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1.Intended platform and demographic

Platform
The platform for ‘Bake the Beat’ will be PC using online stores to distribute it like Steam and Epic Games. The game will be on PC so that the controls can be easily have controls that the player can map themself and use a controller for. The game being released for PC also means that players will be able to use the level editor to make, share and import levels easily creating a community for the game.
controls
The original controls for the game will be using arrow keys or WASD to control movements and play the main game with enter being used to confirm and backspace to back out. The player however will be able to freely map the buttons for the preferences, and the game will allow for controller support.
demographic
The target demographic of players are people in the age range of teenagers to adults that, they will be people who enjoy the aesthetic of simple and cute visuals, the difficulties levels allow for both newer players the play and people looking for a challenge.
Rating
The game will have an ESRB rating of E and a PEGI rating of 3 as the game has no bad language, violence, in game purchases or moments will cause fear. Dialogue only exists within story narration, game information, menus and tutorials.









2. Game Outline

Game story
The game has a simple story of the player’s character starting work at a bakery.  When starting a new game save the player will get a cutscene of the bakery’s owner welcoming the player which will lead into a tutorial. The character works their way through the days of work and once they finish the levels passing at least at the lowest level of passing they will be promoted to a higher position and unlock a level editor as a way to show the character now controls the bakery and it’s menu by letting the player choose and create levels. As the player goes through the levels they will unlock more and more menu items that customers will ask for indicating the character is progressing through the job. The player reaches the end of the story when they are promoted to owner of the bakery with each day being shown as gaining trust and experience from the bakery’s current owner so that the bakery ownership will be passed to you, this is the player’s goal.

Game Flow
The game is a 2D rhythm game with cosy and cute visuals following the baker character controlled by the player. The character works their way through promotions until they’re put into the position where they own the bakery. The character is tasked with making baked goods ordered by customers which the player will have to complete the steps on beat. Each level will ramp up in difficulty as the game progresses meaning the player will get to learn and adjust to the game’s difficulty and challenge as they go ensuring that they don’t feel that the game is too hard while also not being too easy. The game continues with levels until the player beats the game, at that point the player is free to go back to previous levels or play using the level editor.









3.Characters
Characters 
Characters are not a main point of the game, the characters include: the player’s character, the bakery owner and the customers.
The player’s character is customised at the start of the game, this only affects the visuals that the player will see during gameplay with the hands view and during the story interactions at the beginning and end of the game. The player will get to choose between selected species of cat or dog and colour patterns for their character. In terms of the story the character’s goal is to work their way up in the bakery and become the owner, taking it over from the bakery owner.
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Player character designs
The bakery owner character is used to provide story on the player, what they’re doing and why they’re there. This character also serves the purpose of delivering the tutorial to the player and introducing them to the game. The bakery owner is an older fox who feels he’s getting too old to run the bakery, having known the player character when they were growing up the bakery owner feels that as long as the player can prove themself to be capable he will hand over ownership so that his bakery lives on.
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Bakery owner design 
The customer characters in game are purely visual, in game their appearance is chosen at random.
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Customer desgins



4.Gameplay

Sequence of play
The game is divided into levels that are equivalent to days in game, the game with have 30 levels with every 5 levels a new baked good will be introduced with a new note pattern for the player to deal with. Over the 5 levels the item will be slowly introduced so that the player will get used to it as one of the orders they will get in regular gameplay. The baked goods will each have their own icon that shows up and their own noise so that the player is aware of what is next so that the player can follow the beat correctly, doble up orders may happen with a unique noise cue that will have the player do the same order twice in quick succession. The days will start slow and ramp up becoming more fast paced in the middle before slowing down again for the player to have a break, new items will be slowly introduced so that the player has time to learn and adjust. Levels will have changes in beat and tempo between each other so that it doesn’t feel repeated to the player, the further the player progresses the harder the levels will get with more variety of note patterns to follow and faster tempos. 

Levels
Each level takes place in the same location, the only difference is the content of the levels. Every level increases in difficultly for the player with new patterns and faster reaction time needed, this creates the challenges of the game requiring the player to practice and learn the patterns and cues. In order to pass the level the player needs to get the passing level of notes hit, for an optional challenge the player can aim to get a perfect score on their note hits which will unlock harder versions of levels as another challenge to complete. Every 5 levels a new menu item will be introduced with a new cue and note pattern, the player is expected to learn it and incorporate it into their play adding complexity as levels go on.

Unique selling point
The game combines the cosy feeling of a bakery combined with a rhythm game that can be played in an easier mode for a player wanting to enjoy a less stressful game or a harder mode for players who want to have challenge.
Platform specific features
Being on PC allows for the player to choose between using keyboard, mouse or controller with the ability to map their own buttons for their own comfort and preferences. Being on PC also allows for an easy way for the community of players to create, share and play levels made by other players by having the ability to export, upload and import in the level editor unlocked once the main levels are complete.

Mechanics
The mechanics for the game are simple, relying on only using six buttons two of which are only used for menu navigation. The main four keys used to hit the notes are defaulted to the arrow keys but can be rebound by the player to other keys, during gameplay these are the only keys the player is expected to press, the challenge comes from the learned patterns and reaction times rather than the key presses. The game will cue the player into the patterns given as an order by a customer for a certain item, the player has to hit the correct notes in time with the particular levels’ beat and tempo. The player will pass a level and unlock the next one by having a certain number of hits. The player will be rated a ‘perfect’ ‘okay’ or ‘miss’ for each note depending on how close to the correct window to hit the note they were when they pressed the key, these add up based the total amount of notes in the level, if half or more of the notes were a miss then the player will not pass the level and will have to retry, if the player hits all perfect notes they will unlock a harder level based on the level they completed the perfect on, this adds extra optional challenge that does not contribute to story progression. The level editor can be unlocked by completing the story, it allows players to use in game tracks or their own and add the preexisting cues and patterns to the beat and then export the levels for others to import into the level editor to play themselves.
Features
There are additional features in the game, these include the rank system. A player will be given a rank after completing a level depending on the number of notes they hit and when in the timeframe windows they hit them, a pass rank is given to a player who has less than 50 misses but not all perfects and the perfect rank and harder level reward is given when the player complete a level with all perfect notes. After every 5 levels the player completes they will unlock a new menu item that will appear in the levels bringing a new note pattern for the player to learn and use when they get the cue for it, this keeps the game interesting and adds challenge that the player as the learn and adapt for. As an additional feature after completing the game the player will unlock the level editor which can be used to create, export and import levels by using preexisting audio that the player can insert cues and note patterns into.






5. Game structure
Game structure
The game is navigated through menus which leads the player to a level select where the player can choose which level they want to play up to the one they have unlocked. There are a total of 30 levels for the player to go through before they complete the story, at which point they are free to go back and play levels again or use the level editor. Within the menus the player can access the ability to play the game, exit, change options and go to the levels.
Menu navigation
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[image: ]Level selects and play 




6. visual elements

Visual design elements 
The visuals and vibe of the game are cute and cosy with simple 2D graphics in pastel and neutral colours. It has a 2D artstyle for its sprites and backgrounds, the designs for character are kept simple and cute to appeal to players who enjoy that style. The simple graphics being light and neutral coloured are easy on the eyes and won’t distract players that much when they’re focusing on trying to hit the notes at the right times. The 2D designs with the cosy feel will add a layer of charm to the game that players will enjoy, the charm and aesthetic will catch the eye of people on the store page and may cause them to want to play the game.
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Colour palette and menu
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