding from their mouths.

Since the/'re not afraid of light E Ondt@ecessary for them to have an aggression value that

dictates whenl/if they enter the light.

Their attacks are 1.5 times as powerful as a terror claw attack.

Unfortunately, due to limited time, this feature did not maketiinto the final version of the

game. More details are available in the post mortem sectigpage342).
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