The Trip

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,
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their survival is challenged invarious scenarios rescue, defewl, explore, scavenge and
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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.
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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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3.7.3 Jeep

The Jeep is an enemy exclusive to level two. It starts the level fleeing from the players and
travels in a circuit through a circular part of the level. Once the players relocate theep
and attack, the Jeep stops fleeing armeginsfighting back. It charges towards players, turns

slowly, roars and attacks again.

It's not afraid of the light but it can still take damage from light emitting weapons. It does

not have an aggression level.

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 mortesection (page342).

3.8 Player Actions

This section describes the different actions and events that can occur during gameplay. The
primary actors during a game session are split into players: the characters controlled by
the user, enemies: theAl-controlled opposition and peripherals: the in-game objects that

allow players to interactwith enemies and the world.

This section refers to various controls the details of which can be found in secti@18.1In
Game Controls Referenom page89. This section also refers to various mechanics relating
to the properties of peripherals which are affected by various player actions. These are

clarified in the section following this one @.9Peripheral Mechanicen page40).
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3.8.1 Movement

The worlds in The Tripare based on height maps. Players can traverse in any direction on
the X Z plane and move automatically on the Y axis based on the height of their current

location.

The player movemaent is blocked by the generator and terrain. The players collide with the

generator and cannot move up sloped parts of a terrain.

Using the Movement Controlswill move the player in the direction pressed. If there is a
obstacle in that direction the playercannot move there. Movement takes place in camera
space, meaning pressing up on the movement control will always move the player towards

the top of the screen.

3.8.1.1 Speed

Uninhibited player movement happens at a single speed. Player movement can be slowed if
the player is encumbered bytasks such as pushing the generatoPlayers move a speed of
twenty world units per section (20 wu/s) normally and slow to 12.5 wu/s when they are

pushing the generator.

3.8.1.2 Rotation

Players always face their targeting reticle. Movig the reticle about their model will cause

them to rotate in place and face the reticlelhe reticle is also used for targeting.
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3.8.1.3 Targeting

Each player has a targeting reticle on the screen during game play. The reticle can be
moved anywhere on the screerby using the left analog stick. It determines the direction
the player faces. The reticles will be unique to so that each player is easily able to
distinguish their individual reticle (see Art Bible section5.4.1.207 Player Colorson page

207). The reticle cannot move off the screen.

3.8.1.3.1 For Weapons

If the player is using a weapon, the reticlendicates the position where the player is aiming.
When the player fires a weaponthe weapon's projectile(s) will travel from the player's
location toward the reticle and impact on the first object intersecting the path. While the
reticle can be anywhere on the screen, some weapons are ranged and are therefore
potentially unable to reach every position on the screen at a\gn time. If the reticle is
beyond the range of the weapon then the weapon's fire will travel up to its maximum range
toward the reticle before stopping. Other weapons g$uch asthe flare gun) fire their
projectiles in an arc so the reticle's position is usd to determine the angle of fire (again up

to the weapon's maximum range).

3.8.1.3.2 For Handheld Peripherals

Since the reticle dictates the direction the player is facingt inherently also dictates the
direction handheld peripherals face. For items like the sgbght and goggles it indicates the

direction for the player to face while using the items.
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3.8.1.3.3 For Deployable Peripherals

When the player is carrying a deployable peripherathe reticle will be used to indicate the
direction that the player intends to deploy their item. All deployables (except the gas can
which is thrown in the direction of the reticle) are deployed immediately adjacent to the
player.

3.8.2 Pick up
Peripheralscanbe picked up with thePickup Button.

This will pick up a peripheral from the ground if it is in range.
Players must be next to the peripheral in order to pick it up.

If the player is already holding a peripheral, the peripheral must bdropped first.

= =2 =A =4 -

The same rules of picking up peripherals also apply to picking ufuel.

3.8.3 Drop
1 A peripheral that is held can be dropped at any time with th€ickup button

1 It will automatically be dropped when the player draws a stored weapon (it will not
be dropped if the playe presses thestore button while they do not have a stored
weapon)3

1 When the peripheral is dropped by pressing théickup Button, the hand gun is
drawn.

1 When the player is holding adeployable peripheralwhich is on, it will be deployed.
Otherwise, it will be dropped.

1 Portable peripheralswill maintain their on/off state when they are dropped

3.8.4 Toggle Peripheral
1 Non-weapon peripheralshave an on/off state which can be togglethy tapping the

Activate Button

3 The ability to store and swap weapons was not implemented. S&el.1.8Ammo,WeaponSoring and Friendly
Fire in the Post Mortem (pag€l18).
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3.8.5
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3.8.6

3.8.7

When aportable peripheral is on, it will consume powver regardless of whether it is
held.

Portable peripherals do nothing when they are off. They have to be on to function.
When adeployable peripheralis on, it will not start consuming poweror functioning

until it is deployed (dropped)

Drag Generator
A player can grab hold of the generator if they are close enough by holding the Grip

Button. If the button is released, the player will release their hold on the generator.
While being held, the player can drag the generator while they move.

While gripping the generator the player moves at a reduced speed

The generator cannot be turned on and off with the Activate Button

Players cannot pick up other items while holding the generator.

The player can aim while holding the generator but they will not turn to facehe
reticle until the generator is released.

Players cannot fire while gripping the generator.

Fire

Weapon peripherals and the hand gun are fired whenever théire Buttonis
depressed The button can be held down for continuous fire.

Weapons always firedat the player's reticle.

Weapon peripherals that do not use projectiles will consume fuel at a steady rate
while being fired. The fuel draw of otherweapon peripheral depends on its rate of

fire.

Revive

A player can revive a fellow player who is engaged ia panic moment (see sectior8.10.4

Panic Momenton page43) by holding down the Revive Button while standing next to the
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player. The button must be held down until the downed player is fully revived fothis to

work.

3.9 Peripheral Mechanics

Peripherals are objects that players capick up, hold, push/pull or use.Peripherals can be
found scattered around the world.All peripherals must be powered by agenerator. Some
only draw power when they are used and sme draw power whenever they are on.

Drawing power from a generator consumesuel.

All peripherals also have a reaivorld analogthat describes what they actually are in
the real world. The appearance of the peripherals in thenadness world is reminiscent @

those analogs.

Details about how the players interact with the peripherals are found in the previous

section.

3.9.1 Portable Peripherals

Portable peripherals are carried by the player and can be toggled on and off by tapping
the Activate Button. They draw powe from the generator at a steady rate while they are

on.

Portable peripherals maintain their on/off state independently of being dropped and

picked up. In other words, if a player picks up &ntern, turns it on, and then sets it down,
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the lantern will remain on while it sits on the ground. To turn it off a player must pick it up,

toggle it off and then set it back down.

3.9.2 Deployable Peripherals

Deployable peripherals are peripherals that arearried and powerless until they are

"deployed". Once deployed th@eripheral cannot be moved.

3.9.3 Weapon Peripherals

Weapon peripherals are held and fired. They only draw power when they are fired. The
player can fire a single shot by tapping th€&ire Button or holding the button down to fire

continuously at a rate dependenbn the nature of the weapon.

3.9.4 Effect Range

Certain peripherals have a limited range of effect. This value is expressedwnorld units
(wu). For example, peripherals that are light sources will only project their light for a
certain distance before the lght dies out. For theflare gunor the tag gun this refers to the

range of effect of the flares and tags they shoot, not how far the gun itself can fire.

3.9.5 Fuel Draw

Fuel draw is how much power a peripheral draws per second while it is on and within
the power range of a generator. Different peripherals use different amounts of fuel but all
peripherals require some fuel. Some items consume discrete integer amounts of fuel when

used, but others consume fuel continuously over time.
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For generators, fuel draw rders to how quickly the generator burns fuel while it is
powered on. Theprimary generator is always burning some fuel to keep its light powered

however this amount is extremely low compared to any other object which consumes fuel.

All peripherals and geneators have a fuel draw attribute. It is expressed in either fuels per

shot (f/shot) or fuels per second (f/s).

3.9.6 Internal Reserve

Deployable peripheralshave an internal fuel reserve that is filled when they are deployed.
While a generator is in range, theperipherals will draw from the generator. But if a
generator is not in range, they will draw from their internal reserve. Internal reserves

are depleted at the same rate as the peripheral draws fuel from the generator.

Internal reserves cannot be refilledonce they are depleted. Similarly, fuel cannot be taken

or recovered from a deployed peripheral.

3.9.7 Rate of Fire

Rate of fire is how many shots are fired per second (shots/s). This only applies to weapons
and peripheralsthat fire discrete projectiles. All items that dobullet damagehave a
projectile speed for the bullets. Any weapon peripherals that doot have this property can

be fired continuously.

[42]



The Trip Game Design Document

3.9.8 Projectile Speed

Weapons that fire projectiles have a projectile speed property that describes how fast

projectiles from weapons move inworld units per second (wu/s).

3.10 Combat

3.10.1 Health

Each player has a fixed amount of health that is decremented each time the player
takesdamage. Each player begins each level with a health value of 100 Hpt (points).

Enemiesalso have health with a maximum value of 108p.

3.10.2 Lives

Lives do not exist in the traditional game sense. Instead, when a player's health is depleted
they experience aPanic Momentwhere the player is incapacitated and a brief window of

time opens wherethey can either be rescued or permanently killed.

3.10.3 Damage

When players are attacked by enemigsor when they are hit by fire their healthis
decremented based on thattack/damage type. The amount of damage done is expressed

in a number of hit points (hp).

3.10.4 Panic Moment

) £# OEA Pl AUAOSO EAREROE xEOI DAT DHAIOAt the b &b E A

panic moment the player's character is knocked down and becomes immobile. As this

[43]
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happens the player's model gives off a radial burst of light that temporarily pushes away
nearby enemies. Once this brief moment of invulnerability (about 2 seconds) is over
enemies are once again free the attack the downed playérhe player will drop all fuel,

peripherals, and release the generator when they enter a panic moment.

When the player enters gpanic moment, an internal thirty second timer is activated. If the
incapacitated player is not rescued by a fellow player before the timer expires theme
player is permanently dead and cannot rejoin the game until the level is reset or the next
level begins. Each successful enemy attack on the downed player takes additional seconds

from the timer and increases the speed at which the player perishes.

Downed players can be rescued by their eplayers. To do thisa fellow player must stand
near the panicking player and use the Revive Button to revive their downed comrade. The
revival process is not instantaneous and completion takes 5 seconds. Attacks ore th
reviving player (the non-panicked player) do not affect the revival process (aside from

giving damage to the reviver).

Players who are successfully revived receive a fractional amount of their total health based
on the number of times they have been knded down. The following chart displays halth

values for revived players:

Panic Moments

Number of panic moment Health after successful revive
1 50%

2 25%

3 12%

4 Death
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If a player's health is depletednore thanthree times during a single level then the player is
no longer eligible for panic moments, they progress dirett to the permanent death state

until the next level.

3.10.5 Death

When a player enters the permanent death state he/she can no longer play the game.

If playing in a team, the team may choose to continue without the dead player, or they may
restart the level. If they manage to complete the level all dead players will be revived and

may play again in the next level.

3.11 Camera

4EA AAI AOAG O 1 OE AMiaDddirEfivé dedie® anigld ietwéeA EsPodition
and LookAt vectors8 4 EA AAI AOAGO 1 OEAT OAQEIT T xEI I
aimed at the central position between all of the active players and the generator. The

camera will zoom in and outkeep all of these objects visible.

The camera can zoom out up to a certain point. At that point, the screen will split dividing
the screen space between the now divided collection of players and generator. The camera
will smoothly transition from the point focusing on the center of all the objestto two
separate cameras poired at each group of objects. The orientation of the new, smaller
screen® or satellites? will change reflecting the relative positions of these objects in the

world.

[45]
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When the two groups come back together, the cameras will move together to allow a

seamless transition back to the full screen position.

By zooming in and out and by allowing for split screens only when the players are far
apart, the players have the freedomto move apartand maintain visibility but also havethe

full screen space for the majority of the time when they are together.

If a player dies, the camera will no longer need to track them. The camera will then slide its
look at position away from its previous locaton, calculated to include the newly deceased

player to the correct center location excluding that player. This will also add a note of
AET A1l EOU Oi OEAO AEAOAAOAOG6O AAAOES

Camera control and dynamic split screen are expanded upon in the independent resdarc

O1 b E Aliites:(\8 Altérdative Approach to Dynamic Split Screen in Local Multilayer Co

I DAOAOEOA ' Al Ado6 8

3.12 Game Objects

Game objects are interactiv@bjects in the game world. With the exception of thband gun,

these objects are found scattered inhe game world.

[46]
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3.12.1 Hand Gun

The standard weapon is a hand gun that all players receive at the beginning of each level.
The hand gun is always held whenever no other peripheral is held. It has infinite range and
does not use fuel from the generator.However it has a limited amount of ammo that can

run out if the weapon is over used.

The analog for hand guns is the characters' actual hands in the pretend gun gesture. Hand
guns are the smallest "weapons" and gripped in one hand and steadies with thiner. The
gun itself is slightly oversized for a typical handgun and looks like a combination of a real

handgun and a person's hand.

Handgun

=

Fuel draw (f/shot) 0

Type Weapon peripherals
Damage 6

Damage type Bullet damage

Rate of fire (shots/s) 7

Analog Hand

4 Limited ammo was a feature left out. Se@.1.1.6Ammo,WeaponSoring and Friendly Fire on pagel17

[47]
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3.12.2 Generator

The generator is the main source of power for players. In the real worldhis is a normal
Igloo cooler. However, in themadness world, it becomes the source of power for the
characters.Fueledby dumping in"fuel" (actually clumps of grass in the real world), it

draws on its power at a steady rate.

The generator is goushableobject that can be moved by one or two players. It cannot

be carried.

Generator

Fuel draw (f/s) 3

Power range (wu) 70

Analog Igloo cooler

The generator has a smoke stack that emits colored puffs of smoke. The color of the smoke
indicates the fuel level. The smoke is green when the fuel has "plenty” of fuel (more than

about 10%) and transition to yellow then redas it approaches empty.

5 This feature was not included in the game. See secti@rl.1.7Colored Smoken page271 in the Post
Mortem.
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3.12.3 Fuel

Fuel is needed to operatgenerators. It can be found in clumps, either solitary or in groups,

around the world.

Fuel

Value of fuel in a crystal (f) 170

In the real world, the fuel sources are just ordinary clumps ofirass. To the characters in

their delusional state, sources appear as small green crystals which grow out of the ground.

These nonrenewable fuel sources each produce a limited amount of energy to be used by

the players.

[49]
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3.12.4 Lantern

Lantern
Fuel draw (f/s) 15
Effect range (wu) 30
Type Portable peripherals
Analog Camping lantern

A lantern is a light that can be carried. It produces a radial light pattern. The lantern is an
over-sized version of a handheld camping lantern. It is carried wittboth hands and is

cordlessly powered by the generator.

The lantern is probably the most common peripheral the players will use. Additionally, it is
the only peripheral that has no analog as it is the same in both worlds (although it does not

look like a namal lantern).

[50]
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3.12.5 Spot Light

Spot Light

Y

Fuel draw(f/s 10

Type Portable peripherals

The spot light is similar to a lantern except its light is projected in a focused conical shape
that faces in the samalirection as the player holding the peripheral. The light shines at an
angle so it stops when the beam hits the groundf the spot light is dropped while still
toggled "on" then it will face in the direction the player was facing when he/she dropped

the light.

[51]
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3.12.6 Light Gun

Light Gun

Fuel draw (f/shot 30

Damaﬁe 45

Pro'|ectile sieed 40

The light gun is a riflestyle weapon that shoots short beams of light at enemies. It fires
these bullets of "light" at a fixed rate, drawing from the generator whenever it is fired. The
bullets do not light up a very large area but they do briefly illuminate any Terrors they hit.
While slower (in both rate of fire and projectile speed) than thénand gun, it does more
damage and it consumes fuel rather than limited ammo. Although it does more damage

than the hand gun, it is still the weakest of all theveapon peripherals.

[52]
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3.12.7 Tag Gun

Fuel draw (f/shot) 60

Effect range (wu) See effectange for the Tag

Type Weapon peripherals

Damage 15 (initial) + damage of tag over time
Rate of fire (shots/s) .6

Projectile speed (wu/s) 75

Analog A tree branch with a coffee can.

The tag gun shoots a small, barbed, illuminated dart. If the ddnits a Terror, it sticks to the
target and illuminate the immediate area. Tagged monsters scurry around panicked. The
tag does damage over time until the Terror dies. Other Terrors are also affected by the light

from the tag.

3.12.7.1  Tag

Tag
Effect range (wu) (of light) 10
Damage per second 7
Lifetime (s) 20

[53]
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3.12.8 Flare Gun

Flare Gun

Fuel draw (f/shot 70

Type Weapon peripherals

Rate of fire ishots/si 1

Analog Holly's hair dryer

The flare gun shoots a flare a short distance that briefly lights the area under the flare's
trajectory and where the flare lands. It doedittle damage but can clear an area for a short

time. Once the flare goes out it cannot be reignited.

[54]
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3.12.9 Flamethrower

Flamethrower

Fuel draw (f/s) 70

Fire range (wu) 60

Type Weapon peripherals

Damage 8 per second over 7 seconds
Analog Can of bug spray tied to a stick

The flamethrower hurls a jet of flame wherever it is aimed. It is very powerful, doing
damage tofriends® and foes so it consumes large amounts of power. It functions much like

a normal flamethrower.

6 Friendly fire was not included in the final game. See secti@rl.1.6Ammo,WeaponSoring and Friendly Fire
on page271 in the Post Mortem.
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3.12.10 Stationary Light

Stationary Light

Fuel draw if/si 5

Tiﬁe Deﬁloiable ieriiherals

Analog Tent Pole

A deployable peripheral, once the stationary light is activated and dropped it functions as
an immovable lantern. It consumes less fuel than tharoximity light when it is on. It will
draw power from the generator whenever it is inrange and then switch toits internal
reserves when it is out of range. Once it exhausts its internal power, it will only activate

when in range of the generator.
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3.12.11 Proximity Light

Proximity Light

Fuel draw (f/s) 5 (when off), 10 (when on)
Effect range(wu) 30 (light), 65 (detection)
Type Deployable peripherals
Internal reserve 400

Bug zapper (the kind that lights up or arcs

Analog when a bug hits it)

The proximity light only gives off light when enemies approach it. It will remain on for a
short period of time andthen go off again. It consumes a small amount of fuel from its
reserve when it is off (since it is still scanning the proximity) and a larger amount when it

turns on. Like any light, enemies will flee from it.

Like the stationary light, it has a small reseve and small power draw. So it doesn't cost as

much as other deployable peripherals to use but still lasts a good amount of time.

[57]
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3.12.12 Turret Gun

Turret Gun

Fuel draw(f/s 10

Type Deployable peripherals

Rate of fire(shots/s

Internal reserve 400

The turret gun is capable of scanning an illuminated area and automatically attacking
enemies within its attack radius. It is a deployable peripheral meaning once it has been

placed it cannot be moved again.

[58]



