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   Hello and welcome to the design document for Earth: 2060. The document has been structured by order starting with background, characters gameplay and levels. This is to keep updating the image within the readers mind, background leads to characters, and both lead to gameplay and then how they would fit into the levels. This document has been created for our beta/demo version of the game, and therefore is not fully finished. However, we do plan on creating the full document when we begin creating the full game. So sit, read and enjoy!
Prologue

   The game is set sometime in the not too distant future, in a world not much unlike our own. The main difference is appearance. We want to create a world that the player will instantly recognise, and feel attached to. We also want them to be shocked at what the world could become. 

   Step into Earth: 2060, a horrible place, controlled by criminal organisations, not unlike today, where governments are just as corrupt as the gangs that roam the streets. In 2019 a new alternative to our fuel crisis was discovered. Hidden underneath the northern glaciers it took further melting of the ice caps for satellites to pick up the image. But this was no normal fossil fuel; this was a new ‘cosmic’ fuel. It had to be developed to work with the human, harnessing the technological power of the future and with ease of use. And eventually humanity prevailed, discovering a power that could be used by everybody. Using your body as a peripheral you could use the energy to power anything electrical, to generate heat, even to move objects without touching them. Laws were created to keep the users in check and heavy tax was put on the fuel to make sure it was not abused. However we did not foresee the addiction levels and humanity rapidly became addicted. Sadly not everything lasts forever and after fifteen or so years we were reaching the end of our main deposit.

  And a discovery that changed the world.

   At the bottom of this deposit was a concoction so strong that it was only ever needed to take once. This was limited, so it was sold at quite a high price. Sadly not everyone could afford this and the government just did not have the resources to distribute this among the lower classes. So the lower classes were left addicted to this substance and after some time they were deemed as outcasts, misunderstood by the people of the present day. So it was now made illegal. Anyone caught using it was immediately imprisoned. Sadly it was not as easy as smoking or heroin to get out of. It was infused within the body, and you could either try to live without it, or go to the gangs and mobs that were illegally distributing the stuff.

   People will do almost anything for what they need...and you’re no different.
Characters

Main Characters
Aaron DeL’eau
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   From a distant past Aaron is not too sure how his story began.

   He was the same as any other child, using his ration of ‘CN’ to play his games consoles and to power his Jet board. This was great up until the 'change'. That’s when the money constraints really got worse. Suddenly everyone who was anyone was buying the permanent solution, and there was his poor family, struggling to get hold of the CN. Every year after that was too hard to recall. He was about eighteen when CN was made illegal, that’s when he left home. Life was hard for the users at this time, and getting a job was near impossible. Following intense arguments with his mum about money and a bust-up with his dad which resulted in him breaking his dads arm he left home. He was sure he could have a better life by himself, but oh...how he was wrong. The streets are a harsh place for CN users. He resorted to stealing and hold ups at first, using his blade skills to his advantage. Then he met ****, head of the local gang, and it just went downhill from there. At first it was easy jobs. Some message delivery here, some minor robbery there. He'd run into the cagers a few times during these years, lucky for him he was out of CN each time. Then the orders began. Mass heists and murders, his life was out of his hands. The more he tried to resist the more his body screamed for CN.
  It seemed his life couldn’t get any worse, and he was right.

But luck caught up with him. It just so happened that one of his superiors took notice of his ability with a dagger and used him for his personal use. He performed more important tasks, and gained more money from it. The more money he earned the closer he got to the permanent solution.
  But on his last meeting with the gang they were ratted out, and the cagers swooped in.

He just managed to escape using a underground door that was until recently forgot about. 
Ach well, another mess up in his ever messed up life. All he wanted to do was to get his money and fix this mess. But he had to find **** first...
Enemy Characters
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****

**** was born into a rather wealthy family and lived in a rather large house. His dad was a rather wealthy banker and his mum a house wife. ****’s family was one of the first families to acquire the permanent solution, must to the distaste of his father’s less wealthy brother Hanley. Uncle Hanley was within the banking business too, but failed to become as successful as his ever prosperous brother, resorting to dodgy deals and eventually worked in with local mafias. One night following a stay by uncle Hanley, ****’s father was found dead due to “natural causes “. As **** was too young to inherit all his father’s money, it was giving to his wife and the business to his brother, as stated in his father’s will.

   Hanley, being a charming man, moved in with **** and his mother, and kept **** on as his protégée. After this **** was turned to a life of dodgy deals and dirty money. However not all was well, and watching his mother reaching each new depth of solitude and depression while his uncle flaunted his father’s money on drugs and girls slowly ate at him till he could take it no longer. One night when his uncle was particularly drunk, he snuck in and poisoned his uncle’s whiskey. He was caught however, by a passing maid, and had to flee to his mafia contacts to hide. Being a lot smarter and far more talented than his uncle the mafia took him under their wing and his mother was left with the money and the property, which made him just that small bit happier.
Large Rats
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These rats aren’t particularly dangerous, but definitely troublesome. Their desire to continually eat mixed in with the strength and viciousness would bring anyone unskilled in combat quite some bother.  
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N’addicts
Quite unconcerned for the wellbeing of others, these CN junkies, no doubt derived from the 20th century junkies, are ruthless in their constant crusade to not only make life harder for others, but to remove each person of their CN. They would give even those trained in combat some trouble.
In-Game Character Sprites

  Here are some basic examples of how the characters will be represented within the game. These are just preliminary designs but due to the design of the game these sprites shouldn’t be too far from how the full game characters will look.
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Aaron DeL’eau          

   ****        

   Junkies      

        Rats

Main Game
   This game itself is just an idea, and the gameplay and plot are still in development. As this document was created for the beta/demo for this game, we have decided to only create the document as a beta, and will create the rest of the plot and the final version of the gameplay when we create the full game.  We decided that it would be a good idea to put some research into the genre we were stating the game to be in to justify the whole game idea and to make sure we were all in the same mind. The plot will be the playable story-line within the demo.
Gameplay
   Earth: 2060 is an RPG game with both features of a third person shooter and a beat-em up game. The game is a single player game with 2.5 graphics and an overhead view of the map.

   The main objective of the game is to solve puzzles and defeat enemies in order to progress with the story. The game play is similar to old titles such as Final Fantasy and Zelda but also incorporates much grittier graphics and game design aiming the game at a more adult audience. The Game also adds in shooting aspects and systems similar to which was included in the older grand theft auto games. Even though it is similar to these games we are aiming to refresh how the game plays making it a much more enjoyable experience and far smoother.

   The RPG aspects of the game include a character level system which enables players to add points onto their stats but the amount of points will be limited meaning players will not be able to achieve every single skill in the game hopefully adding to more replay ability in that no two playthroughs will be identical. The game is in real time unless the user pause’s the game or goes into the menu system. The user will be giving puzzles to solve to be able to access the next part of the story and the enemies will become stronger with the player to give the user more of a challenge. If the player chooses to play the game totally as a shooter or totally as a beat-em up game they will be allowed to as the character stats are totally decided by the player.

The HUD in the game will display the characters health, armour, map and weapon. As the user levels up other displays can be displayed such as enemy location, puzzle help or even things such as weapon and ammo spawn.

In-Game Plot

   The game starts off with Aaron DeL'eau and his gang running into the streets. They have just found out that someone ratted them out and all their jobs now forfeit. Now that Aaron DeL'eau has finished, he planned to find the boss, get his money and disappear. Well that was the plan anyway. Aaron DeL'eau slipped into the alleyways of the city and made his way to the old abandoned house that his gang used to take refuge in when they weren’t out on various jobs. He arrived at the gate to find a shady looking character hanging around. When Aaron DeL'eau approached him the lurker straightened up and positioned himself in front of the gate. It turns out this unwashed creep was Coots, the bosses watcher. After Aaron DeL'eau explained that he was here for his money and would be on his way, Coots revealed he had actually lost the key to the gate. Aaron DeL'eau agreed to go look for it, insistent on getting his money. Aaron DeL'eau returned to the slums to search for the key. When he arrived he could see a significant change in his surroundings, 

   The amount of people hanging around had increased and looked quite dangerous. He pushed this thought to the back mind, deciding that this was just his fear of being alone again creeping up. Aaron DeL'eau decided to search the houses that they raided in the last couple of nights. He tiptoed through the doorway of a ransacked house, over the broken glass from the door which used to close, keeping his eyes peeled for the key. Suddenly, from the room at the end of the long dirty hallway he heard a crash. A dark shape flew out of the room screaming and shouting hysterically. Aaron DeL'eau stepped back in shock and raised his weapon, ready to defend himself. As the dark shape got closer it became more recognisable. It was a person, or at least had the characteristics of a person. From the way it was shouting and moving erratically, the brain seemed degraded. One thing was clear though, it had a murderous intent. It leapt at Aaron DeL'eau and clawed at him with its hands, kicking and gnashing its teeth. Aaron DeL'eau slashed as it crumpled to the floor - still. Calming his nerves, Aaron DeL'eau had a look around the rooms and decided the key wasn’t there. He peered through the battered doorway at the front of the house and warily stepped out, prepared to take on anyone, or anything, that threatened him. After a search through the rest of the houses and a few fights later, Aaron DeL'eau decided the key wasn’t here and returned to Coots to report.
   Aaron DeL'eau eventually arrived back at the gang house and explained to Coots that he searched everywhere but the key was nowhere to be found, Coots gave a wide toothy grin and opened his hand, revealing the key. He chuckled at Aaron DeL'eau anger on his face while he opened the gate and motioned for him to enter…

Storyboards

   These Storyboards are examples of what will be created for the game. The storyboard that has been drawn up has been created to show how the in game plot would look as a small video, maybe for advertisement purposes etc. However this storyboard has been created only as a reference for future storyboards, and bears no relevance to how the beta will be created.
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Genre Research
   For the Genre research into our game I decided to take a look at games both old and new. I tried to pick games that incorporates RPG/shooter/Beat-em up aspects into the game with titles such as Fallout and Borderlands and then also had a look at some third person shooters such as Gears of War, Ghost Recon, Grand Theft Auto and Uncharted, some RPG’s ranging from early Final Fantasy games to games such as Fable. I also looked at the arcade games on Xbox Live Arcade and Playstation Arcade and played games such as Castle Crashers.

   After looking at all the games it seemed to me the best way for most RPG’s to start the game was a solid and interesting story. Most of the games had a back-story behind it which made you want to play the game far more than if you were just dumped into the game without a clue of what was going on. The second most important thing in these games for me was character development. In the Final Fantasy games the game depends on characters and story to propel them and if the characters aren’t loved and the story is poor then the player will most likely lose interest in the game. Gears of War and Uncharted are both third person shooter’s with excellent stories and really fun gameplay whereas Ghost Recon doesn’t have interesting Story or character development meaning the player only has the gameplay to rely on.

   Fallout and Borderlands where different in that not much is told about the “hero” of the game until you progress into the story but as the gameplay of these games is so open lending to the fact you can explore massive worlds, do lots of side quests, use swords, guns and physical strength which means that the story took a back seat until the user wanted to progress showing that sometimes story is not needed to make an RPG game fun and interesting.

   The older Final Fantasy and Zelda games and some of the arcade titles proved the fact that graphics aren’t everything. The gameplay in these games more than makes up for the shoddy frame rate and texture pop ups instead of having to rely on visuals the whole time which it feels like some games this generation really only have to offer. It felt to me that the best gameplay and story’s came from these early games and I can remember being glued to the screen years ago because of how interesting the games can be.
Weapons, Items and Abilities
Weapons
Rusty Dagger - Good for getting the upper hand in hand to hand combat.  Makes short work 

of one's jugular vein.

Pistol - Short/Mid range, easy to conceal... One bullet in the head should suffice.
Baseball bat - For general use, be it to get some information from someone or just to hit 
            them for the hell of it... You decide...
Fists - Not the best of weapon but they're always close to hand...

Armor

Bullet proof vest - A necessity to live... I wouldn't take it off if I were you...
Potions

Health Potion -A good ol’ health potion.
CN - Just don't run out...
Abilities

Heat 
· Incinerate 




Wouldn't want to be on the receiving end of this...
· Heat wave 




Hit your enemy with this and they should be out for a while...

Telekinesis 
· Shift 




Move objects, hit enemies if you like.
· Energy shield 




Energy shield to protect you from anything that's thrown at you.

Electrical
	              Item
	Base damage
	Base defence
	Special

	
	
	
	

	             Rusty Dagger
	3
	0
	5% chance to poison/infect the enemy doing half the usual damage.  
10% chance the attack will be fatal.

	             Pistol
	4
	0
	15% chance the attack will be fatal.

	             Baseball bat
	2
	2
	2% chance the attack will be fatal.

	             Brick
	2
	0
	5% chance to temporarily stun the enemy.

	             Fists
	1
	1
	3% chance of knocking opponent out.

	
	
	
	

	             Bulletproof vest
	0
	10
	

	
	
	
	

	             Incinerate
	5
	0
	

	             Heat wave
	1
	0
	Temporarily stuns opponent via heat exhaustion.

	             Shift
	0
	0
	Damage would vary according to the object being shifted

	             Energy shield
	0
	15
	

	             Shock
	0
	0
	Torture your opponent until they give you what they want

	             Electrify
	5
	0
	10% chance the attack will jump to nearby opponents.


· Shock 
Needing some info and don't have a baseball bat around?  This should be a good alternative...
· Electrify 




Electrocute your enemy...
Weapons and Abilities Attributes 
  The main game screen is absolutely vital to the full game experience.  Not only for obviously reasons like visibility, but for the player to feel part of the game, they have to not only like the gameplay, but ultimately relate to the visuals itself. This is part of why we set the beta in alleyways and derelict towns where most people have either been or seen. This will hopefully give them an immediate sense of awareness and alertness, as alleys and broken down buildings aren’t the safest places to be.
In-Game Screen
HUD







Level Design
Layout
   These are the level design for the plot so far, which is a full working version of the beta. These levels will all lead on to each other, and the play will transfer through levels the finish puzzles and find specific enemies. The levels go from house, through to the slums and then to the nicer part of the town, were to mansion is located.
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Research
 The level design was a very important in terms of the game. The setting had to be specific and what we aimed for was a place not unrecognisable, yet obviously not in today’s world. The idea of a broken city, overgrown and derelict, appealed to us greatly and we decided that this was the best place to introduce the player into. Not all of the game will be set in the derelict towns and cities, but the first few levels at least will be based in and around this style. Our main character was born and raised in these cities, so he should easily fit in with his surroundings. The future, in 2060, won’t be that much different from today. 
   When we look at the buildings we are surrounded by every day, we notice that they are not that different from the buildings we were surrounded by 60 years ago. Of course there are more modern buildings and we assume there will be super modern buildings, but the people of the deprived areas are never truly exposed to these buildings and so we decided that our character shouldn’t be either, well at least not immediately. The main level research for our beta was based around a place that consisted of a lot of useless metal, rubble and a fair bit of overgrown vegetation. The idea for this came from the already existent factories that were left in disrepair. We decided that this really represented the future of derelict areas, and as the government continues to clear out most of these estates, there will always we places that people would rather avoid.


Music, SFX and Credits & Acknowledgments
Music

   We have thought of many different ways of how we would like the music to sound. We don’t take the allocation of the music lightly, as we understand that the right music at the right time can make for epic scenes that make the user feel more involved. During times of relative peace we will probably use a mixture of some orchestral synth with some acoustic guitar. However when conflicts arise the music will slow to a halt and then some heavy distorted rock music with synth throughout will be played to heighten the mood and give the sense of urgency. These are well known techniques that we plan to use to our advantage to give the player a real sense of scenario and surrounding.
SFX

These will generally be easy to acquire due to the very simple SFX that are needed.
Sword Swishing

Gunshot

Various Explosions
Clashing Metal

Wood Hitting

Singeing Sounds

Electrical Sounds

Phasing Sounds

Credits and Acknowledgements

This Game was Created by James Hodgart, Shona Logan, Steven Logan and James Moore.
This shows the levels of health and CN. In the middle will be the mini-map showing immediate surroundings.





This shows the current weapon and next or previous weapon that the player can change to.
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This refers to the CN powers in your possession.
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Aaron runs through the


street with his gang





Aaron gets to the gate to find out couts has lost the key





Aaron looks towards the ransacked houses








Aaron steps across the threshold of a house











A junkie pounces on Aaron








Aaron raids a room, looking for the key








Aaron returns to the gate to find couts had the key all along. (End of Demo)
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