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Augmentation 
BY Joshua Thomas
Student number: 2404362

	
INTENDED PLATFORMS

	

The game will entirely designed to be played on PCs, mainly because the some of the puzzles I plan to include will require the player to access the games folder and that is completely impossible to achieve properly on consoles.






	TARGET AGE / DEMOGRAPHIC OF PLAYERS

	
My hope is that this game will resonate with people who are fans of games with meta narratives or arg elements. Also, I believe people who like puzzle games will enjoy this.

I’m aiming for a older teen/ young adult (I guess 15 to 25) as a target age range as I feel like they would most relate to the story I’m aiming to tell.




                          
	INTENDED PEGI / ESRB RATING

	
Pegi 15




	CONTRIBUTING TEAM MEMBER:
	(YOUR NAME HERE)
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SECTION 1: TITLE PAGE	   	
Scott Rogers ‘Ten-Pager’ Template		






SECTION 2: GAME OUTLINE



	GAME STORY SUMMARY 

	

At the start of the “game” your character wakes up in a medical pod forgotten by time to find that the city is in utter disarray and even stranger, completely silent. 

On further inspection it seems that the process of time has stopped while life continued on. 

After a bit of a tutorial on movement the player will enter a room with the first enemy of the game, probably the combat tutorial. But as the player approaches it they’ll start to hear a voice. Turns out its the developer of the game that claims to be trapped in the game and begs the player to help them. 






















	GAME FLOW

	

The game will have the player making their way through the ruins of a world frozen in time helped by the guidance of the “developer“ of the game. 

The player will be tasked with collecting new player abilities in order to help break out of the boundaries of the game in order to help the “developer” gain more control of the game they are stuck in.
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SECTION 3: MAIN CHARACTER(S)
& PLAYER CONTROLS





	CHARACTER APPEARANCE
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L
	CHARACTER DOSSIER / DETAILS (Add/adjust categories as appropriate)

	NAME:
	J-T-613

	GENDER:
	Male

	SPECIES:
	Human (player character)

	AGE:
	26

	:
	

	KNOWN ASSOCIATES:
	Joseph (game “dev”)

	
CHARACTER DOSSIER / DETAILS (Add/adjust categories as appropriate)

	NAME:
	Joseph (“The Dev”)

	GENDER:
	Male

	SPECIES:
	Human

	AGE:
	25

	:
	

	KNOWN ASSOCIATES:
	J.T
The player







KNOWN ASSOCIATES: J-T-613




	CHARACTER’S BACKSTORY

	
J-T-613: Awoken from an accident he can’t remember, with the only clue to his identity being the code name on the side of the pod he awoke in. At least he retained some of his muscle memory, especially when he’s holding a weapon.

Joseph: Trapped in a prison of his own design cursed to watch the same events unfold for eternity, until one day something suddenly changes, and input from someone new. This could finally be his chance, a chance to regain control 






	CHARACTER CONTROLS / PLAYER CONTROLS
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SECTION 4: GAMEPLAY


	SEQUENCE OF PLAY

	

The game will progress by a level-to-level basis but will be blocked off from the next level by a admin lock prompting  the player to go back to a previous level in order to find a way to break out of the boundaries of the level using any new abilities the player gained and using clues found in dev logs which the player can read from the game files, ( if the player hasn’t checked yet the “dev” will suggest it after giving up on the code for the first time.

Not only will this unlock more levels, it will also give the “dev” more access to the game files, meaning he can help you in more interesting ways.

























	UNIQUE SELLING POINTS (USPs)

	

One of my main selling points would be one of the main characters being a live action actor being masked over the games UI in order to communicate with the player during set pieces and random parts of gameplay.

My hope is that having a real life person representing the “dev” would make their presence in the game jarring, yet more immersive than it just being a character in the style of the game world.



















	PLATFORM-SPECIFIC FEATURES

	


Because the game will be released on pcs the player will a more enhanced access to the game files than you would on consoles. 

This is important because I want the player to be able to go snooping through said files in order to look for clues and hints to progress in the game through stuff like dev logs development screen shots and concept art that have been left in the files.
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SECTION 5: GAME WORLD




	GAME WORLD

	

In general the game will be a post apocalyptic world, ruined cities taking over by nature and machinery harvesting and destroying the environment in order for the robots left behind after they beat humanity in the “war for the world”, for purposes unknown.

















	LOCATION DETAILS

	NAME:
	Level One: An unwelcome awakening.


	WHAT DOES IT LOOK LIKE?
	A damp, rundown hospital in a desolate city.
(Nighttime)



	WHAT MOOD IS BEING INVOKED IN THIS LOCATION?

	
Unnerving and cold
Unwelcoming 
Slightly hostile 

	WHAT KIND OF MUSIC WILL BE USED FOR THIS LOCATION?
	A bit ambient with a mix of raindrops and distant machine grinding 




	HOW ARE THE LOCATIONS CONNECTED IN THE GAME WORLD?
	You will unlock levels one after another and will have each level accessible in a level select menu once you beat the level for the first time.



(NOTE: Copy-paste the table in this section as necessary for each location you wish to feature.)

	GAME FLOW
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SECTION 6: GAME EXPERIENCE




	GAME EXPERIENCE

	
The game world’s will generally be dark, gloomy and slightly depressing. This theme will be contrasted with the more of the humorous and light-hearted theme of the overall game due to the interactions between the player and the “dev”.











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

	
For the game world’s theme, the environments of the game will usually be desolate and rundown with very few bright scenes. For the games overall theme, the interactions the characters have with each other will usually be a lot more fun till the latter parts of the game













	ARE THERE ANY SPECIAL MODES OR INTERFACES FOR GAMEPLAY?

	
The “dev” will be able to hop into many of the UIs in the game as well as some objects of the game environment.














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

	
(Rough sketches / images can be used here to help convey this.)


Main menu concept
[image: ]














	WHAT EMOTIONS ARE MEANT TO BE INVOKED BY THE GAME?

	

My hopes is for the player to form a connection with the “dev”. On top of that I hope to make people laugh.
I also hope that people get intrigued with the backstory of the game.






	HOW ARE MUSIC AND SOUND GOING TO BE USED?

	

The audio will be designed to make the player feel dread during the regular parts of levels, with a constant metallic droning being the focus in of the background music. However, the boss battle music be a lot more exciting while have that focus on the metallic droning.


























	HOW DOES THE PLAYER NAVIGATE THE SHELL MENUS/ SCREENS OF THE GAME?
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SECTION 7: GAMEPLAY MECHANICS



	GAMEPLAY MECHANICS

	

MECHANIC: Something the player interacts with to create or aid gameplay e.g. moving platforms, opening doors, slippery ice.

HAZARD: A mechanic that can harm or kill a player but doesn’t possess intelligence e.g. spike pits, swinging blades, jets of fire. Describe SOME – not every one!

POWER-UP: e.g. Ammo, extra lives, invulnerability, etc. Provide examples of power-ups and what they do.





	MECHANIC DETAILS

	NAME:
	Muscle stimulates 


	WHAT DOES IT LOOK LIKE?
	An implant that will be inserted into the player's body.



	EFFECT ON PLAYER:

	It will boost the movement speed of the player for 30 seconds, but you will need a moment to recover afterwards.



	WHEN WILL IT FEATURE IN THE GAME?
	This will be unlocked after beating the first major boss Doctor Robo and installing it in a medical pod.






	HAZARD DETAILS

	NAME:
	Exposed wire 


	WHAT DOES IT LOOK LIKE?
	It’s a sparking wire that will just out of the level in a bunch of different spots of the map.



	EFFECT ON PLAYER:

	If the player comes into contact with wire directly or an affected surface the player will get an electric shock and take damage. The amount of damage will change on the amount of implants the player has.



	WHEN WILL IT FEATURE IN THE GAME?
	In a number of different levels of the game.





	POWER-UP DETAILS

	NAME:
	Medical shot


	WHAT DOES IT LOOK LIKE?
	A small container filled with medicine with a small but deep piercing needle.



	EFFECT ON PLAYER:

	It will heal the player for about 50 hp.



	WHEN WILL IT FEATURE IN THE GAME?
	The player will be able to find these in and around the environment, depending on what they search.








	COLLECTIBLE ITEMS

	

After solves particular puzzles the player will be rewarded with access to journal entries from other “devs” of the game that will 







	COLLECTIBLE DETAILS

	NAME:
	Dev entries 


	WHAT DOES IT LOOK LIKE?
	It’s a folder that the player will be able to pick up



	BENEFIT FOR PLAYER:

	Provides the player with a deeper look into the story as well as a passcode that will give them access to new parts of the game when they are blocked by a gate.


	WHEN WILL IT FEATURE IN THE GAME?
	In secret parts of levels that the players will be hinted towards.



	CAN IT BE USED AS CURRENCY?
	
No


	WILL IT EARN PLAYERS AN ACHIEVEMENT?
	No
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SECTION 8: ENEMIES




	LIST OF ENEMIES

	

Here is a list of the enemies that will appear in the first few levels 

Nurse bot 
Assistoid
Traffic bot 
Patrol orb 

















	ENEMY DETAILS

	NAME:
	Nurse bot 


	WHAT DOES IT LOOK LIKE?
	A basic humanoid robot in a nurse getup 



	ATTACKS:

	Quick slashes with a scalpel 
Charged slash while dashing forward 


	WHEN WILL IT FEATURE IN THE GAME?
	During the first and second levels of the game



	HOW DOES THE PLAYER DEFEAT IT?
	Some basic attacks will take it down eventually, but a heavy attack can knock off their heads defeating them instantly



	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	Sometimes these enemies drop medical shots and on rare occasions they will also drop an intact scalpel that the player can use as a weapon.

	ENEMY DETAILS

	NAME:
	Assistoid



	WHAT DOES IT LOOK LIKE?
	A floating orb that has retractable arms and ejection tubes.



	ATTACKS:

	Shoots out random medical equipment 
Attacks with its arms if you get too close


	WHEN WILL IT FEATURE IN THE GAME?
	In the first and second levels of the game



	HOW DOES THE PLAYER DEFEAT IT?
	Basic attacks will knock it to the floor



	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	It won’t drop anything due to be knocked to the floor everything inside will get smashed

	ENEMY DETAILS

	NAME:
	Traffic bot



	WHAT DOES IT LOOK LIKE?
	A humanoid robot in a traffic warden getup, it holds a big stop sign



	ATTACKS:

	It uses the stop sign to perform heavy swings 


	WHEN WILL IT FEATURE IN THE GAME?
	In level three



	HOW DOES THE PLAYER DEFEAT IT?
	Use basic attacks between its swings



	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	It will sometimes drop its stop sign intact so the player 



	ENEMY DETAILS

	NAME:
	Patrol orb



	WHAT DOES IT LOOK LIKE?
	An orb that has lost its ability to float but it moves on its retractable arms 
Has flashing red and blue lights 


	ATTACKS:

	Rushes the player and can ponce once they get close


	WHEN WILL IT FEATURE IN THE GAME?
	
In level three


	HOW DOES THE PLAYER DEFEAT IT?
	Basic attacks to ward it off
A well timed block will throw it to the floor and stun it



	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	Nothing




	LIST OF BOSS CHARACTERS

	


Mr Vendo 

Doctor Robo 

Parking master














	BOSS CHARACTER DETAILS

	NAME:
	Mr vendo


	WHAT DOES IT LOOK LIKE?

	A vending machine that has grown arms and legs. The arms also features cannons.

	ATTACKS:

	Can shoot an assortment of products at the player from its arm cannons.
It can come close and perform heavy swings.
When it gets low on hp its chest will explode launching every product it had inside of it at the player doing significant damage depending on how much hits the player.



	WHEN WILL IT FEATURE IN THE GAME?
	At the end of the first level



	HOW DOES THE PLAYER DEFEAT IT?
	The player has to dodge the shots from Mr Vendo until it stops so they can close in and hit it with some attacks.
If Mr Vendo decides to do heavy attacks the player can block the attacks, time it right and they can parry and stun it.



	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	The player will be able to loot one of Mr Vendos’s arm cannons to use for themselves. They’ll have to load it with junk to use.

	BOSS CHARACTER DETAILS

	NAME:
	Doctor Robo


	WHAT DOES IT LOOK LIKE?

	A huge machine strapped to the ceiling of an operating room
It has a number of arms, all with different tools strapped to them.

	ATTACKS:

	It has different attacks based on what arm it uses.
Needle will try to jab you 
Bone saw will try to pin the player and chop them 
Scalpel will perform sweeping attacks 
Grabber will try to grab you 



	WHEN WILL IT FEATURE IN THE GAME?
	At the end of the second level 



	HOW DOES THE PLAYER DEFEAT IT?
	The player needs to focus on the main body.
Alternatively they can target the arms one by one to make it less dangerous 



	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	The player will earn the muscle stimulant implant 

	BOSS CHARACTER DETAILS

	NAME:
	Parking master 


	WHAT DOES IT LOOK LIKE?

	A huge robot in the centre of a parking building. It can move cars around the building with it’s big grab claws

	ATTACKS:

	It will try to slam the player with it’s arms.
It can throw cars at the player
It will sweep the area 



	WHEN WILL IT FEATURE IN THE GAME?
	At the end of the third level 



	HOW DOES THE PLAYER DEFEAT IT?
	The player can shoot the main body with the cannon implant.
They can also stun the arms if they do enough damage to them allowing to climb to the main body and smack it.



	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	The player gets a gadget that fires off a light that can stun enemies 




(NOTE: Copy-paste the tables in this section as necessary for each enemy / boss you wish to feature.)

	CONTRIBUTING TEAM MEMBER:
	(YOUR NAME HERE)




Example of a puzzle
As I’ve explained before, the entrance to level three will be blocked off by a gate that the player will require a passcode to unlock. Once the player leaves the password entry menu the “dev” tell the player that the dev journals might hold some information. 
What the “dev” means by this is to go into the actual games files and find the folder titled “Dev Journals” and read through the first three entries to find a reference to a glitch in level one. It reads, “... there is a part of the levels geometry that creates a small gap in the wall that if dashed at will cause the player to grab the small ledge and mantle into the wall and bug through the wall...”.
Once the player figures out where this ledge and they perform the glitch they will find themselves in a buggy void with a shortcut to a file in a locked folder in the game files that will have the passcode for the gate blocking level three.
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SECTION 9: CUTSCENES



	CUTSCENES

	









(If the game has cutscenes or movies, they should be documented here.)

(Include rough storyboards - to help instruct your art team - for at least one essential cutscene, such as the introduction of the player to their world, a meeting with the antagonist, etc.)








The game will rarely take control away from the player to play a cutscene but there will be one at the beginning to help introduce the player to the “Developer”.  



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

	VISUAL STYLE:
	2d pixel art (and partly Live action)


	BRIEF DESCRIPTION OF SCENE:

	The player enters a room and is supposed to get a combat tutorial but gets interrupted by a mysterious voice.

	WHEN WILL IT FEATURE IN THE GAME?
	Near the beginning of level one



	PURPOSE:
	To introduce the “Developer” to the player



(NOTE: Copy-paste the tables in this section as necessary for each cutscene you wish to feature.)
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SECTION 10: BONUS MATERIALS



	BONUS MATERIALS

	


Once the player completes the game they will unlock two new modes, speedrun mode and boss rush mode 

Speedrun mode: this mode removes all the bosses and the enemies from the levels and places the player at the end of the game. The player's task is to rush through the levels backwards and reach the medical pod at the beginning of the game as fast as they can. 
The player will be awarded a rank depending on how fast they complete the mode, these ranks include E, D, C, B, A, S.

Boss Rush mode: This mode will teleport the player from one boss to another in order of appearance in the game. The player is tasked beating every single boss in the game one after the other all using the same resources, every other boss the player will be dropped into a break room where they can rest and restock on supplies.
The player will be ranked based on their performance, these ranks include E, D, C, B, A, S.


















	REPLAY VALUE

	



Once the player achieved at least an A on both the speedrun mode and the boss rush mode, they will unlock a new mode called “The Directors cut”. 
This is the result of the “Dev” having enough control of the game to change the code and create their own new version of the game.
This acts as a hard mode of the based game, which increased the number of enemies in levels, increasing the stats of bosses, giving them new moves and changing the layout of levels. If the player gets to the end of this mode, they get to fight a brand-new boss that the “Dev” created specifically for this mode.
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