 



Graffiti Getaway
My intended Platform for this game will be Virtual reality based, as I feel this will work best with what is planned. It will be made for the VR headset platform, with headsets like the Oculus family of headsets, and headsets like the Valve index too. Since VR games can be made to be used with multiple headsets, they should all work together. An exception would be the oculus Quest as that runs off the headset and not the computer, so the game will have to be made to run independently on the Quest.
	TARGET AGE / DEMOGRAPHIC OF PLAYERS

	This game is made for people who have an interest in art, and specifically graffitiing their wildest ideas, without breaking the law in the real world. This will also appeal to those who like survival games with the beginning bit being sneaking into the rail yard. This can be made for people of younger audiences and be able to be played by people of most ages. This will appeal to the people who like challenges with a high reward, and people who are creative and want to express their creativity in a way that will feel real to them.






	INTENDED PEGI / ESRB RATING

	The Intended Pegi rating will be Pegi 12 and ESRB rating we intend on having for the game will be Teen. This perfectly sums up the games rating.




	CONTRIBUTING TEAM MEMBER:
	Owain Kell
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SECTION 2: GAME OUTLINE



	GAME STORY SUMMARY 

	
The game would not have much of a story, the goal would be to sneak into a old railyard, trying to escape the security guards/dogs there, and once you do your reward will be the ability to paint anything you want onto the locomotives/wagons or carriages there.

There would be some brief history section for each level, for example, we could go into the early 1980s graffiti in New York, or 1934 Great western railway. Showing the history of the time, the art scene, and the locomotives/rolling stock used there. We would also do some fictional places like in a future with hover trains, where art has been outlawed, and can have more of a story in places like that. 




















	GAME FLOW

	A first-person Virtual Reality game, where you sneak into old railyards, trying to not be caught by the guards and guard dogs there. To be able to be creative, spray painting onto the old stock, which will be rewarded by seeing the trains run around with your paint on them.













	CONTRIBUTING TEAM MEMBER:
	(Owain Kell)


 

   	





SECTION 3: MAIN CHARACTER(S)
& PLAYER CONTROLS





	CHARACTER APPEARANCE

	[image: Pink8in - Female Graffiti][image: Team Fortress 2 - Wikipedia]
similar clothes and gear the main character would have.








Similar art style to Team fortress 2, with a cartoony oversized character




	CHARACTER DOSSIER / DETAILS 

	NAME:
	Player’s choice 

	GENDER:
	Male/Female/other

	SPECIES:
	Human

	AGE:
	Mid 20s

	FACTION:
	Artist/vandal 

	KNOWN ASSOCIATES:
	Coop second player, or by themselves

	

	



	CHARACTER’S BACKSTORY

	The backstory for the main character will be up to the player interpretation, as they themselves will be the character it will be easy for them to insert themselves into the world, creating their own stories. Same would go for personality, it will be whatever the player wants for themselves. The abilities of the player will be up to the player. Since the controls will be through VR you will have complete controls of your own hands and arms. So, the player will be able to push away guards if they are grabbed, or use items in the word to throw and distract guards. If the player wanted to be more aggressive the option to knock out guards vie a punch or object like pipes in the world is an option, so the player has a basic form of defence. More points would be given for a peaceful ending. 









	CHARACTER CONTROLS / PLAYER CONTROLS

	[image: Steam Community :: Guide :: Knuckles EV2: Quick Start]Valve Index
The controller layout for the valve index will go as follows 
Right hand
thumb stick: move around environment.
Track button: N/A
Trigger: Use held item/Move hand position on item
finger tracking/Grip sensor: move each finger/grab items or character, use to punch, or push things or hold things.
A button: Item Inventory button 
B button: pause button/Menu button
Left hand
thumb stick: move around player head.
Track button: N/A
Trigger: Use held item/Move hand position on item
finger tracking/Grip sensor: move each finger/grab items
 or character, use to punch or push things or hold things.
A button: Item Inventory button 
B button: pause button/Menu button
[image: Navigation Controls in Prospect – IrisVR]Oculus Quest/Rift
Right Hand
Joystick: Move around environment 
A button: item Inventory 
B button: pause/menu button
Grip Button: pick up item/close hand 
Trigger: use item/ move hand position
Left Hand
Joystick: Move head around  
A button: item Inventory 
B button: pause/menu button
Grip Button: pick up item/close hand 
Trigger: use item/ move hand position
















	CHARACTER APPEARANCE

	[image: Team Fortress 2 - Wikipedia][image: Ian McIntosh - Ghostbusters: the Video Game - Antagonists]

Security guards general look.






Similar art style to Team fortress 2, with a cartoony oversized character.




	CHARACTER DOSSIER / DETAILS 

	NAME:
	Security Guard 

	GENDER:
	Male/Female

	SPECIES:
	Human

	AGE:
	Mid 20s-40s

	FACTION:
	Police or security 

	KNOWN ASSOCIATES:
	Other guards or officers

	(Extra categories)
	

	(Extra categories)
	



	CHARACTER’S BACKSTORY

	
Guards Personalities can range between different characters, some would be a little tougher, and meaner than others, while some would be caring and kinder. They would all have a torch and a baton at their disposal, while some would have more dangerous weapons like a taser or even a gun. There attacks would either be chase down and capture or try and stun to capture. Some animal handler guards would be able to send their dog at the player to capture. The dogs would be the hardest to outrun or hide from. This will all add to give the player a challenge while also making the end goal more rewarding. Each type of guard can be exchanged with different ones depending on level, difficulty, or challenge, which can make the game easier for the casual player or stressful and hard for the player who want a challenge.








 

   	





SECTION 4: GAMEPLAY


	SEQUENCE OF PLAY

	
The game would have levels, each level will be made up of two sections for the player to get through. The first part would have a semi linier map, with corridors and parts in which the player will have to move around and avoid. The map will also include NPC obstacles like guards and security dogs. Cameras and motion detectors will cause as a physical block for players, and they will have to figure out how to stop them or use them to their advantage with moving around guards. The second part would be within the rail yard or carriage/locomotive shed, where the player will have the freedom to paint what they want on the rolling stock. This part will be as open as they are in real life.

Each level will have either a larger and more challenging area to make their way through, or a smaller but tougher aera, with tougher guards and harder equipment to avoid, each time they complete the first part the rewards will be something bigger or better. An example would be the previous mission was just some carriages, but the reward for the next mission would be a full locomotive.

Levels can also have different environments judging by different places in the world or in the different time periods, a New York rail yard will look a lot different compared to one based in the UK or Russia, and the guards, and models will look different in the 1920s or 30s compared to 1980s or modern day.












































	UNIQUE SELLING POINTS (USPs)

	Pick locking doors
this would include using a hair clip and a pin to picklock, locked doors, this is similar to other games, but not in VR. This will be a interactive feature that will put the player actually doing it, rather than using controls. This will make the player thank there actually unlocking the door.

Breaking down doors
The player will have the ability to break down doors with hammers, this will allow access into locked rooms if they are unable to picklock, but this would cause a lot of noise, alerting guards to that aera so the player will have to move quick to not alert the guards.

Creative freedom 
In this game the player will have complete creative freedom being able to paint anything they would like onto the side of railway items, they will have a selection of tools, like stencils, and a large selection of colours. Each can of paint will have different options of use, for example you could have a thin nozzle, meaning thinner lines are easier to make, or a larger nozzle for a wider surface area. The player will be able to use the cans like how graffiti artists do in real life, where they can have small squirts close to get some more detail or further away will add more paint around the area. 

The ability to create stencils
the player will be able to create their own stencils to use in the game, this will be created in the menu before heading out into a mission. This will make creating certain parts easier and add more creative freedom for the player.

Camera mode
a camera mode will allow the player to take pictures of their creations. These will save and the player can share and show them off to their friends or family, or online in a gallery. There will be a option to watch the train move around with the players art on it, so they can see it all in motion as well as get that perfect picture.

Challenge Mode
This will be an extra mode which will be harder for the player to complete, each challenge map will reward the player with extra rare paint, or tools to use, or a special locomotive/rolling stock to unlock to paint on. These challenges will either difficult due to AI or obstacles or difficult due to a unique challenge. An example of a unique challenge would be a Dog challenge, this would include multiple dogs on the map, a lot more than the usual game. which means it will be extra challenging to not get caught.

Creative Mode
Each locomotive or piece of rolling stock / paint or tools the player unlocks will be added to the creative collection. This is a mode which is just the painting side of the game, no time limits, or restrictions. The player will have as much time or resources they want.






















	



	PLATFORM-SPECIFIC FEATURES

	This will be exclusive for VR headsets on PC so the unique features of Virtual Reality will apply here. For example, the movement and interaction with your own hands and arms and feeling like your actually in the game will be in this game.














 
 

	   	





SECTION 5: GAME WORLD




	GAME WORLD

	[image: ]
[image: Train yard fence Photograph by Twoblueowls Photography][image: Train Switch Yard Stock Video Footage - 4K and HD Video Clips | Shutterstock]The game level would be structured around present day, historical or fictional railway or railroad engine shed, carriage shed or shunting yards. Each environment will vairy in size and scale, with both natural or manmade scenery being different depending on time period or country. Each yard will have their own security system, with fencing, guards and dogs, cameras and some have motion sensors. Some Railway Sheds will have doors and guards to get into and avoid. Some yards would be linier with corridors made up of physical obstructions, to make the player think more tactically to avoid the NPCs or other problems they will face. Due to how big and expensive railways are, many level and environments can be made from across the world, meaning there will be plenty to complete in the game and plenty to create for possible future content. There would also be some levels of abandoned rail yards or stations, which will be a more explorative level rather than a challenging one. This will be different from other level with plenty of foliage, and over grown plant life and rundown buildings and equipment. This would also mean the reward rolling stock or locomotive would be rusted and derelict to match the environment.







Examples of American Railyards and switching yards.






[image: Darnall engine shed - Wikipedia]


Example of a British Railway Yard, shed and shunting yard.















	LOCATION DETAILS

	NAME:
	Railway Locomotive Shed/Shunting yard


	WHAT DOES IT LOOK LIKE?
	large cluttered aera with plenty of places to hide with in the environment, cleaner aeras will have concrete, gravel and grass floors, and brick or modern plaster buildings. In an older time period or derelict area there will more plant life, and a more colourful environment with more greens and colourful flowers. In more modern and industrial areas, greys, and reds will be most common. Brick red for buildings or a light grey plaster, silver, or rusty orange fences, with yellow glow of lamps and torches at night.



	WHAT MOOD IS BEING INVOKED IN THIS LOCATION?

	The player is meant to feel uneasy when going toward to yard and sneaking in, it is dangerous and the player will feel this. This is different ti when the player is in the shed, they should feel happy, and rewarded that they have snuck into the shed, now they get the reward of painting the engine.


	WHAT KIND OF MUSIC WILL BE USED FOR THIS LOCATION?
	Eerie music will be used for the yard, and calming southing music will be used in the painting parts of the game.




	HOW ARE THE LOCATIONS CONNECTED IN THE GAME WORLD?
	The locations are connected via a open path, from breaking into the yard, sneaking in and through the yard, and then sneaking into the shed. The final stage will be inside the shed.






	GAME FLOW

	






[image: ]Escaping the room, means the end of the level
Access to the reward for a limited amount of time, the player will be able to paint here
Security camera, motion sensor or a locked door to all get passed.
Choosing to knock out the guards in a more aggressive play which will results in less point 
Some guards as obstacles the player must try and avoid getting captured.
Spawn Point, just outside a fence or wall the player must break through or climb over 


 

















 

	   	





SECTION 6: GAME EXPERIENCE




	GAME EXPERIENCE

	The overall theme of this game will be a thrilling experience, that will put the player on edge with the fear of being caught by the guards. This can also be quite a energetic and exciting experience, and especially with the art side of the game, the player will be in awe of there own creations. This will a peaceful feeling.















	HOW IS THIS FEELING GOING TO BE PRESENTED TO THE PLAYER?

	

these themes and feelings will be presented to the player via gameplay and atmosphere. Since the player will be in VR a good gameplay look is really important, as well as good atmosphere. Since it will be night-time, sneaking into the yard, the game will make the player think they are really breaking the rules to create their art. 












	ARE THERE ANY SPECIAL MODES OR INTERFACES FOR GAMEPLAY?

	
the two special modes are the challenge mode, and creative mode. Challenge mode will add multiple challenge levels which all have unique rewards to be used in creative mode.
creative mode will be just the creative side of the game, where players can paint and create as much and for as long as they would like.














	WHAT DOES THE PLAYER FIRST SEE WHEN THEY START THE GAME?

	


When the player loads into the level, they will see either a steel/wooden fence, or a wall of some kind. They can either look for an entrance point like a locked door, climb over any obstacles, or break through the obstacle in the way. This is the first interaction in the game.
[image: Hoover Fence Commercial Chain Link Fence Partition Panels with Gates |  Hoover Fence Co.][image: Hartwood 3&#39; x 6&#39; Picket Fence Panel]










[image: Professional fencing and brick walls and more in the West Midlands][image: Fun and Funky Ways to Transform your Chain Link Fencing | Warefence | Black chain  link fence, Painted chain link fence, Chain link fence]





	WHAT EMOTIONS ARE MEANT TO BE INVOKED BY THE GAME?

	the emotions that the player will be feeling will be varied on what there doing within the game. when being chased or even sneaking around the yards, they should feel on edge, and some may even feel a little scared, especially running away from the guards if there being chased. In the creative side of the game the player will feel relaxed, and happy as they will have the creative freedom to create what they want.









	HOW ARE MUSIC AND SOUND GOING TO BE USED?

	Music in this game will be sued to create the atmosphere around the player. Erie music when sneaking around the yards, loud and suspenseful while being chased, and calm music for creating.
A good example of Erie music that would be similar is Lavender town in Pokémon Red/Blue: https://www.youtube.com/watch?v=JNJJ-QkZ8cM&t=14s
For the time this perfectly shows off how eerie a game can feel, and a update modern version similar to this is what the game will have.
Another example of good music while being chased, to put the player on edge would be Halo CE devils… Monsters Track: https://www.youtube.com/watch?v=56w4VLURmGI&list=PLE247806E68BCF2AC&index=13 
the track has sharp strings that the player feels down there back, and when being chased this is how the player should feel, how any moment they could be grabbed.
Calming music is an important part of the creation part of the game, the wrong music will cause the player not to concentrate on there art. A good example would be daydreaming again featured In Final Fantasy 7 voices of the Life stream: https://www.youtube.com/watch?v=TJXF7Iw25ZI
The soothing guitars would be perfect to relax too and for the player to create there art too.

The sound effect is also just as important in the game, this is what will immerse the player in the world we created. Cutting through a fence should sound impactful, pick locking will sound like your fiddling with something mechanical, and hitting a door or person will sound like there was a lot of weight hitting the object.












	HOW DOES THE PLAYER NAVIGATE THE SHELL MENUS/ SCREENS OF THE GAME?

	




[image: ]Game Start
Pre game options (difficulty setting, tools etc)
Main missions Options 
Level select
Challenge mode
Creative mode
Game Start menu



















 

	   	





SECTION 7: GAMEPLAY MECHANICS



	GAMEPLAY MECHANICS

	
Some examples of the mechanics in this game are as follows:
interactions with most items in the level
Being able to fight back
Being able to be stealthy
The ability to climb over or onto objects
Lock picking 
Destructible doors and fences
The ability to spray paint onto objects

There will be a few hazards within the game as well:
NPC guards and dogs 
Security cameras
Motion sensors 
Objects that can cause loud noises (this will alert the guards)




	MECHANIC DETAILS

	NAME:
	Interaction with item in the level 


	WHAT DOES IT LOOK LIKE?
	These can look like copper pipes, or planks of wood. A bottle or a plastic crate. Most items within the world will be able to be picked up by the player.



	EFFECT ON PLAYER:

	These can be used as weapons or be used to distract enemies with the sound throwing something makes.



	WHEN WILL IT FEATURE IN THE GAME?
	
This will be a constant feature during the first section of the game.





	HAZARD DETAILS

	NAME:
	Security Camera 


	WHAT DOES IT LOOK LIKE?
	These will either look like the wall mounted security cameras, or the ceiling mounted one.


	EFFECT ON PLAYER:

	If caught in the line of site of the camera, this will alert all guards in the area to your aera.



	WHEN WILL IT FEATURE IN THE GAME?
	This will feature in the parts of the game near the main building or within said building.





	POWER-UP DETAILS

	NAME:
	Bag o’ dust 

	WHAT DOES IT LOOK LIKE?
	A plastic bag of dirt or fine gravel with a small explosive on the bag 



	EFFECT ON PLAYER:

	Once thrown on the ground this is create a dust cloud surrounding the area the player is in. this will stop guards from looking at the player meaning the player can make an easier get away



	WHEN WILL IT FEATURE IN THE GAME?
	these will be scattered around the levels randomly, they wont be common to make the game more challenging.







	COLLECTIBLE ITEMS

	
each level will have its own selection of secret collectables to get. One will be something the player can use, and the other will unlock a secret level. 
Paint cans with rare spray paint colours will be hidden in the environment, once obtained the player can use this paint in any level, or in creative mode on their art.

Keys will be also hidden in the level. These will be rare and hard to find, but if the player does find them it will unlock a secret level, with a rare or unique locomotive or rolling stock for them to paint on.









	COLLECTIBLE DETAILS

	NAME:
	Rare Paint can


	WHAT DOES IT LOOK LIKE?
	
a shiny paint can, so its not too hidden and can be spotted.


	BENEFIT FOR PLAYER:

	This will unlock a rare paint can which can be used in the level or in creative mode.

	WHEN WILL IT FEATURE IN THE GAME?
	
There will be one or two per level, hidden within the level.


	WILL IT EARN PLAYERS AN ACHIEVEMENT?
	Collecting multiple of them will give the player milestone achievements i.e Milestone 1: find 5 secret cans. Once players find all secret paints, they will be given an achievement for finding them all, which will unlock the rainbow can.


	
	





 

	   	



SECTION 8: ENEMIES




	LIST OF ENEMIES

	
The only two enemies in the game will be a security/police guard and a guard dog. These will have variation in terms of uniforms for each country or time period, and weapons and equipment.

The guards will walk around the level looking for the player, using their equipment they will try and track the player down. They will use torches, taser, motion sensors, cameras and in extreme cases a gun to stop the player from getting to the rail yard. They will also be sound sensitive meaning if the player makes too much noise it will make the guards move to that place.


















	ENEMY DETAILS

	NAME:
	security guard


	WHAT DOES IT LOOK LIKE?
	human, either male or female, ranging from skinny, buff and lager models. 


	ATTACKS:

	Attacks include: a grab, taser shot, gun shot, hit with there torch, and a dog whistle, which will make any dogs in the area chase you.


	WHEN WILL IT FEATURE IN THE GAME?
	These will be in every level in the first section of the map.



	HOW DOES THE PLAYER DEFEAT IT?
	They have to either sneak past each guard or knock out every guard.



	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	Safe passage, and extra points for avoiding them.




 

   	





SECTION 9: CUTSCENES


[image: ]
	CUTSCENES

		CUTSCENE DETAILS (use this table for each unique cutscene you include)

	VISUAL STYLE:
	This will be rendered in the game so the player can watch it like there are actually within the town or city watching the train move around with their art on it


	BRIEF DESCRIPTION OF SCENE:

	A few cinematic angles of the locomotive moving around, pulling a train over a bridge or into a station.

	WHEN WILL IT FEATURE IN THE GAME?
	At the end of the level after the player has finished painting.



	PURPOSE:
	For players to admire and show off the work they’ve done


There will only be one cutscene in the game, which will be the train you’ve painted on driving around with some cinematic camera angels for players to take pictures with. This will be different for every locomotive or country, for example, a New York subway unit will have a cut scene in new York, or a Great western railway locomotive will be seen driving around the country side in wales.














SECTION 10: BONUS MATERIALS








 

   	
	REPLAY VALUE

	
Each time the player replays the game they can play it differently, go down a different route, play more aggressively, or play with more stealth. They could try their own challenges, or replay to unlock content they missed, and they will be able to keep creating art pieces in this game and replaying means the player will be able to keep creating.















	BONUS MATERIALS

	The hidden collectables will give the player reason to go back and replay the levels, to unlock more paint to use or the secret levels. This will also be repayable due to Co op play, where two players will be able to sneak into yards together and paint the trains together. Because of how many railways are around the world the amount of Downloadable content is endless, where we could add more historical railways or locomotives or modern ones from larger places like Russia.
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