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Section 1: Target Demographic 
[bookmark: _Toc182784311]Intended platforms
The platforms I intend to develop shadow of the kingdoms for the Nintendo Switch, Playstation 5 and the Xbox series X and S.
[bookmark: _Toc182784312]Target demographic 
The target demographic for shadow of the kingdoms is mainly teens to young adults that enjoy action/adventure platformers, but adults who are 30+ may also like shadow of the kingdoms.
[bookmark: _Toc182784313]Intended PEGI rating
[bookmark: _Toc182784314]The intended PEGI rating for shadows of the kingdoms will be 12 as the game will feature themes of violence in a fantasy setting and fear as the main enemies are based on eldritch horrors like Cthulhu. 
Section 2: Games Outline
[bookmark: _Toc182784315]Game story summary
The story of shadow of the kingdoms is about three kingdoms in the land of Kirrogon that have their world turned upside down when ancient eldritch creatures burst up from the ground, coming from the depths of the earth to retake what was once theirs and now the kingdoms must band together to push back and defeat these creatures that threaten their world. 
[bookmark: _Toc182784316]Game flow
A side-scrolling action/adventure platformer game that sees up to three knights going through different levels in the land and defeating creatures to save the kingdoms and the world. 
[bookmark: _Toc182784317]


Section 3: Main Characters & Player Controls
[bookmark: _Toc182784318]Character appearance
Borin – This basic sketch is a base idea for what Borin will look like. 
[image: A drawing of a turtle
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Toran - This basic sketch is a base idea for what Toran will look like.
[image: A drawing of a cartoon character
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Horin – This basic sketch is a base idea for what Horin will look like.
[image: A drawing of a turtle
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Monk Villiame – This image is what will be used for inspiration when designing the monk, some ideas that will be added are a mask on mouth and the staff can be split in two.  
[image: The Enigmatic Halfling Hag A Realistic Fantasy Male Monk Wielding a Spear  in a Grey Cloak and Deser | Premium AI-generated image][1]
King Wilmot – This image is what will be used for inspiration when designing this king, some ideas that will be added are a great sword and shield, and a crown.
[image: Kings] [2]
King Berolt – This image is what will be used for inspiration when designing this king, some ideas that will be added are a spear and a gauntlet on his right hand that are part of each other.
[image: A medieval fantasy king in his throne room. - AI Generated Artwork -  NightCafe Creator] [3]
Queen Isobella – This image is what will be used for inspiration when designing the queen some ideas that will be added are tattoos on her hands that glow when she is casting a spell.
[image: Elf queen by saraheferya on DeviantArt] [4]
[bookmark: _Toc182784319]Character details 
	Character Details

	Name:
	Borin

	Gender:
	Male

	Species:
	Human 

	Age:
	30



	Character Details

	Name:
	Toran

	Gender:
	Male

	Species:
	Human

	Age:
	32



	Character Details

	Name:
	Horin 

	Gender:
	Male

	Species:
	Human

	Age:
	26



	Character Details

	Name:
	Monk Villiame

	Gender:
	Female

	Species:
	Human

	Age:
	40



	Character Details

	Name:
	King Wilmot

	Gender:
	Male

	Species:
	Human

	Age:
	55



	Character Details

	Name:
	King Berolt

	Gender:
	Male

	Species:
	Human

	Age:
	60



	Character Details

	Name:
	Queen Isobella

	Gender:
	Female

	Species:
	Human

	Age:
	38



[bookmark: _Toc182784320]Characters backstory
Borin will be one of three main characters that you can chose from. He will start with a sword and shield, but you can change these as you find more weapons. The motive for Borin is to defend his kingdom from the evil forces that want to destroy it. 
Toran is the second of three main characters that you can chose from. Like Borin he will start with a sword and shield, but you can change them as you find more weapons. The main motive for Toran is to protect his kingdom like Borin but also to seek adventure and action as life in the kingdom had become boring. 
Horin is the third of three characters that you can chose from. He will with a sword and shield like Broin and Toran. The main motive for Horin is not to save his kingdom, it is mainly to prove himself to his older brother Borin, saving the kingdom is a cherry on top.
Monk Villiame will be the the NPC that tells you about the danger and gives you your quest to stop the approaching monsters. She has a staff that she uses to cast a variety of spells. This NPC is only seen in cutscenes.
King Wilmot is an NPC and the king of the Drilum Kingdom which is where Borin, Toran and Horin live and is the first of three kingdoms the player will visit. He has a great sword and shield that has been enchanted and when it hits enemies they burst into flames. This NPC is only seen in cutscenes.
King Berolt is an NPC and is the king of the Dakourin Kingdom which is the second of three kingdoms the player will visit. He as a spear and gauntlet made of an indestructible metal forged in the heart of a volcano. This NPC is only seen in cutscenes.
Queen Isobella is an NPC and is the queen of the Dotaisian Kingdom which is the third of three kingdoms the player will visit. She hasn’t got a weapon but is well versed in magic and can cast spells without the use of a staff or anything else. This NPC is only seen in cutscenes.
[bookmark: _Toc182784321]Player controls
[image: A black video game controller with text
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Section 4: Gameplay
[bookmark: _Toc182784323]Sequence of play
The game will split into 6 chapters with 3 acts in each chapter, and in each act, there will be secret areas that are unique to each other.
[bookmark: _Toc182784324]Unique selling points
6 unique chapters with enemy variations each time the player loads the act
18 different secret areas to find
18 different weapons to find
[bookmark: _Toc182784325]


Section 5: Game World
[bookmark: _Toc182784326]Game world 
[image: A white paper with drawings on it
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[image: A drawing of a person and person
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These two images are rough sketches of two acts in different chapters, the first image is of the castle in act 1 of chapter 1 and the second image is of a forest area in act 3 of chapter 4.
[bookmark: _Toc182784327]Location details 
	Location Details

	Name:
	Chapter 1: Home Grown

	What does it look like?
	Act 1 will like a castle and acts 2 & 3 will be forests and fields 

	What mood is being invoked in this location?
	I want the player to feel at home

	What kind of music will be used for this location?
	The music will be calm and peaceful instrumental 

	How are the locations connected in the game world?
	Each location will be connected by linear progression 



	Location Details

	Name:
	Chapter 2: The Battle Begins 

	What does it look like?
	Act 1 will be in a castle like the first chapter but act 2 will be in the walls of the castle then act 3 will be in more forest

	What mood is being invoked in this location?
	I want the player to feel a bit of oncoming fear

	What kind of music will be used for this location?
	The music will be calm then transition to a more frantic instrumental

	How are the locations connected in the game world?
	Each location will be connected by linear progression



	Location Details

	Name:
	Chapter 3: Too Little too Late

	What does it look like?
	Act 1 will be a field outside the castle, act 2 will be in the castle and act 3 will be around the walls of the castle

	What mood is being invoked in this location?
	I want the player to feel sad

	What kind of music will be used for this location?
	The music will be frantic and energetic instrumental 

	How are the locations connected in the game world?
	Each location will be connected by linear progression








	Location Details

	Name:
	Chapter 4: The Fight Burns on

	What does it look like?
	Act 1 will be in an oasis and then act 2 & 3 will be in a field and forest 

	What mood is being invoked in this location?
	I want the player to feel ready to fight 

	What kind of music will be used for this location?
	The music will be energetic instrumental 

	How are the locations connected in the game world?
	Each location will be connected by linear progression



	Location Details

	Name:
	Chapter 5: The Lost Kingdom

	What does it look like?
	Act 1 will be in the ruins of a castle and then act 3 will be in a desert 

	What mood is being invoked in this location?
	I what the player to feel dread 

	What kind of music will be used for this location?
	The music will slowly go from energetic instrumental to rock/edm

	How are the locations connected in the game world?
	Each location will be connected by linear progression



	Location Details

	Name:
	Chapter 6: Armageddon 

	What does it look like?
	Act 1 & 3 will be still in the desert, but it gets more and more corrupted and act 3 will be set in an active volcano 

	What mood is being invoked in this location?
	I want the player to feel scared but also ready to end the fight

	What kind of music will be used for this location?
	The music will be rock/edm 

	How are the locations connected in the game world?
	Each location will be connected by linear progression




[bookmark: _Toc182784328]Game flow
[image: A diagram of a diagram
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These images are a basic showing of how the game will flow until the last act where the player gets put back to the main menu after a cutscene.
[bookmark: _Toc182784329]


Section 6: Game Experience 
[bookmark: _Toc182784330]Game experience
The overall theme of the game is action, adventure as the player goes on an epic adventure through a fantasy world.
[bookmark: _Toc182784331]How is the felling going to be presented to the player
The feeling is going to be presented to the player by going through the world and seeing many different locations and by the type of enemies the player fights in the world.
[bookmark: _Toc182784332]Are there any special modes or interfaces for gameplay
The only modes the game will have is different difficulties that the player can chose from at the start of each new game.
[bookmark: _Toc182784333]What does the player first see when they start the game
When the player loads into the game for the first time, they will be presented with a loading screen that tells the player how the game saves and what icon will show to indicate the game has saved. 
[bookmark: _Toc182784334]What emotions are meant to be invoked by the game
The game should invoke horror and dread as you face this ancient race of monsters deep from the earth’s core.
[bookmark: _Toc182784335]How are music and sound going to be used
Music will be used to help set the tone of the game with going from calm to a sense of oncoming dread and horror.
[bookmark: _Toc182784336]How does the player navigate the shell menus 
[image: A diagram of a company
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[bookmark: _Toc182784337]These are menus the player will go through and start the game

Section 7: Gameplay Mechanics 
[bookmark: _Toc182784338]Gameplay mechanics
There will be some mechanics and hazards that the player can interact with that will help or harm the player.
[bookmark: _Toc182784339]Mechanic details 
	Mechanic Details 

	Name:
	Chest

	What does it look like?
	A brown chest with gold edges

	Effect on player:
	Gives player a weapon when opened

	When will it feature in the game?
	It will be in a secret area in every act



[bookmark: _Toc182784340]Hazard details
	Hazard Details 

	Name:
	Spikes 

	What does it look like?
	Six spike that come up from the ground

	Effect on player:
	Damages the player

	When will it feature in the game?
	They will be in some acts



	Hazard Details 

	Name:
	Poison darts

	What does it look like?
	Bamboo tubes that shoot poison darts 

	Effect on player:
	Damages the player

	When will it feature in the game?
	They will be in some acts



	Hazard Details 

	Name:
	Moss patches 

	What does it look like?
	Green leafy patches of grass

	Effect on player:
	Slows the player

	When will it feature in the game?
	They will be in some acts



[bookmark: _Toc182784342]


Section 8: Enemies
[bookmark: _Toc182784343]List of enemies 
Grunt  
Glider  
Chaser  
Tank  
The Tomb Dweller  
The Forgotten Matriarch  
The Anguished  
The Bringer of Chaos  
The Dream Stealer  
The Disfigured One 
[bookmark: _Toc182784344]Enemy details 
	Enemy Details

	Name:
	Grunt 

	What will it look like?
	It will look like a dark copy of a knight but made of roots and mud that is melting 

	Attacks:
	They will hit the player with there fist 

	When will it feature in the game?
	They will be in every act

	How does the player defeat it?
	The player can defeat it by hitting it with their weapon 

	What does the player earn for defeating it?
	The player will get xp 



	Enemy Details

	Name:
	Glider

	What will it look like?
	It will look kind of like a bat but like the grunt it will be made of roots and mud that is always melting

	Attacks:
	Swoops down and hits the player

	When will it feature in the game?
	It will first appear in act 3 of chapter 1

	How does the player defeat it?
	The player can defeat by timing their attack when it swoops down

	What does the player earn for defeating it?
	The player will get xp



	Enemy Details

	Name:
	Chaser

	What will it look like?
	It will look like a kind of big cat that has been twisted by the roots and mud that it is made of

	Attacks:
	It will sprint at the player and hit it with their knifes 

	When will it feature in the game?
	It will appear in act 3 of chapter 3

	How does the player defeat it?
	The player can defeat it by blocking its dash and then hitting it while it is stunned 

	What does the player earn for defeating it?
	The player will get xp



	Enemy Details

	Name:
	Tank

	What will it look like?
	It will be a big hulking creature made of mud and roots like the other enemies, but it will vine like tendrils coming out of its body

	Attacks:
	It will raise its hands and then slam them down causing a shockwave

	When will it feature in the game?
	It will appear in act 3 of chapter 5

	How does the player defeat it?
	The player can defeat by hitting it while it is winding up its attack or jumping over the shockwave and then hitting it

	What does the player earn for defeating it?
	The player will get xp



	Enemy Details

	Name:
	The Tomb Dweller

	What will it look like?
	It will look like a mummy that has been taken over by the earth with mud spilling out of it

	Attacks:
	It will have a grab attack and an attack where it opens its chest and releases a wave of sand 

	When will it feature in the game?
	It will be in act 3 of chapter 1

	How does the player defeat it?
	The player will have to time their attacks with the pattern of the boss and attack when right with their weapon

	What does the player earn for defeating it?
	The player will get a skill point



	Enemy Details

	Name:
	The Forgotten Matriarch

	What will it look like?
	It will a feminine humanoid looking creature that’s made of grass and mud with wings made out of wood and leaves

	Attacks:
	They will have a staff that they will hit the player with, using a couple different attacks with the staff like a sweeping attack and a slam attack

	When will it feature in the game?
	It will be in act 3 of chapter 2

	How does the player defeat it?
	The player will have to time their attacks with the pattern of the boss and attack when right with their weapon

	What does the player earn for defeating it?
	The player will get a skill point



	Enemy Details

	Name:
	The Anguished

	What will it look like?
	It will look like a disfigured ogre with branches and tree trunks coming out of it

	Attacks:
	They will have a couple attacks using their fists like a slam attack, sweeping grab and a shriek attack 

	When will it feature in the game?
	It will be in act 3 of chapter 3

	How does the player defeat it?
	The player will have to time their attacks with the pattern of the boss and attack when right with their weapon

	What does the player earn for defeating it?
	The player will get a skill point



	Enemy Details

	Name:
	The Bringer of Chaos

	What will it look like?
	They will be a big celestial looking humanoid that is made of rock and lava with its limbs being pure lava

	Attacks:
	The attacks will be a beam of light that shoots like a laser for a couple seconds and a punch from a hand that is made of light

	When will it feature in the game?
	It will be in act 3 of chapter 4

	How does the player defeat it?
	The player will have to time their attacks with the pattern of the boss and attack when right with their weapon

	What does the player earn for defeating it?
	The player will get a skill point



	Enemy Details

	Name:
	The Dream Stealer

	What will it look like?
	It will be a feminine humanoid that is made of pure light with roots in the ground that connect them and also they are semi transparent 

	Attacks:
	They will have a telepathic freeze attack, blast wave attack and a mystic projectile attack

	When will it feature in the game?
	It will be in act 3 of chapter 5

	How does the player defeat it?
	The player will have to time their attacks with the pattern of the boss and attack when right with their weapon

	What does the player earn for defeating it?
	The player will get a skill point



	Enemy Details

	Name:
	The Disfigured One

	What will it look like?
	They will be a big humanoid looking being that is made up of mud, wood, grass, lava and rock that has been harshly put together to fill spots where the original being made have lost parts of him 

	Attacks:
	They will have a sword made of fire that they will hit the player with, another attack they will have is sending out a blast of fire from the sword

	When will it feature in the game?
	It will be in act 3 of chapter 6

	How does the player defeat it?
	The player will have to time their attacks with the pattern of the boss and attack when right with their weapon

	What does the player earn for defeating it?
	The player will get a unique sword that they can use in future playthroughs 



[bookmark: _Toc182784345]


Section 9: Cutscenes 
[bookmark: _Toc182784346]Cutscenes
[image: ]
This is a rouge storyboard of first cutscene where the player gets introduced to the main characters and the world.
[bookmark: _Toc182784347]Cutscene details
	Cutscene Details 

	Visual Style:
	2D low poly/cartoon

	Brief Description of Scene:
	The characters get their first quest

	When Will it Feature in the Game?
	Before chapter 1

	Purpose:
	To introduce the player to the characters and world



	Cutscene Details 

	Visual Style:
	2D low poly/cartoon

	Brief Description of Scene:
	The characters get another quest

	When Will it Feature in the Game?
	After chapter 1

	Purpose:
	To further the plot by going to the Dakourin kingdom



	Cutscene Details 

	Visual Style:
	2D low poly/cartoon

	Brief Description of Scene:
	The characters get more information on what’s really happening 

	When Will it Feature in the Game?
	After chapter 2

	Purpose:
	To further the plot by going to the Dotaisian kingdom 



	Cutscene Details 

	Visual Style:
	2D low poly/cartoon

	Brief Description of Scene:
	The characters head to through the land closer to the enemy stronghold

	When Will it Feature in the Game?
	After chapter 3

	Purpose:
	To further the plot by making their way to the enemies’ stronghold 



	Cutscene Details 

	Visual Style:
	2D low poly/cartoon

	Brief Description of Scene:
	The characters are in shock as they find a kingdom that has long since been abandoned 

	When Will it Feature in the Game?
	After chapter 4

	Purpose:
	To further the plot by heading to kingdom that has been long forgotten 



	Cutscene Details 

	Visual Style:
	2D low poly/cartoon

	Brief Description of Scene:
	The characters arrive at the stronghold ready to finish the fight 

	When Will it Feature in the Game?
	After chapter 5

	Purpose:
	To further the plot by having the characters arriving at the gates to the volcano that is the stronghold of the enemies 



	Cutscene Details 

	Visual Style:
	2D low poly/cartoon

	Brief Description of Scene:
	All the characters and NPC’s are celebrating the victory

	When Will it Feature in the Game?
	After chapter 6

	Purpose:
	To show the characters celebrating the defeat of the ancient monster and the rebuild of the Dotaisian kingdom



[bookmark: _Toc182784348]


Section 10: Bonus Materials
[bookmark: _Toc182784349]Replay value
There will be many secret areas for players to find and the game will have achievements that the player can go after. 
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