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PITCH DECK: SKYE: SHADOWED WINGS
Genre: High-Stakes Action Platformer Developer: Octorian Studio (Wales, UK) Engine: Unity 2D Status: Vertical Slice (Very Early Prototype)
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[bookmark: _4r4b0x7k6eu3]"Flight is your greatest weapon. It is also your slow death."
Skye: Shadowed Wings is a gothic action-platformer where players control a fallen angel in a crumbling sky kingdom. Unlike other platformers where flight is free, here every flap of your wings accelerates the Shadow Corruption.
It is Hollow Knight’s combat meets Celeste’s movement—but with a sadistic twist: You must trade your sanity for mobility.
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TITLE SCREEN NOT FINAL DESIGN
· Aesthetic: "High-Bit" Gothic Pixel Art. Think Blasphemous mixed with the melancholy of Castlevania: Symphony of the Night.
· The World: The Aetheris Kingdom—once a pristine floating utopia, now choked by dark, thorny vines and shadow creatures.
· The Hero: Skye—a blue-haired, gothic fallen angel. Her massive black wings are fluidly animated, dominating the screen during combat and flight.
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VERY EARLY UI CONCEPT WITH WEAPONS BEING ADDED INVENTORY HUD WILL BE MADE
[bookmark: _b9p2gny18r7n]A. The "Shadow Corruption" Mechanic (USP)
This is the game's unique selling point.
· The Mechanic: A "Corruption Meter" (Purple Bar) sits below the Health Bar.
· The Trigger: Gliding, Double Jumping, or using "Wing Dashes" fills the meter.
· The Risk/Reward:
· 0% Corruption: Standard movement. Standard defense.
· 50% Corruption: Attacks deal 1.5x Damage, but you take 1.5x Damage.
· 100% Corruption (Overload): You deal Double Damage and move faster, but your health slowly drains until you land on "Sacred Ground" to cleanse it.
[bookmark: _q2sgcx1in2k9]B. Combat & Movement
· Movement: Fluid, momentum-based aerial platforming. The player feels heavy on the ground but weightless in the air.
· Combat: Melee-focused. Skye uses her steel-tipped wings like giant blades.
· The Dance: Players must manage their Corruption mid-fight. Do you fly high to dodge the boss (risking Overload), or stay grounded and fight safely?
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NOT FINAL BOSSES (MAY CHANGE) /VERY EARLY CONCEPT ART MAY CHANGE DURING DEVELOPMENT
We are building a tight, focused experience rather than a sprawling open world.
· Duration: 6–8 Hours of Gameplay.
· World Structure: 4 Distinct Biomes (The Shattered Outskirts, The Thorn Spire, The Deep Clouds, The Sun Sanctum).
· Bosses: 8 Unique Bosses (including "The Corrupted Harpy" and "The Shadow Knight").
· Progression: Metroidvania-lite. Unlock abilities (Dash, Wall Cling, Dive Bomb) to access new areas.
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· Target Audience: Fans of challenging "Souls-like" 2D games and precision platformers.
· Comparable Titles:
· Blasphemous (for Art Style/Tone)
· Hollow Knight (for Combat/Exploration)
· Celeste (for Movement Mechanics)
· Why Now? The market for high-quality pixel art is evergreen. Players are hungry for games that iterate on the "Metroidvania" formula with a new mechanic (The Corruption System).

[bookmark: _u9nqbcgdem8w]6. DEVELOPMENT STATUS & TEAM
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· The Developer: Octorian Studio is a solo developer based in Swansea, Wales.
· The Strategy:
· Core Design & Code: Handled internally.
· Art & Animation: High-quality assets commissioned from specialist pixel artists (Sprite sheets & Backgrounds).
· Audio: Contracted to Welsh sound designers for a cohesive, haunting score.
· Current State: Vertical Slice Complete. Level 1 is very early into development with placeholder character to show core functions early environment forest for testing.
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[bookmark: _ac7cozhksvqo]7. THE ASK (What we need from a Publisher)
Budget Request: £56,000
We are looking for a partner to help bring Skye to full commercial release on PC with open idea to console release (Playstation 5 and Nintendo Switch 2).
· Funding: To cover estimated 12 months of full-time development and contractor costs for assets, soundtrack/music and personal expenses.
· Marketing: To cut through the noise on Steam.
· QA & Porting: Support for console certification if the hype is REAL!.
MY ROADMAP:

	Phase
	Timeline
	Focus
	Key Spend Items
	Cost

	Q1: Foundation
	Months 1-3
	Core Mechanics & Style
	• Lead Dev Subsistence (3 Mo)

• Initial Character Animation (Contract)

• Concept Art for Biomes/Levels/HUD
	£12,500

	Q2: Production
	Months 4-6
	Asset Creation (Heavy)
	• Lead Dev Subsistence (3 Mo)

• Major Art Contracts (Enemies/Tilesets)

• Soundtrack Composition (Phase 1)

• Website & Press Kit Setup
	£16,000

	Q3: Content
	Months 7-9
	Level Design & Bosses
	• Lead Dev Subsistence (3 Mo)

• Boss Sprite Animation (Complex)

• SFX Design (Combat/Ambience)

• Localisation Prep
	£14,500

	Q4: Polish
	Months 10-12
	Beta & Launch Prep
	• Lead Dev Subsistence (3 Mo)

• Marketing & Trailer Production

• QA Testing & Bug Fixing

• Final Audio Mix
	£13,000

	TOTAL
	12 Months
	
	
	£56,000


GAME DESIGN DOCUMENT: SKYE: SHADOWED WINGS1. OVERVIEW

Skye: Shadowed Wings is a high-stakes 2D action-platformer with a dark, gothic aesthetic and a unique risk/reward mechanic centered on player mobility. The core design philosophy is to challenge the player to master momentum-based movement while managing a constant, self-inflicted threat: the Shadow Corruption.
· Genre: Action-Platformer (Metroidvania-lite, Souls-like Combat)
· Target Audience: Fans of challenging 2D games (e.g., Hollow Knight, Celeste, Blasphemous).
· Theme: Gothic Horror, Fallen Angels, Corrupted Kingdom.
· Platform: PC (Steam), with potential for console ports (PS5, Nintendo Switch 2).
· Developer: Octorian Studio (Solo Developer, Wales, UK)
· Engine: Unity 2D
· Status: Vertical Slice (Very Early Prototype)
2. CORE CONCEPT & HOOK

"Flight is your greatest weapon. It is also your slow death."

The player controls Skye, a blue-haired fallen angel navigating the crumbling sky kingdom of Aetheris. The central design innovation is the Shadow Corruption system, which links high-mobility actions (flight, dash) directly to a rising danger state.

Core Loop: Explore and platform -> Engage in fast, melee-focused combat -> Use aerial mobility for advantage -> Manage the rising Corruption -> Find "Sacred Ground" to cleanse the Corruption before Overload.3. THE VISUALS & VIBE
· Aesthetic: "High-Bit" Gothic Pixel Art. High fidelity, detailed pixel environments with a strong emphasis on dark, oppressive architecture and melancholy colors (purples, deep blues, and muted earth tones).
· Inspiration: Blasphemous (Gothic detail), Castlevania: Symphony of the Night (Melancholy atmosphere).
· World Design (Aetheris Kingdom): A once-pristine floating utopia now visually decaying. Environments should feature ruined marble, choked by dark, thorny vines, and illuminated by sickly ambient light.
· Character Design (Skye): Central to the visual identity. Skye is a distinctly gothic figure. Her massive, highly-animated black wings are a constant visual element, used fluidly for both movement and attack.
4. CORE GAME MECHANICS4.1. The "Shadow Corruption" System (Unique Selling Point)

This mechanic forces a constant risk/reward calculation during platforming and combat.
	Corruption Level
	Trigger/Action
	Effect on Skye
	Cleansing

	0% (Standard)
	Ground movement, standard jump, simple attacks.
	Standard mobility and defense.
	Default state.

	0% to 100% (Rising)
	Gliding, Double Jump, Wing Dashes, Dive Bomb.
	The Corruption Meter (Purple Bar) fills. Mobility is gained.
	Landing/resting on Sacred Ground or using specific items.

	50% (Hazardous)
	Reaching 50% on the meter.
	Increased Risk: Attacks deal 1.5x Damage, but Skye takes 1.5x Damage.
	Finding Sacred Ground to drop below 50%.

	100% (Overload)
	Reaching 100% on the meter.
	CRITICAL: Skye deals Double Damage and moves faster, but Health slowly drains until Corruption is cleansed.
	Mandatory: Must land on "Sacred Ground" to reset the meter. Cannot be reset otherwise.


Sacred Ground: Designated platforms or save points scattered throughout the levels. Landing on them immediately resets the Corruption Meter to 0% and stops the Overload health drain.4.2. Movement & Platforming

Movement is designed to feel heavy and deliberate on the ground, contrasted by fluid, momentum-based aerial freedom.
· Standard Moves: Run, Jump, Wall Cling (Metroidvania-lite progression unlock).
· Corrupted Moves (Trigger Corruption):
· Gliding: Slow, controlled descent. Essential for large gaps.
· Double Jump: Allows extra height.
· Wing Dash: Short-range, horizontal dash used for quick dodges and platforming gaps.
· Dive Bomb (Unlock): A fast, downward strike that resets aerial moves upon landing.
4.3. Combat

Melee-focused, challenging, and fast-paced, drawing on Souls-like principles of enemy pattern recognition and precise timing.
· Primary Weapon: Skye's steel-tipped wings. Attacks are quick, short-range slashes and heavy slams.
· Combat Focus: Players must constantly weigh the risk of using high-mobility, high-Corruption moves to avoid boss attacks versus staying grounded for safety.
· Example: A player might deliberately push to 50% Corruption to burst down a challenging enemy with increased damage, accepting the penalty of taking more damage in return.
· Secondary Abilities: Unlockable passive and active abilities tied to defeated bosses or progression points (e.g., a projectile spell, temporary invulnerability shield).
5. GAME STRUCTURE & CONTENT

Skye: Shadowed Wings is designed as a tight, focused experience.5.1. Scope & Duration
· Total Playtime: 6–8 hours (Focused Run).
· Replayability: Encouraged through challenging difficulty and potential for speedrunning/low-Corruption runs.
5.2. World Structure

Progression is Metroidvania-lite, meaning the player unlocks core abilities that open up access to new, distinct biomes.
	Biome Name
	Description
	Key Challenges
	Bosses Introduced

	The Shattered Outskirts
	Ruined marble ruins on the kingdom's edge. Introduces basic Corruption mechanics.
	Simple platforming, basic flying enemies.
	The Corrupted Harpy (Tutorial/Mid-level Boss)

	The Thorn Spire
	A vertical ascent choked with aggressive, dark vines. Requires precision platforming and wall clings.
	Environmental hazards (thorns), vertical enemy patterns.
	The Stone Sentinel

	The Deep Clouds
	Open, often low-visibility areas requiring heavy use of Gliding and Wing Dash. High Corruption risk.
	Long-gap jumps, aerial combat challenges.
	The Shadow Knight

	The Sun Sanctum
	The kingdom's pristine, central core, heavily guarded by powerful angels corrupted into monstrosities.
	High-damage enemies, complex boss mechanics.
	Final Bosses (2)


5.3. Progression

Players unlock new movement abilities that gate access to new areas:
1. Wing Dash: (Initial Ability)
2. Wall Cling: (Unlocks verticality in Spire)
3. Dive Bomb: (Unlocks specific ground-break areas)
6. MARKET & COMPETITION
· Comparable Titles:
· Blasphemous: Strong aesthetic and tone comparison.
· Hollow Knight: Benchmark for combat feel and exploration.
· Celeste: Benchmark for fluid, high-stakes movement mechanics.
· Market Opportunity: The game directly targets an established and hungry market segment (Souls-like 2D, precision platformers) but differentiates itself with the unique and highly marketable Shadow Corruption mechanic. The gothic pixel art style is currently high in demand.
7. DEVELOPMENT PLAN & BUDGET (12 MONTHS)
	Phase
	Timeline
	Focus
	Key Spend Items
	Cost

	Q1: Foundation
	Months 1-3
	Core Mechanics & Style
	• Lead Dev Subsistence (3 Mo) • Initial Character Animation (Contract) • Concept Art for Biomes/Levels/HUD
	£12,500

	Q2: Production
	Months 4-6
	Asset Creation (Heavy)
	• Lead Dev Subsistence (3 Mo) • Major Art Contracts (Enemies/Tilesets) • Soundtrack Composition (Phase 1) • Website & Press Kit Setup
	£16,000

	Q3: Content
	Months 7-9
	Level Design & Bosses
	• Lead Dev Subsistence (3 Mo) • Boss Sprite Animation (Complex) • SFX Design (Combat/Ambience) • Localisation Prep
	£14,500

	Q4: Polish
	Months 10-12
	Beta & Launch Prep
	• Lead Dev Subsistence (3 Mo) • Marketing & Trailer Production • QA Testing & Bug Fixing • Final Audio Mix
	£13,000

	TOTAL
	12 Months
	
	
	£56,000
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