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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. 



 
 
The Trip   Game Treatment Document 
 

[16] 
 

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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