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Vessel’s Adventure
A turn-based Role Playing Game (RPG)
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1. Intended platform, Controls, and Demographic

Platform
‘Vessel’s Adventure’ will be made available on PC for Steam, this is because of the high amount of customisability that PC has, for example, the controls will be easy to configure. The game being released on steam also means that players will be able to make use of both the steam workshop and the steam community hub for communication and potential modding, if support is ever added.

Controls
The original controls that the game will use will be the WASD keys (or arrow keys) for movement, alongside the additional “Z”, “X”, “C”, and “V” keys, the “Z” key will be used to select through menus and/or dialogue, the “X” key will be used to cancel / go back through menus, but won’t do anything in dialogue. The “C” key will be used to open the in-game menu, and the “V” key will be used for swapping the equipped overworld ability. All of these controls will be freely adjustable in the menu configuration settings.

Demographic
The target demographic for Vessel’s Adventure will be those in the age range of teenagers to adults that enjoy a simplistic art style while still providing challenging but not unfairly difficult gameplay.

Rating
Using ESRB’s guide, [1], the game will have an ESRB rating of Everyone 10+ and, going off of PEGI’s rating guide, [2], the game will have a PEGI rating of 7. The game receives these ratings because the game will depict non-detailed and non-realistic violence through its combat.





Game Content

Game Story
The player follows the story of their created character, who, after being created, is tasked with taking down a dragon after a recent attack after it is implied to have ravaged a town, the player won’t directly start off with a tutorial battle, rather, the first enemy encounter they face will be their tutorial battle. Where the player will be taught action commands in their battle. The character will have to search for clues to the dragon’s location while exploring the map, searching through diverse landscapes and fighting powerful foes along the way, the character will also meet some friendly faces that may help during battle. As the character defeats bosses, they will gain upgrades, and special overworld abilities, which, in some cases may have special uses in battle. The player will reach the end of their story when they best the dragon in combat, saving other towns from meeting the same fate as the town in the beginning. Defeating the dragon is the player’s main goal of the story.

Game Flow
The game is a ¾ view 2D RPG with pixelated visuals following the vessel the player creates. The player will explore the lands in a semi-open world setting, wherein the player will have to make the choice to defeat bosses and enemies in order to get stronger, or to convince the bosses and enemies to not fight. The player will explore different environments throughout their journey, with each environment counting as another “level”, where the game gets progressively more difficult until the end.


Characters

Characters
The player character is first created and customised at the beginning of the game, other than a few select choices, the player’s choices will be only visual, as the player character will serve as a mostly emotionless vessel for the player, hence, why there is no design for the player character, as it is intended to be up to the player as to how they look, and behave.





Gameplay

Sequence of Play
The game takes place on a relatively large map, wherein the player will slowly traverse the map to reach the bosses at each “level”, or, environment, to be able to move on to the next “level”, eventually the player will reach the final environment, where once they defeat the dragon, they will have beaten the game. The game’s sequence is rather formulaic, and simplistic. 

Levels
Although the game follows a more open-world-Esque experience, the game will have its more advanced environments harder to access without beating the story up to the intended point, though not impossible, this is because the game doesn’t want to stop player choices outright, but would want to discourage players from trying to fight something they’re not ready for, if the player does travel to one of the later game environments early and manages to beat an enemy there though, the enemy will drop increased rewards, though this will be limited to a certain amount of times, to stop the player from skipping progression entirely.

Unique Selling Point
The game’s unique selling point is both the game’s unique take on combat, especially with bosses. And the ability to win fights non-violently, although “sparing” enemies is a mechanic in some games, it’s not done often in the genre and goes underutilised, which is why the game makes use of player’s choices with the player character being “emotionless” as a vessel, so the player can enact their will on the game, if their will is to fight or spare enemies.

Mechanics
The mechanics for the game are relatively simple, with only a few buttons, most of the extra buttons being used for menu navigation and navigation of the UI during battles. During battles, the player will have the option to fight, use special moves, use items, and use mercy. upon fighting, using special moves, and using mercy, the player will have to time pressing the “Z” key correctly one or more times for higher damage or higher mercy gain. Outside of battle, the player will be able to move around the overworld with the directional inputs, furthermore, the player will be able to attack in the overworld with the “Z” key, which can both be used for solving overworld puzzles if the right ability is equipped, or can be used to “First Strike” an enemy, which will start a battle off with an advantage for the player, by allowing a free attack on the enemy. Although, this goes both ways, as the enemies can also attack from the overworld, if the player gets hit by one of these attacks, the enemy is provided a free attack that the player is unable to dodge at the beginning of the battle. The extra abilities acquired through beating the bosses can have special uses in the overworld, like being able to dig the ground up for treasure, being able to jump up higher distances, and being able to float for a short period of time to cross large distances.

Features
The game will feature a levelling up system, that will max out at 20, each level will be a significant jump in statistics to the player character to accommodate for a low maximum level, the only way to gain levels will be to fight enemies, as using mercy will not reward the player with experience (EXP), but will reward the player in other ways to accommodate for the missing stats, like, for example, extra healing items to deal with the lower maximum HP. In addition to experience, the player will be awarded Gold when defeating enemies and bosses, which is the currency of the game. In shops, the player can buy equipment to increase defence and can buy weapons to increase attack damage, the player will earn more Gold per enemy if the player defeats the enemy through Mercy.


Competition and Inspiration

The game was inspirited by three games in particular, and also serves as their competition, these three games are “Deltarune”, [3], “RuneScape”, [4], and “Mario & Luigi: Superstar Saga”, [5]. the game takes inspiration story-wise from Deltarune, relying on more meta-themes like the player’s control of the vessel, and from Deltarune’s Art style being more simplistic and pixelated. While it takes inspiration from RuneScape’s open-world aspect, adding its own twist to that open world by changing the view to a ¾ top-down perspective. Finally, the game draws inspiration from Mario & Luigi: Superstar Saga’s unique approach to otherworld abilities and unique battles, as they were the first RPG to introduce being able to avoid enemy attacks with skill, which wouldn’t be seen in another major release until Expedition 33, [6], Vessel’s Adventure strives to improve upon the combat to be a worthy competitor through the use of special moves that find use both in and outside of combat, while Mario & Luigi: Superstar Saga does use some “bros attacks” in the overworld, it is underutilised, and doesn’t show up much during the game. This is one of the areas the game aims to improve upon. Another aspect that the game aims to improve upon from one of the games it’s been inspired by is Deltarune’s lack of healing items, which makes Deltarune not very friendly to players who tend to make many mistakes, and can be frustrating. Vessel’s Adventure plans to be a mix of fun and challenge, so any challenges provided by enemies and bosses are because the enemy or boss is difficult, not because of a lack of ways to deal with the damage they could deal, alongside the addition of being able to dodge attacks if timed correctly, means that the player could, if skilled enough, take on the final boss at level 1 with no healing items.


Game Structure

Game Structure
The game is navigated through menus, these menus will help the player to navigate to the different available options, like the Settings, which will allow the player to adjust the games’ controls to their liking, the audio to a comfortable level, and the brightness of the game among many other settings, like an epileptic mode, which will disable any flashing effects in the game. The game will make constant checks for the player’s progression, so that the game will be able to be as responsive and up to date as possible.
Menu Navigation; 
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Level selection and play;
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Unlockable Items
Through sub-quests which can be done at any time throughout the game, so that the player can’t miss out on any content, the player can obtain special items, for example, one obtainable item is a sword that has a passive of increasing Gold dropped by enemies by 25%. These special items are some of the only items in the game that have passive abilities, though aren’t necessary to beat the game, as they will not have any passives to base statistics other than defence, and in the case of defensive passives, there will be other equipment available in shops that would rival the special items, for example, a ring that increases maximum HP by 30%, this is to make the game more balanced, and to give a player a sense that they don’t need to find the secrets to be able to enjoy the game as they want, instead of feeling pressured to find the secret items to be able to progress. It rewards the player for going out of their way while not actively worsening the player’s experience for not going out of their way to search the entire map.

Visual Elements
The visual design of the game is a pixelated ¾ top down view, with a wide variety of colours. The simplistic graphics will allow for a more stylised game, while still being appealing, and being expressive enough to make for interesting interactions. Especially during battle, in which, any characters involved in battle will be more detailed, to be able to accurately show important things like status effects. The more retro leaning graphics will catch an older audience’s eyes and may increase the chance that they try out the game. [image: ]
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