Car horror game

Game systems
The intended game systems that I would like to add this to are PlayStation, Windows and Nintendo Switch. I will be developing for windows at the beginning and will later ship to another platform after it is working. I would like to do it for the switch, but I will have to be approved for a license.

Target age of players
The target audience I have targeted the game at are teenagers because the game doesn't have a lot of blood or gore so would be suitable and get that rating. 




Game story summary
The main idea for the game is that they player will be driving around in first person and trying to survive the enemies that are attacking him. The player can hide or try to escape them using the vehicle. There will be AI that are attacking the player. There will be different types of AI that will be used to make the world feel alive. 

Game flow
The player will start of parked somewhere in a village around a Forest. The player will be able to drive around and the AI will be following them and some will be going down a path.

The player will be able to get a handle on the controls and the basic before enemies start to attack them.
Then a vehicle will spawn behind them and follow a path. The player will think that they are being followed but it will go straight past them. This will add to the Paranoia.

After a while more enemies will spawn and the player will deal with a little t of enemies that will be trying to kill the player.

Once the game is started a timer will be started, they will have to survive for seven minutes with the game getting progressively harder as time goes on. 





Gameplay

The main game mechanic is to escape and survive the enemies and not die in the seven minutes. The player will be in first person driving a car. 



Game world
The game world is set in a Forest with a small village that the player will start in. The will be a small nap that they can drive around and will a loop. This will make sure that they don't hit the world edge and lose emersion. Most of the world will be made up of trees and other foliage. The village will be quite small.

I would like to add different parts to the world depending on the time and amount of work.

I was also thinking about adding a weather cycle for the game so that it can rain and snow in different areas of the map. So, it would be harder to see in some parts because of the area. Also I would like to add weather conditions that could change how hard it is to control the vehicle. This would likely be an option so the player can remove it if they are annoyed with the feature.


Game experience
The main game experience is built around driving around and the enemy AI. I would like to add other game experiences like changing the appearance of the vehicle but is not a priority. The enemy AI add a lot to the experience because there will be a vehicle following a path that can detect the player and will just go past them. But the player will think that they being followed. A mixture of attacks and just normal vehicle will hopefully be able to make the player paranoid about the other cars.


Gameplay mechanics
The will be a timer that will control the spawning of the enemies and trigger that will spawn a vehicle that will follow a path. This will allow me to control the spawning of the enemies so that the player isn't overwhelmed at the beginning of the game and is able to learn controls and the basic mechanics.

The player will control a vehicle and the car will have a health bar and will die if hit too many times or if the car is flipped over. The health will be shown on the dashboard of the vehicle because it will hide the state and won't break the immersion with too much text on the screen.

There will be different AI that will be able to be used for multiple uses. I will have vehicles that will chase the player and some passive ones that will just following paths to make the player more paranoid.



Enemies
The enemies will be quiet calm at the beginning of the game but after a period of time, there will be more of them and they will be chasing the player trying to kill them.  

The vehicle that will be chasing the vehicle will have AI that will try to hit them. I will have different types of enemies. Some will be slower and less aggressive for example. This could be represented as different cars. This will be used to show the player the different mechanics at the beginning and break up the game. Some will be easy to escape to give the player the satisfaction of escaping. 

Online Tutorials for AI and unreal engine:
https://www.youtube.com/watch?v=l1tpeVIcaGI
https://www.youtube.com/watch?v=kYBaY5cjmsI
https://www.youtube.com/watch?v=bWXI91FdMtk
https://www.youtube.com/watch?v=zNJEvAGiw7w
For the creation of the tree and other environment stuff:
https://www.udemy.com/course/blender-279-nature-environment-creation/


For Substance Designer
https://www.youtube.com/watch?v=y8q6-tgQjZc
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Game time Line

30th September
Brainstorming ideas for different games. I came up with two different game ideas. The first one is around a person getting kidnapped and you have to escape them and solve puzzles to escape. 
The second ideas was to have a different type of horror game where the player would be driving a car and will be trying to get away from people trying to nock them off the road. It will be built on the fear people have when driving on the road. 
7th September
This week, I was using my time to learn some of the Unreal engine and Maya. This would allow me in late weeks to easily use the software to create assets and create the game. I made a simple model of a ghost busters trap. This was a tutorial that I followed. It showed me all the basic of the Maya and how to use the software effectively.
14th 
This is when I started with the prototyping of the levels and some of the Game Design Document. I started with making a simple Game design document for the main idea. This was to help me understand what I needed to learn.
21th
Now I know what I needed to learn I was able to start using online resources to learn the software and start making some simple stuff. This is mainly what I did for the week and open unreal engine on my home computer and messed around with the software.
28th 
I started work on this document and planned out what I needed to do for the weeks ahead with a Trello page and got to work. I started looking at blueprints and the basic of it. It is very complicated and will take me a while to understand. I started to create some AI. The character was able to generate a random place to go and move there.			
4th
I was getting a little confused with other stuff and Blueprints, so I decided to change software and play around with substance designer. I made a ground texture that I could use for the game. It has some basic texture and a random rock generation. This crashed my computer a couple of times because I added way to may rocks. I would like to add some twigs to the texture using the same method I used for the rocks. 
11th 
I was learning Maya this week, using tutorials. I created a Ghost busters trap and learnt some useful techniques for the modelling. I haven’t exported anything yet. I am starting to create some other assets in Blender to add to the game.		
18th 
I continued work on the AI for the game and they are now able to move around and hit the player. The path they should be following isn’t working but Hopefully next week it will be able to fix it.
Also, learnt some useful Maya thing in the lesson for modelling a bin. I went over the basic again and learnt how to get rid of the bug where the camera will just randomly go nuts.	
25th
Finishing the tree model and started to create the Vehicle model. The car modelling isn’t going very well because it is hard to model with all the different curves.
02nd 
The final week, I decided to use the basic vehicle model in unreal and focus on Finishing the AI. Then tried to import the tree and it isn’t working. Every time I import it take all the leaves of the tree.

