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High Concept Document 
 

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

the game. It presents the game’s premise, the development scope, and a preliminary 

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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When the Light Dies… You Die! 

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.  
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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 traditionally defined by frightening content, over-the-top gore and a 

relentless pace. The game’s theme, the 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 will be developed as a graduate capstone project using Microsoft’s XNA 

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 Trip’s 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-‘em-up, and Shadowgrounds 

(another shoot-‘em-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 negatively impact the gameplay’s outcome (friendly fire, 

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

the “Game Treatment Document” (page 13).  
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