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1) Overview 

a) Razer Statement 

A steam punk themed, detective action game in a desert world 

b) Genre 

This is an action game with some qualities of an adventure game. Your character 

does have a gun but the game is more about using the environment as traps to defeat 

the enemies.  

c) Platform: PC 

2) Philosophy  

a) Game philosophy overview 

i) Level of violence: 

 This game does get violent but not too gorey, blood will be a factor but it will not be the 

highlight. Also this game will feature not sexually explicit scene, as it will only cheapen the 

deep story that it tries to portray. 

ii) Why is this necessary 

The reason that this game is not so Gorey is because it does not need to be the story 

elements should not have the violence be their most entertaining factor rather it should be 

the plot twists that keep the audience constantly engaged in the game. 

iii) If it is an action game, what is the motivation for the action 

The motivation of the actions in this game is for the player to progress through the storyline. 

This can be completed either by solving puzzles or clearing a room of enemies. The 

storyline will constantly progress and bring in new elements to inspire the actions to move 

to the next stage. This combined with the intriguing use of the game play elements that add 

a lot of strategy and puzzle aspects to the game. 

iv) If a strategy game, what are the various winning and losing strategies possible? 

This game does have a bit of strategy elements as people in the fact that the player has to be 

able to efficiently use traps in the levels to take out enemies. He does have a gun but it will 

never be enough to take all of them out. So if too many traps fail the game will be 

unwinnable and the player will have to go back to a checkpoint. A losing strategy would be 

to fail at the timing of the traps and have them not fully utilized 

b) Scope of the game. 

The detective work is the aspect of the game that encompasses everything and using that 

detective work with traps to defeat mafia members is the defining element that defines the 

scope of the game 
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c) Game principles 

The vision behind this game is creating a really smart shooter game not one where you can 

just run in and start shooting but rather one where every step and to take down every enemy 

requires a lot of set-up, planning, and strategy. This while between levels using those same 

mechanics to help resolve difficult puzzles. 

d) Overarching theme 

The overarching theme in this game is detective work, toward the game play and steam 

punk toward art style of the game. 

e) How closely it relates to its genre 

The game is a bit cross genre because it has elements of both an adventure and a shooter 

game. But I believe that ultimately it will be under the catch all of action game. I think that 

the categories are getting stuffy and unoriginal and too rigid. Next generation games should 

define their own categories. 

3) Common Questions  

a) Why create this game 

This game features a lot of interesting elements which would be very innovative in the 

industry. It features detective elements which were proven very interesting in LA Noir but it 

also features puzzle elements as well as everything being in a very unique themed location. 

It’s sometimes the culmination of good game play and unique environment that can truly 

make an entertaining game. 

b) Where does the game take place?  

The game takes place in an alternate universe, on a planet that is going through a 1920’s 

industrial revolution type phase. See setting section of this document for more information. 

c) What does the player control? 

The player gets to take control of the main character named Vince Holt. As your character 

explores the environment the player will get an opportunity to pick up objects and then use 

those objects both for the purposes of resolving puzzles but also using those same powers 

so that they can destroy their enemies, all gadgets in the game that the player finds have 

attack and/or problem solving properties and using that is the core of what the players 

control. 
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d) How many elements is the player expected to control at once? Is he or she a general 

governing an army or a single soldier on the field? 

This game is very strategic and as the levels progress the player will have to be in control of 

a much higher variation of elements. Just to manage enemies. Enemies can come in from a 

lot of different locations and it will be up to your player to manage the elements of the 

game to not only precisely set up the traps for them but also to trigger off those traps at the 

precise time to take down enemies. Sometimes your character might expand all the traps 

with enemies still living making it impossible to defeat them, so they will have to restart 

from a previous checkpoint just to finish. The game does offer the player some time to 

explore the environment before sending in enemies letting the player set up the traps and 

then it will be up to the player to find the right time and elements to trigger them. 

e) Main focus 

The main focus of this game is detective work, in other words it’s the puzzle elements of 

the game. Implementing both puzzles to help your character get past certain areas of the 

game as well as having a puzzle element to the fighting system of the game. 

f) What makes your game different from all the others on the market? 

The way that this game intends to create an area in the market for itself is by appealing to 

the puzzle and strong story enthusiast. It will also have a nice and original art style that 

should create a fan base in itself. Ideally the way that this will be marketed is as having the 

detective elements of LA noir, an art style like in Bioshock, and a strong story driven game 

like many popular RPG type games. Ideally appealing to that wide of an audience should 

make it easy to find the right audience for the game. 

4) Story 

a) Setting 

This game takes place on an alternate planet and an alternate reality. 

In this world the planet is consistent of 95% deserts. Humanity is but a small 

speck on this vast untamed world. On this planet people at first only lived on 

very few mountain tops that had a water supply fed from the melting glaciers 

above. Below the mountain lied the deserts, which due to their large sizes 

featured very powerful and deadly sandstorms. These sandstorms can rise as 

high as 6 stories tall, not only would these storms make it impossible for 

people to see but if the winds were strong enough they have been known to 

literally rip peoples flesh off. The only animals that could exist in these 

harsh conditions are the giant sandworms. These creatures can grow to be as 

large as 100 feet long, and while blind they will eat anything that makes a 

sound even their own. Even so they do have to go underground when the 

sandstorms get fierce enough because they can get strong enough to even rip 

the flesh of the sandworms. Luckily their enhanced hearing lets them know 

miles away before a sandstorm comes. 

While the deserts are very deadly there are few and far between areas 

called Oases, which feature large supplies of water, beautiful grass lands and 
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90% of all the species in the planet. Because they are not covered in deserts 

the sandstorms lose power and dissipate at the borders of these Oasis’s. 

Because of their rich supply of resources humans have sought out these areas 

and created cities around them, creating strong defenses to protect these 

cities from the sandworms. People do however venture outside of these cities 

for such resources as oil and coal, which are very abundant on this planet. 

After years of wars between all the Oasis countries finally piece has 

been met in the world. While every country does have their own laws, they 

do have diplomatic meetings with other countries to maintain peace talks. 

Transportation is established between countries so that both people can 

travel as well as so that trade routes can occur. The most common form of 

transportation is with giant walking robots. Ones whose legs push the robots 

body above the sandstorms keeping its cargo safe. These robots also have 

detection systems and artillery to fight off the sandworms, if they decide to 

attack. However after years of evolving together the sandworms have 

become smart enough to avoid these robots and run away when they hear the 

sound of these robots footsteps. 

The cities are progressing in to their renaissance age and are at the 

prime of creating new innovations and technologies for the world. As steam 

is the primary source of energy in the world the steam punk theme is 

everywhere and copper is the primary abundant metal to make the world 

function. The fashion look of the time is a Venetian look for the ladies and 

an American 1920’s look for the men.  

b) Your character 

Your characters name is detective Vince Holt he is 34 years old has been 

married for 10 years and has 2 daughters, which are 7 and 4. As an idealistic 

hero he seeks to be a cop in a corrupted city, while doing his best to keep his 

moral and ethical views. He has graduated top of his class in the academy 

and became one of the top detectives in the city for murder investigations. 

Unfortunately with all of that, he is still one step behind on every move of 

his partner who is 5 years his senior as a detective. His partner always told 

him the value of patience and investigation rather than jumping in to things 

head first. 

c) Other characters 

i) Who or what are the main NPCs in your game?  

In the earlier part of the game important NPC’s are the characters family, and his 

partner. They are their just to establish the relationship between everyone and 

everything. Now later the in the story the characters family will be kidnapped and 

the new important NPC’s will be the main villains in the game. Nobody will 

actually be out to help your character at that point but your character will find ways 

to get some enemies to fight against others. 
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ii) How do they interact with the player?  

Most of the NPC will be standing around and they will talk to your character either 

by directly talking to him. By him overhearing conversations that they have with 

others, or by them being forced to talk after he has defeated them. 

iii) Where are they found?  

NPC characters are found all over the world usually at the beginning of a mission 

because talking to them will start it or at the end of a mission where your character 

will get information out of them. Some will talk just to build friendships others will 

talk as environmental pieces and not really add to anything, but help set the mood 

more. 

iv) What do they do?  

NPC characters will either fight your character, talk to him with a purpose to the 

story, or talk to him with no purpose. 

v) Does the player even necessarily interact with every NPC in the game?  

In some parts interaction with NPC characters is necessary to move the story along 

in other places it just better help establish the setting 

vi) Does your game utilize character statistics or other abilities that are assigned on a 

character-by-character basis? 

This game does not really have a mechanics for character statistics but it does have a 

gadget combining quality to it and combining gadgets to use the environment to 

defeat the enemy is the core of the game play here. So the more he uses a gadget 

successfully the more gadget options he will figure out. So it has a bit of an RPG 

quality, but it’s not really getting it as you go, it’s just about getting the experience 

through successfully solving and utilizing the puzzles in the correct way. 

vii) What are the PC's starting abilities?  

The NPC characters do not gain any abilities since the beginning of the game 

however they do start attacking your character, in bigger number, with better 

weapons, and with betters AI’s as the game progresses and becomes more 

challenging. 

viii) How are the character’s personalities depicted in the game?  

The characters personalities are depicted through there dialog, as well as their 

actions of choosing to help or hurt the main character. 
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ix) Do they change based upon the player’s in-game choices?  

PC actions do not change the actions of the NPC, in game choices are not as factor 

of this game as it offers a very narrow narrative. Giving room to create a much 

stronger immersive environment with player. 

x) How do the characters speak or express themselves?  

Characters speak to the player as soon as he comes within range of them, but they 

also progress communication if you press a button to continue the conversation. 

xi) Does the player generate your PC during the game?  

This game does not offer player generation options, but as you progress through the 

game you will be able to unlock three different outfit for your character. 

 

d) Prolog 

Your character recently found out that his partner got murdered in a 

very horrible way. As he started investigating the causes of his partner’s 

death his chief told him that after such a horrible loss of his partner that he 

should go on vacation, and the whole department chipped in to pay for it. 

So detective Holt boarded a giant camel like walking robot (see 

figure 1) with his family, as it walked through the desert, to another Oases 

where he will be spending his vocation.  Ever vigilant he took his 

investigation papers with him on vocation. After staying up one night really 

hamming the papers he found out the horrible truth which is the fact that it 

was the mafia that killed his partner, and that they have bribing both the 

government and his police department to let them get away with everything 

they wanted. His partner was the first to figure out their dirty tactics and got 

killed for it. 

Immediately after figuring this out his ship gets raided by the mafia, 

they seek to kill detective holt before he has a chance to expose them, While 

he manages to escape their advances, they decided to take his family hostage 

as reassurance, assuming that either he will die in the desert or show up 

seeking his family. Luckily the camel crashed near a mountain bottom, so 

the detective decided to quickly climb the mountain to escape possible 

sandworm attacks or a strong sandstorm. At the top he finds an abandoned 

coal mining village (see figure 2), now he must explore this village to find an 

escape get to an Oases and save his family. 

 

e) Epilog 

At the end it is revealed that his partner who you thought died at the beginning was 

actually the real mafia boss and this whole time he has been pulling the strings behind 

your characters actions for you to take out all his competition. So that he can come out 

of the shadows later to reveal that just like he was always one step ahead of your 
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character when they were both partner detectives, he was one step ahead of your 

character now, and he planted that evidence on his own fake dead corpse just to trick 

your character in to stopping all his mafia competitors. 

f) Conflict 

The conflict in the game is between your character and the dangerous sandworms 

but most importantly the mafia, which has ties to all the government in his world.  

g) Type of narrative 

This game features a pre contracted narrative, while the player has no influence over 

the events, this gives way to create a much richer story by the writers a story which 

has deception and corruption at every corner. This is meant to be a touching story in 

a very engaging original environment; it’s about engaging with the character and 

wanting to see a happy ending to their story. 

h) Story flow chart 

After the first chapter which is basically a tutorial stage every chapter of the game fallow 

the same sequential story flow. Your character is introduced to the crime, now they must 

gather evidence and explore and memorize the environment. After sufficient evidence has 

been gathered he will get attacked by enemies. Now since the player memorized the layout 

of the environment they should use that knowledge to defeat the enemies. Using the same 

gathering skills used for detective work your character will use those skills to gather 

gadgets that can be used to defeat his opponents, then combining those gadgets, will be the 

weapons that he needs to compensate for the lack of bullets that his gun has. 

Start level Explore level
Something 

significant is found

Your character 

must fight of 

enemies while 

remembering the 

level from the 

exploration stage

Enemies defeated

 

i) Story flow 

i) Chapter 1: a day in the life 

(1) Cut scene: Your character has a dream where he shoots his partner in the head and 

kills him (this is foreshadowing for future events). Your character wakes up after the 

nightmare on a typical day at home the point of this chapter is just to introduce him 

to the environment. Here we learn about the sand worms by him watching the news, 

as he drinks his coffee. He is interrupted from that by his wife who tells him to go 

play with his girls.  

(2) Gamplay: First he will play hide and seek with them, which is a way of the game 

introducing the navigation elements of the game, then the girls will say that they 

want a new toy to play with. So your character will have to navigate around his 

house to gather various elements just to combine them and make a doll for them. 

This is the game introduction to the collecting gadgets and combining gadgets in the 

game. 

(3) Cut scene: After playing with his girls the main character gets a phone call and 

rushes over to his detective office. Here he meets his detective partner, who tells 

him about a homicide of a gang member. Then they both get in a car and drive over 
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there. In the car they have a conversation where at this point his partner is 

introduced to him. It quickly becomes apparent that his partner is a role model to the 

main character. At this point it is established that the partner is much more 

experienced and always fixing your main characters brash mistakes. The partner 

gives him a hard time but that is just the dynamics of their relationship.  After the 

drive they get out of the car and in to the crime scene. 

(4) Gamplay: at this point your character will use his detective skills which he used 

previously to find his girls that were playing hide and seek to find clues at the crime 

scene. Once he gathers some evidence and combines it to get a solid clue he can 

come up to his character and show it. 

(5) Cut scene: your partner will insult your clue and tell you that you were way off track 

and it was something else that caused the man’s death, then after a conversation, he 

will tell your character to go home, we spent enough time in this crime scene. Your 

character goes home and goes to sleep only to get a phone call in the middle of the 

night telling him that his partner was murdered. 

(6) Gamplay: your character goes to the second crime scene to gather clue about his 

partner’s death, once sufficient clues have been gathered the story will progress. 

(7) Cut scene: your character will go back to the station and will have a long 

conversation with the chief, the chief will say that he understands that you are 

stressed after such a traumatic event and he and the whole department actually 

chipped in to get him a vocation, on a camel ship. Your character still not in the 

right state of mind agrees and he and his family board the ship.  

ii) Chapter 2: the desert 

(1) Cut scene: After a restful night he wakes up in the morning and his wife tells him 

that she wants to go to the theater tonight 

(2) Gamplay: no real purpose here except for your character to explore the ship, for an 

upcoming battle. Once your character has spent enough time exploring the ship he 

can go talk to his wife and they will go to the play 

(3) Cut scene: as your character watches the play the ship gets attacked by the mafia 

and everyone is taken hostage. 

(4) Gamplay: your character now knowing the layout of the ship must use the elements 

in it to create traps and take out the mafia members. After he takes out enough a 

message will play that they are planning to crash the ship. He then must make it to 

the control room, where he has to face a boss fight 

(5) Cut scene: After being defeated in the boss the ship will crash, and the mafia will 

escape, with your characters family as hostages. 

iii) Chapter 3: the zenith 

(1) Cut scene: after waking up from the crash he knows he has to get out of the desert to 

live, so he sees a mountain the distance and decided that he has no choice but to 

climb it, at least so that he doesn’t get killed by the sandstorms or the sandworms 

(2) Gameplay: on the mountain top he gets to explore a mining village and gather 

resources to help his injuries, from the crash and failed boss battle. 

(3) Cut scene: the mafia members find the village and attack it to kill your character 

(4) Gamplay: your character now knowing the town must defeat the intruders. Then 

after the battle he can use the new elements that they brought in to the town to fix up 

a broken mining drill. 
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(5) Cut scene: your character uses the mining drill to drill under the sands to the nearest 

Oases town.  

iv) Chapter 4: the big city 

(1) Cut scene: There he gathers his thoughts and realizes that the mafia members that 

attacked him must have been close to him to orchestrate that attack so they must be 

in the village that he is in. 

(2) Gamplay: this is now the biggest level your character can interact with and for the 

most part it is a fairly large open world, he can’t explore the whole city but he can 

drive to various areas of it, this is all until he finds the clues of who has been 

orchestrating these crimes and plans to kill him. 

(3) Gamplay: at this point he will start figuring out the different gangs that control the 

city and which ones control which town, then he will go to their hideouts sneakily 

take surveillance and understand the environment. Then after eventually getting 

caught he will take them out, ending with him taking out their leads 

v) Chapter 5: Meet the boss 

(1) Cut scene: after taking out all the 3 gang members leads he will find out that they 

are all controlled by one he will contact your player and tell him how to meet him. 

(2) Gameplay: after getting to his hideout the player must infiltrate things to get to the 

boss. 

(3) Cut scene: it is revealed that the one who has been pulling the strings all along has 

been your characters partner and he actually faked his death and put in place a head 

body. 

(4) Gamplay: your character now must defeat the final boss your old partner and then 

find and save his family. 

(5) Cut scene: ending cut scene 

5) Encompassing overview 

a) What exactly is your world? 

The world is similar to earth but in a different dimension. 

b) Is it a populated planet with multiple countries? 

The population on the world is only 4 million split not evenly between the nine countries. 

Each country taking place over an Oasis which is the only sources of water on the planet. 

So naturally since such a natural resource is so important, it is crucial to have this for life to 

exist. There are also people that live outside of the 9 cities but they are scavengers and 

rebels, and usually survive by stealing from the cities. Besides that there are above the sand 

oil platforms and coal mining plants, and these are only outside of the cities because they 

have other valuable resources to gain. 

c) Every important section or area should have a description or write-up. Include both physical 

and metaphysical components. 

So your game has 4 areas that your character will be playing in 
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(1) Your characters home city: here is where the prolog of the game will occur and it 

will set up the setting of explaining your characters relationship to his wife and kids 

as well as explaining his relationship with his detective partner. This is a 1920 

Chicago type area, with an industrial revolution type feel and look, But only with a 

slight steam-punk twist. 

(2) The camel cruise ship: This is the area where the conflict is introduced to your 

character. In this area your character will figure out the corruption with the 

government. AS well as this is the area where he meets who he believes in the main 

protagonist in the story. This is also the situation were the character gets his family 

kidnapped and which sets up the initial premise of the game. 

(3) The mountain peak: this is the mountain peak were your character must escape so 

that he can survive. In this area your character gets some much needed reflection 

after such a strong tragedy in his life. As he climbs up the mountain he finds an 

abandoned coal mine. Here he must plan his next step and figure out where his 

family is and how to get to them 

(4) Second Oases: this is the second oases that your character goes to, and it’s also one 

of the biggest of the 9 Oases. Perhaps while it might not be the biggest it is the most 

profitable and whoever can get control of this central hub will essentially through 

shear economics control the world. Knowing this is the reason that your character 

chose to head to this area after escaping the mountain top. The second half of the 

game is in this large area. 

d) What are the cultures in your game? 

This game features essentially 2 types of cultures 

(1) The one in your characters home city: this culture is very similar to that of 1920’s 

great Britain everyone has a British accent , and for the most part this area has a 

happy mood, society is very positive with the revolution and enjoying all the resent 

conveniences that are so rapidly being created in their world. 

(2) The second oases: this is the second area that your character visits. This area is very 

much like a 1920’s New York, type of culture, people have strong new York accents 

poverty is much more frequent in this area and for the most part the government is 

easily puppeted by the companies which earn most the money in the country. People 

are way overworked by these companies and the divide between the rich and the 

poor is massive. Because of the bad economy crime rates are very high make this a 

perfect situation for the mafia to take full control of everything. 

e) Are there different factions competing against each other? 

From the outside and at first impressions the belief will be that the governments from 

the different countries or oases are very much united, and the mafia is weak 

unorganized thief’s that can barely pull any authority around the area. The factions then 

could be said that the factions are different countries and different mafias are different 

factions as well. However as the plot progresses your character will find out that they 

details are very much incorrect. The governments from the different countries are not 

united at all and every one of them could start war at any time. The4 only thing that’s 

preventing that from happening is money because they realize that if they don’t play 
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nice then it could end some very profitable trade routes and hurt their wallets. As the 

story progresses it becomes apparent that the government has become a puppet of the 

mafia and that the mafia is much more organized then the government. The mafia took 

control of them by either bribing them or threatening to kill their family, and due to 

their superior firepower they can get away with it. Also at first you believed that there 

were several different types of mafias, but it’s later found out that all of them answer to 

one leader, and that is the character that calls the hit out on your character. 

f) How do these different groups carve out the areas of your world? 

Each country has a different culture, but ultimately they can’t carve out the world at all. 

The only inhabitable areas are the oases areas and humanity has no control of changing 

that. Because people need to be around water to live. 

g) Do they create conflict? 

Crime is everywhere in this world caused by poverty and the mafia takes advantage of 

this situation to make desperate people do violent crimes all to gain them more power. 

Corruption and greed rule the world and are essentially the cause of this conflict. 

h) Are there pre-existing conflicts in your world between different factions or societies? 

From the outside it seems that all pre-existing conflicts have been resolved, however bad 

blood does exist between the nations and if anything tips the scales in any direction this 

could make war inevitable. 

i) Do any religions, races, creatures, life forms, beliefs, etc. separate groups in your world? 

It seems like the biggest thing that separates people in the world are distance economic 

status, and on which side of the law they precede on. 

j) Are there different societies or technologies at work? 

Due to trading between the countries the technologies are very much ubiquitous between 

the different countries. However the rebels that live out of countries do have some of their 

own unique technology. 

k) Does the player have any effect or control over the world?  

While the player can’t literally change the world, he can take out the crime lords that 

control the mafia and at least make the countries a better place. 

l) How does the way the player perceives the world differ from the way the world actually is? 

The player does perceive the world incorrectly at first, but this view changes as the game 

progresses.  He realizes that the government isn’t perfect and organized as they make it out 
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to be. He realizes that they are very disorganized and corrupt. He also realizes that mafia is 

much bigger of a problem then he thought and it has much more power then he first thought. 

m) Does the world change? 

It’s not so much that the world changes but rather your characters perspective of it does. 

n) Is there weather in your world? Seasons? 

This planet is a desert planet, and it’s a desert planet because it’s in a solar system that has 2 

suns. Because of this its temperatures are very rapid and change significantly at night time. 

In the day time it can be very hot and at night time it can be very cold. These rapid 

temperature changes are another reason that humanities population stays so limited. 

o) Different currencies or economies? 

Every country in this world has its own economy and currency; however there are rumors 

of possible peace talks to unity those values. 

p) Travel options, buildings, cities, or day and night transitions?  

Your character only travels through the cities through various specific sequences in the 

game. After reaching the second city your character can’t leave it and travel to another, 

however he can explore that town either by foot or using a car. 

q) Are there defining color palettes to areas of your world?  

The first country your character is in has a much happier mood so it has much more bright 

colors and lighter colors in its color scene. 

r) Are there any important landmarks that figure prominently in your world?  

The more notable landmarks in the countries are there giant walls that surround the cities 

and protect the people from the sandworms. These walls are gigantic and can be seen at all 

points in the country. 

6) Game play 

a) Overview 

The game play here is very much about exploring the environment, your character will need 

to explore the environment both to figure things out and solve puzzles to progress in the 

levels. After he figures something out the environment we get attacked and he will have to 

remember spots in the environment to use as traps to defeat his opponents.  

b) Game play environment 

i) This game does not feature an open world but rather each location is a series of rooms 

that are interconnected. This is important because it’s not about exploring a large world 

but rather about exploring every crevice of a room to utilize all the factors that it has to 
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offer. This is to reduce the stress on the system and really bring out the main mechanic. 

Also it’s important because your character has to be able to set up traps on walls and 

floors, as well as be able to turn off lights and close doors, which are important to the 

gameplay. 

c) Game Mechanics 

i) The gadget system 

A fundamental core concept of this game is within this game is the gadget system, and 

it’s also what makes this game fairly manageable. The system relies on that fact that this 

game is disconnected by various rooms in the level. All of these rooms have items in 

them and walls which traps can attach to. Another important aspect about this is that 

your character has a steam powered gun, meaning that this gun will shoot anything that 

he puts in the barrel as long as he can find some oil to fuel up his gun. So as he searches 

through the rooms that he will find items that fall in to several of the fallowing 

categories. 

ii) Clues:  

clues help reveal parts of the story and certain sequences won’t occur unless a certain 

part of the story is revealed. These clue come in 2 forms 

(1) Obvious clues: Usually notes and any writing would be an obvious clue; your 

character can read it and gain some perspective on plot twists. Your character holds 

on to these for evidence. 

(2) Not obvious clues: these clues are not so obvious because usually they appear as 

normal gadgets or raw materials. However in the start menu your character can 

investigate these. Meaning that in the start menu you can rotate these objects around 

and choose to investigate certain parts of them. Sometimes with proper investigation 

your character will find blood and fingerprints on these items which can prove to be 

very important to his investigation. Not all of these are necessary for your character 

to find but they will explain certain plot holes which otherwise would be 

unexplained. 

iii) Gadgets 

d) These are the bulk of the mechanic that your character uses to defeat his enemies. 

Sometimes he finds these objects lying around in scrap piles, and sometimes your 

character has to disassemble stuff to get the gadgets that they are made off. It is 

important to note that items not used will be saved in to his inventory. Gadgets 

come in 3 forms 

i) Triggers:  

These are usually what trigger off a trap these include stuff like, sound, light, 

and motion detectors. These can also have a timed trigger, or a remote control 

set off trigger, trip wires are another very common trigger. Others require your 

character to shoot a specific target for them to go off 

ii) Traps:  

are the middle man for triggers to function with raw materials. Such as you can 

have a motion sensor trigger an explosion if the trap is filled with the raw 

material of fuel or oil. Or these can be a sandworm mating call which will 

immediately call over all nearby sandworms. These can be bait for sandworms 
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to dictate where they move and what they attack. These can trigger decoys to 

appear and distract the enemies, or simply lock the doors so enemies can’t 

escape. After he makes the trap with the addition of a sensor and raw materials 

all he has to do is just place it on either a wall or a floor. 

iii) Disruptors 

Disruptors either destroy the functionality of working assets in the level or 

change their functionality to that which would make the level more 

advantageous to the player. Such as on the camel ship your player can disengage 

their ship, forcing them to fun to save it, because it’s the mafias only escape. 

Taking control of surveillance cameras to give the player a better understanding 

of enemy locations. Causing large things in the environment to explode with the 

addition of a trigger. The more fun one including disengaging the sandworm 

defense systems, so that way sandworms can enter the environment. The biggest 

differences between disruptors and traps is that traps can be picked up and 

placed anywhere while disruptors can only be done in certain areas. You can 

even set a trigger on a light switch to turn off the lights in a room to make 

enemies much more susceptible to falling in to traps, but also making it harder 

for your player to see them to trigger those traps. Disruptors can also be used to 

move the story along to get the player past an area or trigger the next sequence 

in the story. 

 

iv) Raw materials 

Raw materials are as basic as it gets  and he can take any clues or gadgets and 

destroy them in to basic raw materials. He can put many raw materials in his gun 

and just shoot it at enemies with various degrees of success. Raw materials can 

also be used as fuel to help traps succeed. Raw materials can be mixed to create 

various types of traps such as you might have a bomb, but it has very little oil so 

the explosion won’t be that big, however if you but some metal shavings that 

you found earlier in their then it will explode and shoot the metal shaving as 

shrapnel, causing the damage to be much longer range. Your character can break 

a window then use the glass a explosion shrapnel or throw it on the ground to 

have enemies get cut when they step on it. 

e) Gadgets flow chart 
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f) Finding gadgets 

g) Gadgets can be found anywhere and everywhere, your character has a first person type 

sight and anything that you click on with the cross hairs he will pick it up. Now if he is 

looking at a drawer, if a closet doors clicking on it with the cross hairs looking on it will 

make it open up. So that he would look for gadgets inside. He can even check dead 

victims’ bodies for gadgets and trash cans. The player clicks on appliances like a TV or 

a fridge the character will disassemble it for gadgets or maybe make it in to a disruptor. 

h) Leveling up 

i) The leveling up system in this game is very simple the more gadgets that your character 

makes the more complicated gadgets will figure out how to make. Meaning that for you 

to make a gadget its recipe to make that gadget has to be in your characters gadget 
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making list in the start menu. So your character gains experience after a gadget is 

successfully used. This experience will unlock more gadget combinations that he can 

make. In this is the replay value of the game because experience can be carried over in 

to a new game. Meaning that now you can approach the same puzzles but with much 

more tools in your inventory making the game play much more fun and dynamic. You 

even get bonuses if you can get several enemies at one time with a trap. Just having 

multiple tools to play with makes the game that much more immersive on the replay. 

 

j) Play modes:  

i) Story mode: this is the regular story mode which your character can use  

ii) Online play: recycling the same mechanics as in the story mode your player can 

choose to play in any of the levels unlocked in story mode, then choose to challenge 

other opponents. They both start off on other sides of the level and must gather 

gadgets and create traps to defeat the other player.  

k) Modes of difficulty 

i) This game has an easy, normal, and hard mode of difficulty the only difference 

being the amount of enemies attacking you at a time and the amount of gadgets that 

your character finds. With more enemies and less gadgets the game becomes more 

difficult but at the same rate experience it gained faster. 

l) core mechanics:  

the core mechanics of the game lies within the players ability to use gadgets that he 

finds around the level and use all of them to both solve puzzles and help him get to new 

areas or to defeat enemies and not get killed to progress further. 

m) exotic mechanics: 

The more exotic elements of the game lies in the implementation of the core mechanics. 

Such as your character can knock out a window and use its broken shards to be shot out 

of this gun, or as part of a dirty bomb shrapnel. He can Also use it to create a reflection 

and either distract enemies or try to lure them in to a trap. So it’s this unique 

implementation that very much helps make the more exotic mechanics of the game 

interesting. 

n) Platforms: 

Ideally this game is to be played on the PC as the mouse and click functionality will be 

most advantageous to the explorative theme in this game. 

o) Technical limitations:  

This game will be built to run on older computers, and it will feature setting to turn 

down its capabilities so that it can run faster on older model computers. An internet 

connection will also be necessary  

p) Player controls 

This game plays in the almost ubiquitous game controls for most PC games. Here is 

what they are 



Desert Vigilantes Page 20 
 

i) In game controls 

(1) WASD keys: to move the character.  

(2) Right clicking: on objects will pick them up  

(3) left clicking: on objects will use them.  

(4) scroll wheel: to scroll between the objects in their inventory. An example of this 

would that if your character wants to use the gun then you must simply scroll to 

the gun then left click to fire it. 

(5) Caps lock button: open the pause menu 

ii) Pause menu controls 

(1) Right click: select move forward 

(2) Left click: move back in selection 

(3) WASD keys: to rotate the object in investigation mode 

q) User interface  

i) In game interface 

 
(1) Above is a look at the user interface, here is a breakdown  

(2) Upper right corner: these are the counters of how many triggers, traps, and raw 

materials your character collected. Gadgets are at the top of the counters because 

they can only exist if your character combines traps, triggers, and raw materials. 

Disruptors are not on this list because they are not collectable objects rather 

gadgets that can’t be moved. If a value here is zero then it will show up as red.  

(3) In the upper right side: this is the clues counter, it shows how much clues you 

collected however you will not know how many clues are in total in the 

environment. This number will turn red if you collected them all.  

(4) Upper center: this is your characters health bar as he loses his health the dial will 

shift to the left. If his health is full and he is not in danger the counter will 

disappear.  
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(5) Lower right corner: now in the screen your character currently has nothing in 

that area but that is the area that shows his actively used item. This includes any 

gadget that he formulated, his gun, or if a gadget has a remote control trigger 

then that will be on the list 

(6) Lower right: this is your characters map, the map here becomes more complete 

the more of the level he discovers  

(a) Green point: in the middle represents your character and his perspective.  

(b) Red Points: The red circles represent enemies and their perspective. This 

will however only be revealed if your character activated a disruptor that 

shows enemies locations. 

(c) Blue dots represents both disruptor locations and placed locations of placed 

gadgets. These icons will be blinking if activated and will go grey after an 

enemy triggers them.  

ii) Pause menu interface 

(1) The pause menu is where the bulk of the interaction with the user interface occurs 

Open start menu
First raw of 

menues

Craft gadgets

Gadgets list

Investigate clues

Journal

settings

Save

Choose object for 

slot 1

Choose object for 

slot 2
Combine objects

Scroll up or down 

on the gadget list

Choose your clue Rotate clue
Investigate area 

on clue

Have new object 

added to inventory

Have new 

clue added 

to journal

Scroll up or down 

on the journal

What settings 

to change
Change volume

Screen settings

Change controls

Save/load

load

 
(2) This features several menus, such as 

(a) Craft gadgets: in here you will have two slots, each slot you will be able to put a 

trap, trigger, raw material, or your gun. Then he can mix the two for a new result. 

Then what ever category the combined object falls in to it can be combined 

again. Once you have successfully created a gadget you can only combine it 

with raw materials which will increase the power of whatever it was using that 

raw material for. Once the gun is filled with a raw material to shoot it will fall in 

the same category as a gadget, otherwise it’s in the trigger category. 

(b) Gadget list: this is a list of all the gadget recipes that your character came up 

with. Things will not mix together unless they are on this list. This list however 

will get larger the more your character levels up 
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(c) Investigate clues: here any object in your inventory you can scroll through them 

and a 3d version of them will appear on the screen, as you move your arrow 

keys the object will rotate while keeping its central pivot point. You will also 

have a stationary target in the center of the screen. Once you align a point on the 

object with  the target you can press investigate and it will investigate that point 

on the object. Clues can be disguised as traps and triggers as well. So it’s best to 

investigate them  before you use them. 

(d) Journal: As your character investigate objects new points will be added to the 

journal which will not only explain all found clues but also all current plot 

points. Not all clues can be found on the first play through and achievements 

will be unlocked the more clues your character  gets. 

(e) Settings: this is where your character can adjust sound, screen, and control 

settings. 

(f) Save/load: here your character can save and load the game. 

r) Interactive elements 

various gadgets and gears are found all around the level. In the start menu the player can go 

through puzzles to figure out how to assemble them together. Then the player can use 

objects like that to either progress forward in the plot or to create traps from future enemy 

attacks. 

s) What is the goal 

The goal of the game is for your character to rescue his family and expose the corruption in 

the government, However constant interruptions and new story elements will keep things 

interesting and engaging. 

 

7) Level design  

a) Level breakdown 

 

i) Camelox layout
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A pivotal point in the game is when your character gets on the Camelox, which is a giant robot 

camel cruise ship. The purpose of this giant robot is to walk across the deserts while keeping its 

passengers safely above the dangerous life threatening sandstorms. Passengers can enjoy the 

ship in comfort while it walks to a vocation destination and back. However this trip is not at all 

as planned as on this ship your main character starts to figure out the plans of the Mafia, and in 

the same time period the ship gets raided by the Mafia, because they want to stop him from 

exposing their plans. Above is a diagram of the ships layout. Since this is one of the first real 

levels in the game, it has to be limited in size so as to avoid putting too much of a burden on the 

player. So this level will only be player in the captains quarters and the 5th floor of the ship. 

Perhaps as an afterthought, and if the developers have more time, more of the ship would be 

explorable on the replay of the game. However as it stands at the end of this level the 

ship will be destroyed and your player will not be able to revisit it. Here is a breakdown of 

the 2 rooms that your player will visit. 

 

 5th floor: in the front of the ship is your characters cabin, and in the back of the ship on 

the same floor is the theater. It’s in the theater that your character is first attacked. 

 Control room: As the second part of the attack the mafia members will go after attacking 

the control room. At that point your character will have to defend off the control room, 

or have the entire robot crash on him. 

 

Bubble diagram 
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Above is a simple bubble diagram of the breakdown of the level. It shows all the 

segmented parts of the level as well as the location of the elevator. The ship will be free 

for your player to explore at first. Then they will have to attend the theater play. During 

the play the ship will get attacked at the stage area and from that your character will have 

to quickly use the factors in the ship to fight off the attack. Since the diner and restaurant 

are right outside of the theater area your character will get access to all kinds of kitchen 

themed gadgets to help him fight off the attacks. 

 

Drawing diagram 
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This diagram explains the locations of the tables as well as the chaise. Your character can use 

the tables and chairs to hideaway from attacks, while enemies are being taken out by attacks. 

This also shows the locations of the cabins. A great factor about them is that when your 

character gets to them. He can hideout in the cabins and set traps on the doors. Then watch as 

enemies are being taken out by opening the doors to try and find the character. This also 

shows off steam engine, which your character must defend after he finishes the attack on the 

5th floor. 

 

Enlarge and details 
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This diagram explains the details even further. It shows that there is a piano on 

the theater stage. This is very useful for your character because he can harvest 

the wires from the piano to create trip wire traps. This diagram also shows the 

location of the kitchen. Your character can use the silverwear to shoot from his 

gun and use the appliances to create powerful bombs. 

 

Assigning priorities 

 

Above is a more elaborate document that further explains all the details of the ship. This one 

even 

 

explains the enemy entry point. They basically start at my breaking through the wall at the 

back of the theater. Then they spread out their attack from there seeking to crash the ship. 

Your character will have to start off hiding behind his seat in the theater. Then he will do his 

best to fight off the mafia from getting to the control room where they will be able to steer 
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the ship in to destruction. After he fails to do that he will try to stop them in the control room. 

Where unfortunately he will fail again and be left for dead. 

 

Resource locations 

 
This chart explains the various locations of the gadgets in the level, as well as the locations 

of the level start and end point. As mentioned before disruptors are traps in the environment, 

such as the piano and organs in the theater can be used as disruptors. They can be made to 

sound off a sound and entice enemies to come over and then they will explode if a trap is 

attacked to them. Trigger placement locations usually refers to doors meaning the trigger 

can go off once enemies start enemies the doors. 

 

Player path 
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The chart above shows the movment that the player should travel. Throught the level not 

conting exploring of the level. This is the critical path which reprents the red. The green 

shows hoe the elevator travels. 

 

Side view of the level 
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This is a chart showing off the camelox from a side view. As mentioned before your player 

only travels on the 5
th

 floor and the control room or navigation area. Meaning that not the 

intire ship will be explored. 

8) Marketing 

a) Target market 

The target market in this game is teen because of its gore mature themes, and mentally 

challenging puzzles. 

b) What similar products exist 

The closest game to this would be Bioshock for its immaculate theme and Adventures of 

monkey island. It does Also have a closely related look and detective vib as in LA Noir. 

c) How will your game fit into the current market 

This game is meant to suit more of the story driven audience. However its intricate 

puzzles and unusual art style is meant to allow it to cater to a broader audience.  

 

9) Expected deadlines 
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With the complex puzzles and unusual art style that this game is trying to achieve. It 

would take 2-3 years to get this game to properly meet its deadlines. 

 

10) Concept art 

Figure 1: the robot camel, with tennis court on top 

 
 

Figure 2: the mining town 
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 Figure 3: modeled version of the inside and outside of the head of the camel 
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