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Document Overview 
This document discusses the game The 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 in Game Design 

& Development. It was designed during Winter of 20091 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 I contains 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 also included to document the 

ÔÅÁÍȭÓ ÐÒÏÇÒÅÓÓÉÏÎ ÆÒÏÍ ÃÏÎÃÅÐÔ ÔÏ ÐÉÔÃÈ ÔÏ ÄÅÓÉÇÎȢ 

4ÈÅ 'ÁÍÅ $ÅÓÉÇÎ $ÏÃÕÍÅÎÔ ÉÓ ÔÈÅ ÇÁÍÅȭÓ ÃÏÍÐÌÅÔÅ ÄÅÓÃÒÉÐÔÉÖÅ ÄÏÃÕÍÅÎÔȢ )Ô ÄÅÓÃÒÉÂÅÓ 

everything within the game including game mechanics, game assets, levels and all of the 

informatio n needed to create the play experience. 

The Technical Design Document is a description of the technical requirements needed to 

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

                                                           
1 7ÉÎÔÅÒ ςππωȡ 7ÉÎÔÅÒ Ȭπω ÑÕÁÒÔÅÒ ÁÔ 2)4ȟ $ÅÃÅÍÂÅÒ ɀ March. 
2 3ÐÒÉÎÇ ςπρπȡ 3ÐÒÉÎÇ Ȭ09 quarter at RIT, March ɀ May. 
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ÄÅÓÃÒÉÐÔÉÏÎÓ ÏÆ ÔÈÅ ÐÒÏÇÒÁÍȭÓ ÁÒÃÈÉÔÅÃÔÕÒÅȟ ÃÌÁÓÓ diagrams for both the game engine and the 

game components. 

Volume II 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 Research Papers outlining research work that was incorporated into the game 

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

related to a chosen research topic. 

At the end of the document is ÔÈÅ ÔÅÁÍȭÓ 0ÏÓÔ -ÏÒÔÅÍ ÒÅÐÏÒÔ ×ÈÉÃÈ ÃÒÉÔÉÃÁÌÌÙ ÁÎÁÌÙÚÅÓ ÔÈÅ 

ÄÅÖÅÌÏÐÍÅÎÔ ÃÙÃÌÅ ÁÎÄ ÒÅÓÕÌÔÉÎÇ ÇÁÍÅȢ )Ô ÄÉÓÃÕÓÓÅÓ ÔÈÅ ÇÒÏÕÐȭÓ ÓÕÃÃÅÓÓÅÓ ÁÎÄ studies areas 

that can be improved in future projects.  

At the close of the document are the appÅÎÄÉÃÅÓ ÃÏÎÔÁÉÎÉÎÇ ÐÉÔÃÈ ÓÌÉÄÅÓȟ ÔÈÅ ÔÅÁÍȭÓ ÆÉÎÁÌ 

presentation and their résumés.  
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1  

High Concept Document 
 

The High Concept Document is the first document produced during Winter 2009 describing 

ÔÈÅ ÇÁÍÅȢ )Ô ÐÒÅÓÅÎÔÓ ÔÈÅ ÇÁÍÅȭÓ ÐÒÅÍÉÓÅȟ ÔÈÅ ÄÅÖÅÌÏÐÍÅÎÔ ÓÃÏÐÅȟ ÁÎÄ Á ÐÒÅÌÉÍÉÎÁÒÙ 

business case. The High Concept Document was the document that underwent the most 

revisions as the original game concept evolved into what is now The Trip. 
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7ÈÅÎ ÔÈÅ ,ÉÇÈÔ $ÉÅÓȣ 9ÏÕ $ÉÅȦ 

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 hallucinations and 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 against 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 enemies and encroaching darkness. 

These tools draw their power from the party's generator (an Igloo 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. Periodically, the generator must be 

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



 
 
The Trip  High Concept Document 
  

[3] 
 

Cooperative team play is the main focus as a group of 2-4 players must work together and 

survive. They must face challenging scenarios like rescue, 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 traditiona lly defined by frightening content, over-the-top gore and a 

relentless pace. The ÇÁÍÅȭÓ ÔÈÅÍÅȟ ÔÈÅ dichotomy of light vs. dark, is expressed in the look 

& feel as well as the game mechanics. Players will laugh at getting scared while they master 

the skills necessary to survive. 

1.2 Development Scope 

The Trip ×ÉÌÌ ÂÅ ÄÅÖÅÌÏÐÅÄ ÁÓ Á ÇÒÁÄÕÁÔÅ ÃÁÐÓÔÏÎÅ ÐÒÏÊÅÃÔ ÕÓÉÎÇ -ÉÃÒÏÓÏÆÔȭÓ 8.! 

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 TripȭÓ aesthetics and gameplay style fall firmly into the category of survival horror.  

 The game's focus is on cooperative, strategic problem solving.  The Left 4 Dead series is an 

excellent example of a four-player cooperative game that falls into this genre. It was the 
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seventh best-selling game in December 2008 and was favorably received on both 

GameRankings.com [1]  and Metacritic [2]  (with a rating of 89/100).  

Unlike Left 4 Dead, The Trip is viewed from a shared, overhead perspective and emphasizes 

avoidance over confrontation.  Other games that have a similar perspective are Alien Breed 

Evolution (released December 2009), a sci-fi/horror shoot -ȬÅÍ-up, and Shadowgrounds 

(another shoot-ȬÅÍ-up released for PC in 2006, Metacritic rating of 74 [3] ). Shadowgrounds 

is successful at delivering an immersive atmosphere that is definitely frightening 

(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 by Gauntlet, has more recently seen success with 

games including Final Fantasy: Crystal Chronicles, Legend of Zelda: 4 Swords Adventures and 

Castle Crashers. These games require players to work cooperatively to achieve success but 

they also grant players freedom to neÇÁÔÉÖÅÌÙ ÉÍÐÁÃÔ ÔÈÅ ÇÁÍÅÐÌÁÙȭÓ ÏÕÔÃÏÍÅ ɉÆÒÉÅÎÄÌÙ ÆÉÒÅȟ 

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 player set.  

The target audience is for The 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 the Alien series of movies, The Abyss, The Descent, Pitch 

Black, Sphere and zombie horror like Dawn of the Dead, and 28 Days Later. 



 
 
The Trip  High Concept Document 
  

[5] 
 

Details for how The Trip compares to its competitors may be found in the Business Case of 

the Ȱ'ÁÍÅ 4ÒÅÁÔÍÅÎÔ $ÏÃÕÍÅÎÔȱ (page 13).  

1.4 References 
[1] Game Rankings. Left 4 Dead. Accessed online May 14th, 2010. Available online at 

http://www.gamerankings.com/xbox360/937407-left-4-dead/index.html 

[2] MetaCritic. Left 4 Dead. Accessed online May 14th, 2010. Available online at 

http://www.metacritic.com/games/platforms/pc/left4dead?q=left%204%20dead 

[3] MetaCritic. Shadowgrounds. Accessed online May 14th, 2010. Available online at 

http://www.metacritic.com/games/platforms/pc/shadowgrounds?q=shadowgrounds 

ɍτɎ *ÅÆÆÒÅÙÓȟ !ÌÅØȢ Ȱ7Å 0ÌÁÙ 3ÈÁÄÏ×ÇÒÏÕÎÄÓȣȱ 3ÔÒÁÔÅÇÙ )ÎÆÏÒÍÅÒȢ !ÃÃÅÓÓÅÄ ÏÎÌÉÎÅ -ÁÙ 

14th, 2010. Available online at 

http://www.strategyinformer.com/pc/shadowgrounds/review.html 

http://www.gamerankings.com/xbox360/937407-left-4-dead/index.html
http://www.metacritic.com/games/platforms/pc/left4dead?q=left%204%20dead
http://www.metacritic.com/games/platforms/pc/shadowgrounds?q=shadowgrounds
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2  

Game Treatment Document 
 

This document expands upon the High Concept Document. Written in Winter of 2009, it 

presents a high-level view of the game as well a detailed business case, notable technology 

features and the intended development scope. 
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7ÈÅÎ ÔÈÅ ,ÉÇÈÔ $ÉÅÓȣ 9ÏÕ $ÉÅȦ 

Tone Words: "Mock Survival", Teamwork, Comedy, Horror 

2.1 Overview  

It's a good day in Tanzania; three tourists are out on safari with their  laidback African guide 

and the savanna is opening up to reveal its incredible wildlife and exciting landscapes. As 

their reliable, old Jeep putters over the rolling plains, the passengers are blissfully unaware 

of a powerful virus spreading across the east coast of the country. After they unpack and 

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

When they wake up, the world has transformed, it's still dark but, now, the gentle savanna 

is now teeming with vicious monsters. The tour 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 their survival a fading possibility. As their waves of 

dementia increase, the group starts to believe their camping gear is an assortment of 

ÓÕÒÖÉÖÁÌ ÔÏÏÌÓ ÁÎÄ ÔÈÅÙ ÒÅÁÌÉÚÅ ÉÔȭÓ ÔÈÅÉÒ ÂÅÓÔ ÃÈÁÎÃÅ ÔÏ ÆÉÇÈÔ ÂÁÃËȢ 

The creatures in this psychosomatic adventure are sleek, intelligent and deadly. They creep 

through the darkness and harass the travelers waiting for the perfect time to strike. 

Fortunately, creatures are also photophobic; the group quickly realizes that light is their 

most powerful weapon. Soon, the group's sickness transforms all of their supplies into 

survival tools: the portable cooler becomes a gas generator, tent poles form into rifles and 
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sunglasses morph into night vision goggles. Using the generator and a set of portable lights, 

the crazed safari party sets off on a mission to survive the night and live through the 

madness world that they have unconsciously created. It 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 mosquitoes, the 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 savanna, a small safari group has been bitten. As the sun goes down, the collective 

madness takes hold. In their minds, the safari groupɂthe tour guide (a native Tanzanian) 

and three international touristsɂsee 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 wildlife, are 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. Light is the only weapon against 

the monsters that live in the dark. 
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Cooperative team play is the main focus of The Trip as groups of 2-4 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 

ÔÒÁÎÓÐÏÒÔȢ 5ÌÔÉÍÁÔÅÌÙȟ ÔÈÅ ÇÁÍÅȭÓ ÏÖÅÒÁÒÃÈÉÎÇ ÏÂÊÅÃÔÉÖÅ ÉÓ ÔÏ ÓÔÁÙ ÁÌÉÖÅ ÕÎÔÉÌ ÍÏÒÎÉÎÇ ×ÈÅÎ 

the viral symptoms start to wane. 

The story is told in a comedic sense where the viewer is aware of the charactersȭ altered 

state of mind but the characters are not. The viewer sees scenes from both the "real world" 

and the charactersȭ "madness" perspectives to highlight the absurdity of the charactersȭ 

actions. At the same time, the 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 toolsȟ ÏÒ ȰÐÅÒÉÐÈÅÒÁÌÓȱȟ draw their power from the party's generator (an 

Igloo 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. Periodically, the 

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

the party dies. 

The Trip is 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 
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frightening content, over-the-top gore and a relentless pace. The theme of dichotomy 

between light and dark is key for the game mechanics. The idea that everything is 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  

! ÇÁÍÅȭÓ ÃÒÉÔÉÃÁÌ ÐÁÔÈ ÉÓ Á ÌÉÓÔ ÏÆ ÅÖÅÎÔÓ ÔÈe user must perform in order to advance from the 

ÇÁÍÅȭÓ ÓÔÁÒÔ ÔÏ ÉÔÓ ÃÏÎÃÌÕÓÉÏÎȢ 4ÈÉÓ ÉÓ Á ÈÉÇÈ ÌÅÖÅÌ ÌÉÓÔ ÏÆ ÇÁÍÅ ÅÖÅÎÔÓ ÔÈÁÔ ×ÉÌÌ ÔÁËÅ Á ÐÌÁÙÅÒ 

to the end of the game. More detailed critical path information is listed in the Levels section 

of the Game Design Document (page 62). 

Critical Path  

¶ A brief introduction to begin the story 

 

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

¶ 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 
¶ The characters must find a Jeep which is located at the diagonally across the current 

location.  

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

peripherals and fuel quantity. 
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¶ The end point takes them to the next level. 

Level 3 
¶ The characters are split across 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. 

¶ Once the group is whole, they 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 
¶ The level starts at the beginning of a maze. 

¶ The maze may have some dead ends which forces the player to look ahead using 

peripherals like the tag gun or flare gun.  There is no road to lead the player. 

¶ The characters must navigate the maze and exit it which leads them to the antidote. 

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

2.4 Target Audience  

The target audience is for The Trip is 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 super-genre 

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 18-49 make up 49% of the market 

while gamers under 18 take up 25% of the player base [1].  That means The Trip is situated 

to take advantage of one of the largest segments of the gaming demographic. 

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

made up 27% of the market in 2009 [1].  
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In comparison with similar cooperative multiplayer titles, The Trip's target demographic is 

older (with some overlap) than the primary audience for Nintendo's The Legend of Zelda: 

Four Swords Adventures (released in Ȭ04) [3]  and Sqauresoft's Final Fantasy: Crystal 

Chronicles (also released in Ȭ04). Both games are rated E by the ESRB [2] , classified as 

Action/Adventure by the ESA and 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 per player). 

Conveniently, this demographic is also the primary audience for similarly-themed media 

like the Evil Dead series of movies, Beetlejuice, Zombieland and Ghostbusters. 

2.5 Development  Scope 

The Trip is being developed as a graduate capstone project for the 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 of The Trip project will each work individually on independent research 

topics covering the following areas: 

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

¶ Procedurally or dynamically altering game difficulty 
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¶ Anti-aliasing solutions for deferred shading 

¶ Opacity shadow mapping of particle 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 Platform. XBLI has been chosen 

as The Trip's 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 Trip is 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 3D, top down, 

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

In the past, there have been several successful, multiplayer-centric 

titles. Gauntlet popularized the concept in 1985 in its four-player arcade version. More 

recently, games like The Legend of Zelda: Four Swords Adventure (Gamecube), the Final 

Fantasy: Chrystal Chronicles series (Gamecube, DS, Wii, WiiWare), the Left 4 Dead series 

(PC, Xbox), the Army of Two series (PS3 Xbox), Resident Evil 5 (PC, PS3, Xbox) 

and Borderlands (PC, Xbox) have continued driving the style's success. On Xbox Live, 

smaller games such as Konami's Zombie Apocalypse and Castle Crashers from The 

Behemoth have been some of the fastest selling games in Live's history. In ten 
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months, Castle Crashers achieved one million unique players [4]  and Zombie 

Apocalypse topped the XBLA sales charts for several weeks after its release [5].  All of these 

games were built specifically to be played by multiple people simultaneously and the game 

play excels when the four people work together to achieve each game's goals. The Trip is 

similar to these games because it shares that main theme. 

Specifically, The Trip's light/dark mechanic that espouses the sense of safety in light and 

danger in darkness is reminiscent of Chrystal Chronicle's miasma and anti-miasma chalice. 

In that game players are constantly surrounded by damage-causing mist that is only 

warded off by a portable chalice. The chalice forces the party to remain together and 

requires teamwork to successfully coordinate chalice management and combat. Players 

caught outside the radius of the chalice take damage. While entering the darkness in The 

Trip doesn't necessarily cause damage to players, it does expose them to attacks from a 

much larger pool of enemies that remain primarily in the shadows. Chrystal Chronicles is 

also the inspiration 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 peripheral comes from The Legend of 

Zelda: Four Swords Adventures where each player is only able to carry one item at a time. 

The game uses this mechanic in conjunction with multi-part puzzles that require an 

assortment of items to complete. The Trip's system of peripheral management works in the 

same way, allowing each player to only manipulate one item at a time. In contrast with 

the Four Swords system where items can only be traded at predetermined locations, The 
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Trip 's players can drop, exchange and change the 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 in Four Swords generally only have a 

one correct solution). 

Konami's Zombie Apocalypse and Shadow Grounds are both cooperative games that exhibit 

the type of camera orientation, movement and controls that The Trip contains. Both games 

have an angled overhead camera view that is shared by all four players. The Trip is also 

similar to Zombie Apocalypse in 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 combines aspects from Gauntlet, Four Swords, Chrystal 

Chronicles and Zombie Apocalypse. The 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 is a comedic parody of the survival 

horror genre. This less-than-serious style has manifested itself recently in games 

like Borderlands and Left 4 Dead. Even Zombie Apocalypse treats its overarching horror 

story with a comedic sense by doing things like rewarding players for laughable kills such 

as sucking a zombie into the engine of a jet. 
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Castle Crashers, a game released on XBLA in 2008, is the closet match in terms of genre, 

rating and platform. It is categorized as "four player adventure" and rated "Teen" by the 

ESRB; it is the fastest selling game on XBLA with over one million unique players. In the 

game, up to four players cooperatively travel through linear levels using combat as the 

primary mechanic to advance. 

More mature games in the cooperative, survival horror genre include the Left 4 

Dead series, Zombie Apocalypse and Shadow Grounds. The success of these titles (Left 4 

Dead 2 has 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 market presents an interesting problem: it provides access to develop 

and deploy a game on the Xbox platform but games in the XBLI marketplace do not sell well 

and receive extremely low exposure to the Xbox community. 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 Xbox Indie store is often ignored by consumers 

and seldom (never?) publicized by Microsoft. Games released through XBLI are widely 

available but seldom played thanks to XBLI's obscurity [6] . 

Gamasutra and IGN have both called the Indie platform a failed experiment 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 Indie game Slide Colors, a well-made puzzle 

game reminiscent of Bejeweled, report 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 mark. RC-

AirSim and I MAED A GAM3 W1TH Z0MB1ES!!!1[sic] are the highest XBLI money makers [8]  

despite having a very low production value. RC-AirSim is 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. I MAED A 

GAM3 W1TH Z0MB1ES!!!1 is a parody top 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 in this 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 development experience and placing it on XBLI makes it easy to distribute and 
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showcase to potential employers. If the primary goal was to create a profitable title, it 

would not be developed for XBLI. 
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3  

Game Design Document 
 

The Game Design Document reflects a complete description of the game. Originally written 

during Winter 2009 before development began, most of the design document has been 

updated to reflect the state 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 section 7 Post Mortem (page 342).  
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7ÈÅÎ ÔÈÅ ,ÉÇÈÔ $ÉÅÓȣ 9ÏÕ $ÉÅȦ 

Tone Words: "Mock Survival", Teamwork, Comedy, Horror 

3.1 Game Overview 

A new virus has developed on the Tanzanian savanna. Carried by mosquitoes, the 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 savanna, a small safari group has been bitten. As the sun goes down, the collective 

madness takes hold. In their minds, the safari groupɂthe tour guide (a native Tanzanian) 

and three international touristsɂsee 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 wildlife, are 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. Light is the only weapon against 

the monsters that live in the dark. 

Cooperative team play is the main focus of The Trip as groups of 2-4 players control the 

safari party and fight to survive the night. As they carry their supplies across the savanna, 
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their survival is challenged in various scenarios: rescue, defend, explore, scavenge and 

ÔÒÁÎÓÐÏÒÔȢ 5ÌÔÉÍÁÔÅÌÙȟ ÔÈÅ ÇÁÍÅȭÓ ÏÖÅÒÁÒÃÈÉÎÇ ÏÂÊÅÃÔÉÖÅ ÉÓ ÔÏ ÓÔÁÙ ÁÌÉÖÅ ÕÎÔÉÌ ÍÏÒÎÉÎÇ ×ÈÅÎ 

the viral symptoms start to wane. 

The story is told in a comedic sense where the players are aware of the charactersȭ altered 

state of mind but the characters are not. The players see scenes from both the "real world" 

and the charactersȭ "madness" perspectives to highlight the absurdity of the charactersȭ 

actions. At the same time, 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 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 

toolsȟ ÏÒ ȰÐÅÒÉÐÈÅÒÁÌÓȱȟ draw their power from the party's generator (an Igloo cooler in the 

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

The Trip is 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 

fr ightening content, over-the-top gore and a relentless pace. The game mechanics revolve 

around the key theme: the dichotomy of light and dark. The idea that everything is an 

imaginary shared hallucination (and the characters are acting absurdly in reality) adds 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 board, The Trip exists 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 characters and aren't 

above a sudden scare. It straddles the line between ultra-realism and mildly cartoony 

caricatures. 

The game takes place 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 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 Sub-Saharan 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 drawn 2D, 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 party is on safari). 

Specifically, the levels will resemble rolling grassy hills with a scant smattering of skinny 

bent trees, watering holes, dirt roads and frontier-style amenities. 

Aurally, the focus is on creating tension and leading the players through the peaks and 

valleys of climactic moments in the madness world. When viewing the party 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 recognizable as 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: 

¶ Local, 2-4 player, cooperative play 

¶ Comedic survival horror style look & feel with a dark vs. light dichotomy 

¶ Game mechanics focused on resource management, teamwork, exploration, combat 

and survival 

¶ A system of powered tools (peripherals) that can be used together or individually to 

complete game goals 

¶ 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 guide from the local 

tour company, Ajabu Safaris. Their guide, Akinsanya, is traveling with them by Jeep, 

sightseeing and camping on the savanna. It is early autumn and plains are dry, hot and 

breezy. While the small party is out for the day, a mutated virus called "Quick Madness" has 

been infecting people all over south central Africa inducing hallucinations and causing the 

infected to act extremely paranoid. Fortunately, the virus's effects are short-lived and the 

human body naturally develops antibodies in roughly eight hours. Mosquitoes are the most 

common source for the Madness and the savanna is their natural habitat. 

As the safari winds down for the evening, the campers succumb to the 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 safari-goers decide to "gear up" and fight back. 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 world, they're 

donning bullet proof helmets, Kevlar vests and automatic weapons. The monsters are in the 

charactersȭ minds but they seem absolutely real; nobody 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 (mostly) empty savanna 

as they battle the monsters in their mind and try to "survive" the night. Meanwhile, when 

their guide doesn't check in with the tour company, the company assumes it's the virus and 
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sends a search party. However, the search party cannot find the infected travelers who 

have abandoned their "unsafe" campsite and headed into the night. They bring a generator 

(an Igloo cooler in reality), rifles (tent poles, umbrellas, large sticks), and a variety of other 

weapons and reconnaissance tools (junk from the campsite). 

Will the paranoid campers survive their viral hallucination? Will the safari rescue team 

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

3.5 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 surroundings 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 travels, 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 game world  as it is perceived in the shared 

hallucination of the virus-stricken characters. During live play, the players share that 

perception. Objects in the world are twisted analogs of real world counterparts. 

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

the nighttime savanna. It has a warm, heavily-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 sight. 

Figure 9 in the Art Bible (page 202) shows imagery that conveys the style 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 players experience it through cut scenes and special 

windows that appear during play. 

In the real world, the nighttime savanna is well-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 cooler, less 

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

Figure 10 in the Art Bible (page 203) shows imagery that conveys the style of the real 

world. 
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3.5.3 Ajabu Safaris  

!ÊÁÂÕ ɉȰÁ×ÅÓÏÍÅȱ ÉÎ 3×ÁÈÉÌÉɊ ÉÓ a small safari and tour company headquartered 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 three-person (one guide) trip in a single vehicle. 

3.6 Characters 

There are four 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 lbs 
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 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. Natively, he speaks Swahili but he 

is fairly proficient at British English. He has a great sense of national pride 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 his Jeep (when not 

in a conservation area). He is 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. 

 

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 lbs  

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 27-year-old male from Bathurst, Australia who has spent his whole life in New 

South Whales. Professionally, he is a mechanic, but he spends his free time as an amateur 

rally racer. He is an extreme gear-head and loves anything that is fast, exciting and 

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

Normally, the racing circuit only takes him around Australia but recently his racing career 

has been gaining momentum and he came to Johannesburg, South Africa for an exhibition 

race and auto show. On his return flight to Australia, he scheduled a stopover in Tanzania 

for a brief vacation (including a safari). 

 

 

Figure 2: Concept art for Brad  by Sam Sawzin. 
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3.6.3 Holly  

Holly  
Hometown  Manhattan, New York, United States  

Age 23  

Height  5'5"  

Weight  130 lbs  

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 from Manhattan. 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 itȭs 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 
description  

His physical appearance reflects his former outdoor lifestyle: 
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 executive, he has 

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

his demanding career 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. 

 

 

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 Terrorsȭ primary attack is a slashing motion which they 

perform automatically when they are in close proximity to a player. Drag - If a Terror is at 

the border between light and dark and a player ventures too close, the Terror will grab the 

player and drag them into the shadows. The dragging immediately stops if the Terror 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 attack. In 

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 special behavior models (such as when 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 have no 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 light, so the players are 

forced to engage or evade. Physically, they look like deformed humans with hazmat suits 

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

Since they're not afraid of light ÉÔȭÓ not necessary for them to have an aggression value that 

dictates when/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 make it into the final version of the 

game.  More details are available in the post mortem section (page 342). 






















































































































































































































































































































































































































































































































































































































































































































