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[bookmark: _Toc222828473]1. GAME OUTLINE


[bookmark: _Toc222828474]1.1 Story Summary
[bookmark: _Int_A4TSBll6][bookmark: _Int_jcqhraFj]Living in a world where the occult is forbidden, witches have adapted to live hidden alongside the humans. Amongst the Wiccans is the protagonist, a practicing witch desiring freedom. Within the neighbouring town of Pendlewood lived the protagonist's late grandfather and local Apothecary. After his passing, the responsibility of the Apothecary fell onto his apprentice, Vincent. Despite convincing the town of his ability, Vincent knew that he could only hide his incompetence for so long. Panicked, he contacts the only person he knows qualified enough to run the shop, his mentor's grandchild.

The protagonist receives a letter from Vincent pleading for help. Offering the position of apothecary assistant and their grandfather's old cottage as residence, the protagonist grasps this as an opportunity for change.

Settling into Pendlewood life, the witch stays productive running the Apothecary shop, exploring their new home, and picking up jobs their grandfather left behind. Despite a fresh start, the witch does not abandon their Wiccan craft, continuing to hone their skills whilst carefully avoiding suspicion of the community.

[bookmark: _Int_hsfcrath][bookmark: _Int_SmgpEZmu][bookmark: _Int_N4SsqWoN][bookmark: _Int_g9LzIIN8][bookmark: _Int_GuDqWX8a][bookmark: _Int_MlsdkDLb]Time has passed, and work in the Apothecary continues. The protagonist examines a young girl named Lucia after falling ill, the findings reveal that her prognosis is bleak. The witch knows of a rare ingredient, sublime lichen. It is rumoured to be found on a magical tree deep within the forest, possessing miraculous healing abilities. Although dangerous, it is decided that the ingredient must be found. Be it pride or responsibility, Vincent insists that he will embark on this journey with the protagonist. Finally, the ingredient is found. On return, the pair are attacked by a pack of Yeth Hounds, unharmed by regular means. Instinct takes over, and the protagonist is forced to use magic in Vincents presence. He reflects on the protagonist's actions so far; could he learn to trust the witch? Or must he alert the town in fear of their safety?





[bookmark: _Toc222828475]1.2 Game Flow
[bookmark: _Int_oNB4zjlR]Pendlewood is an isometric pixel sandbox game, with fantasy and life simulation RPG elements. You are a covert witch living in the town of Pendlewood, each day is spent avoiding the rising suspicions of your fellow townsfolk. Aspiring to live overtly without fear, you must decide how to employ your Wiccan skills to achieve this reality, influencing the branching fate of Pendlewood along the way.

[bookmark: _Toc222828476]1.3 Objectives
· Become a free witch
· Gain skill points by completing tasks, interacting with the world, and actioning Wiccan abilities
· Avoid raising the towns collective suspicion metre









[bookmark: _Toc222828477]2. CHARACTERS & PLAYER CONTROLS





[bookmark: _Toc222828478]2.1 Player Character

[bookmark: _Int_kk8rG1fM]Living life as a covert witch, they protagonist receives a job offer as an Apothecary assistant and ownership over their late grandfather’s cottage. Desiring a change, they make the move to Pendlewood town. Character personality, morals, and appearance are decided by player within gameplay. All skill stats begin at zero, health is set at minimum.
[bookmark: _Toc222828479]2.2 Player Controls[image: ]
[image: ]Xbox Series X/S [5].
Nintendo Switch [5].
[image: ]
PlayStation 5 [5].


[image: ]PC [6].


[bookmark: _Toc222828480]2.3 NPC’s
Name: Morris
Gender: Male
Age: Elder
Occupation: Mayor
Relations: Vincent (son), Delia (daughter)


Name: Vincent
Gender: Male
Age: Young adult
Occupation: Apothecary 
Relations: Morris (father), Delia (twin sister)


Name: Delia
Gender: Female
Age: Young adult
Occupation: Mayor’s Assistant 
Relations: Morris (father), Vincent (twin brother)


Name: William
Gender: Male
Age: Adult
Occupation: Local trader
Relations: Elinor (wife)


Name: Elinor
Gender: Female
Age: Adult
Occupation: Housewife 
Relations: William (husband)


Name: Gerard
Gender: Male
Age: Adult
Occupation: Innkeeper
Relations: Catherine (wife), Agnes (daughter), Arthur (son)


Name: Catherine
Gender: Female
Age: Adult
Occupation: Tavern maiden
Relations: Gerard (husband), Agnes (daughter), Arthur (son)
Name: Agnes
Gender: Female
Age: Teen
Occupation: Tavern bard
Relations: Gerard (father), Catherine (mother), Arthur (brother)


Name: Arthur
Gender: Male
Age: Child
Occupation: None
Relations: Gerard (father), Catherine (mother), Agnes (sister)


Name: Giselle
Gender: Female
Age: Young adult
Occupation: Tailor
Relations: Lucia (sister)


Name: Lucia
Gender: Female
Age: Child
Occupation: None
Relations: Giselle (sister)


Name: Sampson
Gender: Male
Age: Elder
Occupation: Farmer
Relations: Margaret (wife), Simon (grandson


Name: Margaret
Gender: Female
Age: Elder
Occupation: Housewife
Relations: Sampson (husband), Simon (grandson)


Name: Simon 
Gender: Male
Age: Teen
Occupation: Farm assistant
Relations: Sampson (grandfather), Margaret (grandmother)









[bookmark: _Toc222828481]3. GAMEPLAY













[bookmark: _Toc222828482]3.1 Sequence of Play
· Sequenced as non-linear sandbox gameplay, following a day and night cycle.
· Gain skill points by completing jobs and practicing witchcraft.
· Keep suspicion low by hiding witchcraft and avoiding strange/negative behaviour.
· Gain friendship points or manipulate NPCs for player benefit.
· White witch and black witch skill points assigned based on player actions.
· Complete apothecary assistant storyline to end the game.
· White/black witch skill points decide story ending.

[bookmark: _Toc222828483]3.2 Mini-Games
Potion Brewing/Herbal Remedies:
[bookmark: _Int_xPpYmggr][bookmark: _Int_vuJ2lRVy][bookmark: _Int_DJQUPZ2l]All recipes require three ingredients. The player is quickly presented three cards depicting the order of ingredients. Once shown, items must be selected in the correct order. If player fails, the product’s quality and potency is reduced, creating a weak product.
[bookmark: _Int_NJR4aD8q][bookmark: _Int_hf2R9X6Y][bookmark: _Int_g84VC3oP][bookmark: _Int_5LQWVAqp]After this, the player is prompted to mix the ingredients (circling contents to simulate stirring). A metre representing how stirred the mixture is, and a timer of ten seconds is shown. The player must use a steady speed to complete mixture. Stirring too slow will allow time to run out, stirring too fast will interrupt the mixing process and waste a small amount of time. If mixture is not stirred fully when the timer ends, the player will lose the product and the inputted ingredients. If player completes a perfect mini game, a strong product is created.
Whether making potions or herbal remedies, both mini games follow the same formula in different contexts (potions in cauldron, remedies in mortar and pestle).

[bookmark: _Toc222828484]3.3 Unique Selling Points
· Explore sandbox gameplay with witchcraft themes
· Experience a fantasy spun 16th century setting
· Morality decisions and consequences 
· Maintain public opinion by avoiding suspicion









[bookmark: _Toc222828485]4. GAME WORLD














[bookmark: _Toc222828486]4.1 Locations
Town 
[bookmark: _Int_KYnZIHH6]Medieval town depicted with wood and stone architecture, stone and mud flooring, greenery, and fields. Overall muted and beige colour palette. Possesses an approachable, communal atmosphere. All NPCs are found here. Connected to locations through paths.
Structures found in location:
· Village shop
· Market stall
· Guildhall
· Apothecary
· Tavern
· Farm (home dwelling, barn)
· House x3

Cottage
[bookmark: _Int_b4Xl3MCN]Medieval stone cottage with sloped thatch roof, surrounded by nature and forest scenery. Has an enchanting but cosy atmosphere. Uses a muted, but colourful and earthy palette. Player's hub is found here. Accessed by muddy path.
Structures found in location:
· Cottage homestead
· Herb garden
· Well

Forest
[bookmark: _Int_mviz3Qqu]A nature rich forest scape, illuminated with a subtle green glow. The environment has a captivating and mystical atmosphere, with an eerie undertone. Earthy colour palette, heavily green and brown. Enemies and forgeable items are found here. Accessed from two entry points: one following the cottage, second from town.
Structures found in location:
· Secret merchant

[bookmark: _Toc222828487]4.2 World Map
[image: ]
[7].
1. Cottage
2. House
3. Guildhall
4. Tavern
5. Apothecary
6. House
7. Farmstead
8. House
9. Village Shop
10.  Market Stall







[bookmark: _Toc222828488]5. GAME EXPERIENCE















[bookmark: _Toc222828489]
5.1 Gestalt Design
Pendlewood is an atmospheric, fanciful tale centring the main character, of which is shaped by the player’s vision. With gameplay ranging from relaxing routines to demanding circumstances, Pendlewood will never feel static. From the whimsical environments depicted through 2D pixel graphics, the mystical, old town will communicate a memorable ambiance.


[bookmark: _Toc222828490]5.2 UI Navigation
[image: ]
[8].










[bookmark: _Toc222828491]6. GAMEPLAY MECHANICS














[bookmark: _Toc222828492]6.1 Action Mechanics
· Cultivate Plants 
· Forage Materials
· Brew Potions
· Cast Spells
· Combat Forest Entities

[bookmark: _Toc222828493]6.2 Strategy Mechanics
· Friendship System:
Gain friendship points with townspeople through positive engagement and completing tasks. Lose points through suspicion and negative interactions.

· Dialogue:
Engage in dialogue options, including charm, intimidate and neutral. Options will affect how NPC’s view player.

· Suspicion Metre:
Metre is raised through negative interactions/evidence of Wiccan activities. Metre can be lowered through positive actions.
If metre 75%, the town now suspects a witch amongst them.
To deplete the metre to 0%, player can frame an NPC as a witch. Consequently, NPC will be executed and removed from the game.
If metre 100%, player is suspected as the witch. A curfew is now set, and Watchmen are introduced to patrol the town. Player must avoid townspeople, or risk being chased and caught by Watchmen. Possible to escape chase using potions and spells effectively.
If caught as the witch, player will be executed and the game will end. Player can pray to Wiccan God before death, allowing them to return to Pendlewood. Game progress stays, however, the player’s cottage has been raided and destroyed – emptied of its resources and needing repairs. Suspicion metre is 50% on return.


· Magicka Metre:
Represents how much Magicka the player has when casting spells. Using spells will deplete Magicka, and metre will slowly refill. Levelling up will increase the amount of Magicka the player has, allowing the use of more spells.

[bookmark: _Toc222828494]6.3 Role-Play Mechanics
· Character Creator
· Linear Skill Tree:
Gain skill points in the following player attributes: Charm, Intimidate, Alchemy, Magic, Cultivation. Each attribute has a max of 10 levels, with each level upgrading the skill’s proficiency. 

· Morality Skill Points:
Morality points consist of White Witch and Black Witch. White Witch points are gained through positive interactions, helpfulness, and gaining good friends. Black Witch points are gained through negative interactions, malicious actions, and a bad reputation amongst townsfolk.
Game ending is measured by morality alignment and friendship points.

· Day/Night Cycle:
Days consist of 14 minutes and nights equal 7 minutes. Player can stay awake throughout the night to conduct their business. If they do not sleep before sun rise, however, they will gain a debuff lowering the proficiency of their skills until they next sleep. 

[bookmark: _Toc222828495]6.4 Exploration Mechanics
· Explore Town:
Enter community buildings and NPC homes. If friendship points with NPC are not high enough, entering their homes is trespassing.


· Explore Cottage:
Cottage is the players hub, used for resource storage, crafting, and sleeping to end the day. Cottage can be upgraded and decorated for player expression.

· Explore Forest:
Combat enemies to gain loot and forage for resources. 

[bookmark: _Toc222828496]6.5 Resources
INGREDIENTS
Foraged/Cultivated:
Barberry – Elderberry – Fennel – Hawthorn – Ivy – Lavender – Lichen – Mugwort – Nettles – Nightshade – Rosemary – Sage - Sublime Lichen – Vervain – Yarrow.

Mob Loot:
Adder Eggs – Adder Scales – Claws – Cobwebs – Frog Eggs – Frog Venom – Hair of Wolf – Slug Eggs – Spider Eggs – Spider Legs.

POTIONS
· Appearance (Change player appearance)
· Health (Heals player, weak or strong)
· Invisibility (Temporarily applies invisibility, weak or strong)
· Magicka (Increases Magicka, weak or strong)
· Plant-Growth (Promotes quicker plant growth)
· Popularity (Increases friendship points of target, weak or strong)
· Protection (Temporarily lessens damage taken, weak or strong)
· Speed (Temporarily increases player speed, weak or strong)
· Strength (Temporarily increases damage infliction, weak or strong)
· Wakefulness (Temporarily removes tired debuff, weak or strong)


REMEDIES
· Fatigue
· Healing Salve
· Pain Reduction
· Sickness
· Sleep

SPELLS
· Fire:
Shoot flame to set targets on fire, inflicting damage over time.

· (Upgrade) Fire Barrier:
 Creates a ring of fire around the player, damaging those close by.

· Ice:
Cast frost flurries, damaging targets and slowing their movement.

· (Upgrade) Freeze:
Freezes targets, immobilising them temporarily.

· Spark:
Zap targets with lightning sparks, inflicting damage.

· (Upgrade) Shockwave:
Unleash an electric shockwave, knocking back targets and damaging on impact.



· Paralysis:
Temporarily paralyse target

· (Upgrade) Oblivion:
Target temporarily paralysed in trance, eventually awakening with short term memory loss.

· Minor Heal:
Heals player partially.

· (Upgrade) Major Heal:
Heals player majorly.

· Minor Shield:
Damage taken is lessened temporarily.

· (Upgrade) Major Shield:
Damage taken is majorly lessened temporarily.

· Transportation:
Teleports player to chosen destination once per day.







[bookmark: _Toc222828497]6.6 Collectibles 
· Spell Book Pages:
Pages are scattered around Pendlewood. When a page is found, it gets added to the player’s spellbook, allowing them to learn a new spell.

· Clothing blueprints
Clothing blueprints are hidden around Pendlewood for the player to retrieve. Once obtained, it can be given to Giselle, the towns tailor, allowing her to make the player new clothing items for a price.

[bookmark: _Toc222828498]6.7 Economy
Player can gain money through completing shifts at the Apothecary, alongside completing tasks from the community notice board (e.g. NPC requesting an ingredient in exchange for money).
The shopping environment will consist of the village shop, market stall (travelling merchants appear here occasionally, offering uncommon items), the secret merchant, and the tailor.
The village shop will supply rotating stock, consisting largely of ingredients/resources. A small stock of furniture is also available.
The market stall will occasionally host a travelling merchant, specialising in wares such as furniture, clothing/blueprints, and rare ingredients.
The secret merchant, found within the forest, is a trader specialising in Wiccan goods. Purchase spells, potions, recipes, and animal familiars. Specialised wiccan clothing and furniture is also available.
The tailor can make the player clothing for a fee. The tailor’s stock can be expanded through providing clothing blueprints.











[bookmark: _Toc222828499]7. ENEMIES














[bookmark: _Toc222828500]7.1 Enemy Characters

Name: Adder
Description: Abnormally large, venomous snakes patterned with black and brown shapes.
Attacks: Piercing, venom spit (ranged)
Weakness: Ice, fire
Loot drop: Adder scales, adder eggs

Name: Frog Brute
Description: A monstrous poisonous frog, comparable to the size of a large dog. Speckled with black and green skin.
Attacks: Belly lunge, tongue lash (ranged)
Weakness: Spark, ice
Loot drop: Frog venom, frog eggs

Name: Giant Spider
Description: A spider, quarter the hight of a human. Deep black with blood red patterns.
Attacks: Bite, web shot (ranged, damage and immobilise)
Weakness: Fire
Loot drop: Cobwebs, spider eggs, spider legs

Name: Jumbo Slug
Description: A grotesque slug, its body rotund and overflowing. Coloured a reddish-brown.
Attacks: Charge, sluggish spit (ranged, damage and immobilise)
Weakness: Ice
Loot drop: Slug eggs

Name: Watchmen
Description: Wearing wide brimmed hats and thick cloaks, coloured black and brown. They carry lanterns and wield polearms.
Actions: Chase, catch
Weakness: Susceptible to damage and immobilising spells	 and can be killed.

Name: Wolf
Description: Large grey, white and brown wolves, often found in packs.
Attacks: Slash, lunge
Weakness: Fire, spark
Loot drop: Claws, wolf fur

[bookmark: _Toc222828501]7.2 Boss Character

Name: Yeth Hound
Description: Large canine creatures, possessing a humanoid face and glowing red eyes. Found in packs and immune to regular weapons
Attacks: Thrash bite (stagger, damage over time), dogpile (damage and immobilise), sprint (stagger and damage)
Weakness: All magical attacks












[bookmark: _Toc222828502]8. CUTSCENES

















[bookmark: _Toc222828503]8.1 Minor Cutscenes 

Introduction:
A letter is received, addressed to the player. Upon opening it is revealed that Vincent, the new Apothecary of Pendlewood town who replaced your late grandfather, is requesting your help and offering you the job of Apothecary assistant. The letter fades once read. 
The player can be seen arriving at their grandfather’s old cottage, alongside Vincent and the mayor of Pendlewood. Dialogue between the characters introduce the player to their new home and duties. The mayor leaves, but Vincent stays to thank the player, revealing in part their true intentions behind hiring them.

Suspicion Metre Full:
Commencing the day after the suspicion metre hits 100%, the player is shown a dreamlike cutscene depicting fires being lit, raging flames spread engulfing the screen, vague shouting, marching, and ominous music can be heard, everything slowly fades to black.
Another cutscene follows. The mayor is giving a speech to the town of Pendlewood, the player is hidden close by. The mayors dialogue introduces the Watchmen and their role in catching the player. The townspeople are shouting, demanding a witch-hunt. The player flees the scene unnoticed.

Death:
After being caught by the Watchmen, the scene fades to black. A cutscene fades back in, depicting the player character tied to a wooden plank, stood upon firewood. The townspeople can be seen in the background, rowdy and shouting. A prompt will appear for the player to pray to their God. After selecting, the firewood is lit and the entire screen is engulphed in flames. The game returns the player to Pendlewood in a mild reset.




[bookmark: _Toc222828504]8.2 Ending Cutscenes

Ending Beginning:
After defeating the Yeth Hounds, and Vincent witnessing the players Wiccan powers, he must make a decision.

Neutral Outcome:
If the player does not have enough points in either the black or white witch skills, alongside a lack of friendship points, Vincent decides to not trust the player.
After witnessing the witch as they are, Vincent cowers in fear, unsure of what the witch is truly capable of. Reflecting on his disappointing life, he accepts this is likely his end. Refusing to die as he lived, he clasps his weapon, trembling through his next words. Vincent threatens the witch, telling them to leave indefinitely or be killed. Defeated, the witch obliges, leaving Pendlewood forever. Their life is now spent hiding in the forest and searching for the departed secret merchant, in hopes that locating them will lead to an existence worth living.

Good Outcome:
If the player has enough points in white witch skills, alongside a large amount of friendship points, Vincent decides to trust the player.
After witnessing the witch as they are, Vincent is wide eyed and trembling. He lowers his weapon, hoping to not provoke the witch. Silence passes for a moment, then dialogue opens. The witch understands Vincents apprehension. He reflects on all the good the witch has done for Pendlewood and promises to vouch for their humanity. They return to town with the sublime lichen and swiftly cure Lucia. Time passes and Vincent has stepped down as Apothecary, allowing the witch to take their title. The witch continues to live and work happily in Pendlewood, with those close to them accepting their secret. They are content, they are free.




Wicked Outcome:
If the player has enough points in black witch skills, alongside a lack of friendship points, Vincent decides to not trust the player.
After witnessing the witch as they are, Vincent is panic-stricken. He reflects, it all makes sense, the behaviour, the malice. How did he not see this before? If the player had anyone killed/framed during gameplay, Vincent will question the witch, distraught and defeated by the malevolence that has fallen over Pendlewood. He knows that there can be nothing good whilst the witch is living, and despite his chances, he must do what he can. Dialogue ends and Vincent charges at the witch, landing a hit. Nonetheless, the witch is too powerful for Vincents efforts, proceeding to immobilise and kill him.
The witch is shown returning to Pendlewood. Engulfed by the corruption inside of them, the witch wreaks havoc on the town of Pendlewood, forcing the residents to cower under their new rule. In the witches search for freedom, they found a privilege only they should bear and a power that must dominate. When the cost is paid by those around them, the price was not too high.
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