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Left For Dead


	
INTENDED PLATFORMS

	
(Platforms you can realistically develop for. We have no PS5 Dev Kits, nor can you develop for the Atari 2600. This will determine what control systems you have to design later in the document.)








	TARGET AGE / DEMOGRAPHIC OF PLAYERS

	
(Demographic is not just an age! It is interests, lifestyles and personality. Who is your ideal customer? Who is this game experience going to appeal to most?)






	INTENDED PEGI / ESRB RATING

	
(Look up ESRB and PEGI sites online – they contain the official listings on their age ratings and what content dictated the awarded rating.)





	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 

	
(Flesh out the game’s story using the one-sheet’s story outline as a starting point. This should be no more than a few paragraphs – Keep this fairly brief!)






















	GAME FLOW

	
(Briefly describe the flow of the game’s action.) 

(Example: ‘Tomb Raider: Legend’
“A third-person action adventure that finds archaeologist Lara Croft searching the jungles of Bolivia to the mountains of Tibet for the mysterious Ghalali key; an artifact which may be the key to finding Lara’s own long-lost mother.”)
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SECTION 2: GAME OUTLINE 
Scott Rogers ‘Ten-Pager’ Template	   	





SECTION 3: MAIN CHARACTER(S)
& PLAYER CONTROLS





	CHARACTER APPEARANCE

	



(Include concept art and/or reference images sourced from online / books / movies / games / etc. here to help give an idea what your character might look like)

(repeat this for any central characters, NPCs or antagonists core to your game experience)











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

	NAME:
	

	GENDER:
	

	SPECIES:
	

	AGE:
	

	FACTION:
	

	KNOWN ASSOCIATES:
	

	(Extra categories)
	

	(Extra categories)
	



	CHARACTER’S BACKSTORY

	
(What is the character’s backstory? How did they end up here? What is their personality type? How does this information relate to the gameplay? Does the character have any signature moves, abilities, weapons or attacks?)


(Make sure you mention every style of play in the game.)








	CHARACTER CONTROLS / PLAYER CONTROLS

	
(Scott Rogers suggests providing a basic map of the character controls. Use images of the controller/input devices for every platform you are proposing your game for and clearly label where the controls are and what each button is going to do.) 
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SECTION 3: MAIN CHARACTER(S) & PLAYER CONTROLS 
Scott Rogers ‘Ten-Pager’ Template	   	





SECTION 4: GAMEPLAY


	SEQUENCE OF PLAY

	[image: ][image: ]The game left for dead came out on November 18, 2008, so it is a relatively old game, so it doesn’t have the biggest set pieces or the biggest map in total. When you’re playing the game, you go through doors that lead to a safe room where you can heal and move on to the next level of the game or leave and save where you are so you can come back and play from that point. These rooms are crucial to the game because you can get new guns and grenades also the most important is the health and ammo you get in these rooms. To activate these rooms, you need to enter the room with no enemies following you and all your teammates in the room with you to be able to close the activate the safe room. There are 6 different base game campaign missions that the player can choose from and there called No Mercy, Crash Course, Death Toll, Dead Air, Blood Harvest and finally the sacrifice. All these campaigns have multiple chapters in them which you play through with the difficulty changing by how the player wants it, this game has a difficulty ranging from Easy, Normal, Advanced and Finally Expert. These all add up to make the game much more fun because it has more difficulties so you can play it again with a much harder challenge so the player can go again and again.

The games map isn’t very big and is split into different sections by the safe rooms you go into, these rooms are a way for the developers to change the map and load a new area in without the player having to have a loading screen, the maps have a very linier feel to them where the player always knows where they are supposed to go. There is always a way for you to go and explore the map and find extra rooms and little places in the maps where secrets can be found, and also extra ammo and med kits, there are rooms where the player goes into and has to fight for a certain amount of time to escape and normally fight a boss or multiple harder enemies. 




	UNIQUE SELLING POINTS (USPs)

	[image: ]This game has many unique selling points for when it was made such as the high intense enemies that are always charging towards you which makes you feel on edge and in danger which is a good selling point for people who want a scary yet fun shooting game. This game has a few extra game modes in it such as a Versus and survival game mode. In the Survival game mode, you have a timer at the top of the screen ad you have to play until the entire team dies, there is a leader board of all the worlds highest times on survival with their names, so a unique selling point is this game mode for its competitiveness with trying to get the longest time possible with your friends. The enemies keep coming and get progressively harder the longer you survive so you must conserve ammo and work more as a team. The other game mode is called versus, in this mode you have two separates of four players take turns playing as the Survivors and the Infected competing for the most points, to get points you have to take as much health of the other team as possible and then you got points for the amount of damage you do. You can choose any campaign in the game to do this game mode. This game mode is one of the most fun game modes in the game because it has so much gone on and you have a different perspective on the game with being the enemies. 



	PLATFORM-SPECIFIC FEATURES

	The game is almost exactly the same on both PC and thew Xbox 360 with only one key difference which was that the PC has the steam community page where players could find other people to help them reach new high scores on game modes, show off their accomplishments such as completing the game on a really difficult setting or a extremely long time on the survival game mode.
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SECTION 4: GAMEPLAY 
Scott Rogers ‘Ten-Pager’ Template	   	





SECTION 5: GAME WORLD




	GAME WORLD

	[image: ][image: ]The game world they have made is a very fun and fast changing one where you go through many different places in the city for example in the first campaign called No Mercy you fight through the city starting on a apartment roof top and leading down to the underground train and the sewers before coming back up to the ground and following a helicopter around the city.  The world is divided into levels by the safe rooms which the player goes into, and these rooms signify that you are going into a new part of this campaign and that the level is changing. The world that you play in is like a maze that you follow going in and out of building and onto roads filled with enemies it has holes that you have to jump into as a way of making the player not be able to go back to the beginning. The game has some fun car mechanics to make the player must be more careful and methodical about killing the enemy and it is the cars, the cars in this game if shot set off the alarm and swarms of extremely hostile enemies come hunting you straight away. Some parts of this game are in very dark rooms, and you must navigate with only a flashlight in hand and your guns. This means you must look before just running in and think before you shoot because it will attract and alert other nearby enemies. The games maps have lots of Vertical scaling in them so there is always somewhere and something different that you’re looking at, They use a very linier map concept so the player always knows where they are going. This isn’t the same in the special game modes such as survival. In this game mode you have to stay alive as long as you can in one part of the map which are just levels taken from the campaign. 




	LOCATION DETAILS

	NAME:
	Apartments 


	WHAT DOES IT LOOK LIKE?
	From this location you can see the whole city and what’s happened to it with all the enemies around the place. The characters are on a apartment blocks roof where they are stuck and the only way out is down through the building. 

	WHAT MOOD IS BEING INVOKED IN THIS LOCATION?

	The mood in this location is very intense and it is shown by the only way out is down to the danger, it also is dark due to it being night, so they must try and find somewhere warm and safe as soon as possible

	WHAT KIND OF MUSIC WILL BE USED FOR THIS LOCATION?
	The music when on the roof is very scary and intense because of the players are stuck with only one way out son the music portrays the situation they are in. 

	HOW ARE THE LOCATIONS CONNECTED IN THE GAME WORLD?
	This is the first place you experience in the game, so it really is tied to everything. It also is a very big part of the cutscene you first see in the game, so this level is where it all begins. 

	LOCATION DETAILS

	NAME:
	Subway


	WHAT DOES IT LOOK LIKE?
	The subway looks like it has been completely overrun and done because of the crashed subway trains and all of the enemies in there. The are trains derailed and on there side everywhere in the subway with some places blocked completely 

	WHAT MOOD IS BEING INVOKED IN THIS LOCATION?

	The atmosphere in this level is scary because you don’t know what is down there with you because the trains are everywhere there could be enemies around any corner waiting for you, this level has lots of fog and mist in it to add to the unknown.

	WHAT KIND OF MUSIC WILL BE USED FOR THIS LOCATION?
	The music is very heavily based on the dark and foggy feel of this level 

	HOW ARE THE LOCATIONS CONNECTED IN THE GAME WORLD?
	This is where the characters have to run to because the streets are so full and to dangerous for them to continue with. This then leads them out into a factory place where they have to open doors and follow the sewers to leave
















	GAME FLOW

	
(Scott Rogers suggests that a simple map or flow chart diagram should be provided to indicate how the player will navigate the game world.)

Picks up weapon of choice
Player spawns in as one of the characters




[image: ]

Collects ammo for weapons
Gets a consumable item



Must kill a few enemies to carry on with the level






Goes through level killing enemies trying to get to the next safe house
Goes trough safe room door to level.








 Has to wait in rooms for doors to open so can carry on
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SECTION 5: GAME WORLD
Scott Rogers ‘Ten-Pager’ Template	   	





SECTION 6: GAME EXPERIENCE




	GAME EXPERIENCE

	The game has an overall horror shooter experience where the player has to kill enemies that are always jumping and charging towards you. The game tries to always have a scary yet fun element to it where your always on the edge and not knowing what’s around the corner but also having the tools to deal with what ever is there, they occasionally have a little bit of comedy to lighten up the mood. All of the characters have their own little personalities when killing and getting attack.



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

	This feeling gets presented to the player through many different ways such as the world they are playing in. The developers use the world and what in each map to signify the end of the old world and the beginning of the new, this is good because the player notices things like these and it changes the mood of them to feel how the game wants them to. The music in the game is very significant to how the player feels, this is a little detail but just as important to push the mood that you want, if the level has very subtle an intense music the player will feel this but if the music is fast paced and intense you will know it's quicker.



	ARE THERE ANY SPECIAL MODES OR INTERFACES FOR GAMEPLAY?

	There are many different modes in this game such as the campaign that can be both played on your own with AI or in a multiplayer lobby with up to 4 online players. the other modes they have are survival and verses, these game modes are very fun and are very different to the standard modes in game. In survival you have a big timer at the top of your screen, and you must survive as long as possible with constant waves of enemies coming at you. The versus game mode is two teams of four go up against each other one team are the survivors on the other are the monsters. They verse each other to get the most points and the winner with is the one with the most.













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

	[image: ][image: ][image: ]












	WHAT EMOTIONS ARE MEANT TO BE INVOKED BY THE GAME?

	this game invokes many emotions such as sadness happiness relief and finally horror. The reason for this is because the developers want the player to feel scared and sad but also happiness and relief when they complete a level. They do this by creating a sense of achievement, so the player feels happy when they do something good but angry when they fail so they try again.




	HOW ARE MUSIC AND SOUND GOING TO BE USED?

	this games sound is crucial to how the player feels because the music is very subtle in certain parts I'm very loud and intense in others this is to create an atmosphere where the player doesn't know what is coming.  the sounds of the enemies is crucial in this game so the player knows what they're coming against, the developers knew this so each enemy has a specific noise which the player can remember for next time.








	HOW DOES THE PLAYER NAVIGATE THE SHELL MENUS/ SCREENS OF THE GAME?

	

Quick match
Play Online
Play with friends
Play with steam group server


Play campaign
Start screen



Play versus



Play survival

Quick match
Play Online
Play with friends
Play with steam group server
leaderboards


Play single player



Achievements 


Options



Extras

Developers commentary 
Credits
Add-ons

Quit
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SECTION 6: GAME EXPERIENCE
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SECTION 7: GAMEPLAY MECHANICS



	GAMEPLAY MECHANICS

	
(List examples of mechanics, hazards, power-ups and collectibles here. More details can be provided in the tables below.)

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:
	


	WHAT DOES IT LOOK LIKE?
	



	EFFECT ON PLAYER:

	



	WHEN WILL IT FEATURE IN THE GAME?
	






	HAZARD DETAILS

	NAME:
	


	WHAT DOES IT LOOK LIKE?
	



	EFFECT ON PLAYER:

	



	WHEN WILL IT FEATURE IN THE GAME?
	





	POWER-UP DETAILS

	NAME:
	


	WHAT DOES IT LOOK LIKE?
	



	EFFECT ON PLAYER:

	



	WHEN WILL IT FEATURE IN THE GAME?
	








	COLLECTIBLE ITEMS

	
(List items that are collected by players that don’t have immediate effects on gameplay e.g. coins, puzzle pieces, trophies etc.)

· What does the player collect and what are the benefits of collecting them? 
·  Can they be used to buy items/new abilities/unlock material in the game?
·  Will they earn the player achievements?









	COLLECTIBLE DETAILS

	NAME:
	


	WHAT DOES IT LOOK LIKE?
	



	BENEFIT FOR PLAYER:

	


	WHEN WILL IT FEATURE IN THE GAME?
	



	CAN IT BE USED AS CURRENCY?
	



	WILL IT EARN PLAYERS AN ACHIEVEMENT?
	





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



	GAME ECONOMY

	
(If the game has an economy system, briefly discuss this - as well as how players collect money and buy things in-game.)


(Finally, if an economy is required in game, describe the shopping environment the player will used in order to spend their currency, and on what items.)
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SECTION 7: GAMEPLAY MECHANICS 
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SECTION 8: ENEMIES




	LIST OF ENEMIES

	
(Provide an overview of in-game enemies here. Further details of each can be provided by using the table below.)



















	ENEMY DETAILS

	NAME:
	


	WHAT DOES IT LOOK LIKE?
	



	ATTACKS:

	


	WHEN WILL IT FEATURE IN THE GAME?
	



	HOW DOES THE PLAYER DEFEAT IT?
	



	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	




	LIST OF BOSS CHARACTERS

	
(provide an overview of more powerful end-of-level/mission/quest enemies here. Further details of each can be provided by using the table below.)

















	BOSS CHARACTER DETAILS

	NAME:
	


	WHAT DOES IT LOOK LIKE?

	

	ATTACKS:

	



	WHEN WILL IT FEATURE IN THE GAME?
	



	HOW DOES THE PLAYER DEFEAT IT?
	



	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	




(NOTE: Copy-paste the tables in this section as necessary for each enemy / boss you wish to feature.)
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Scott Rogers ‘Ten-Pager’ Template	   	





SECTION 9: CUTSCENES



	CUTSCENES

	



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

	VISUAL STYLE:
	The visual style in this cut scene is a 3rd person perspective where you see all the characters in a cinematic view of sorts. This cetacean has a dark and intense feel where the player has no clue what is going to happen and is on the edge, feeling frightened yet exited for what’s happening.


	BRIEF DESCRIPTION OF SCENE:

	I want this scene to be a massive key point in the game because it will be that first times you meet the characters and see what there personalities are like and how they interact with each other and also with the new world that has been taken over. 

	WHEN WILL IT FEATURE IN THE GAME?
	I want this cut scene to be the first thing the player watches when they load up the game, so they know what to expect and have a good idea of the game form then onwards.

	PURPOSE:
	The purpose of this cut scene is going to be so the player knows what to expect when playing the game because quite a few of the enemies you have will have to come up against are in this cutscene. The main part of this cutscene will be to show how the characters get stuck in the city which gets overwhelmed by the monsters and them getting stuck on a roof. 



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

	VISUAL STYLE:
	The Visual style in this cut scene will be the same as the rest and have a similar feel in it with it being from a cinematic view.


	BRIEF DESCRIPTION OF SCENE:

	In this scene the crew will be escaping the city on a roof top that has been destroyed and blown up, as there waiting for the helicopter hordes of the enemies keep charging towards them. And then the credits of the game start

	WHEN WILL IT FEATURE IN THE GAME?
	I want this cutscene to feature right at the end of the game because the crew are escaping and are safe for now and leaving the city. 

	PURPOSE:
	The purpose of the cut scene is to show the player that they have finished the game and that the crew have escaped and are safe, for now!

	
	

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

	VISUAL STYLE:
	The Visual style in this scene will be the same and have a similar feel in it with it being from a cinematic view and tense with uncertainty mixed with them.

	BRIEF DESCRIPTION OF SCENE:

	In this scene the characters and the player are getting aboard the little ship, then it starts to sail away to safety. And then the credits of the game start 

	WHEN WILL IT FEATURE IN THE GAME?
	I want this cutscene to feature right at the end of the game because the crew are escaping and are safe for now leaving the dock safety 

	PURPOSE:
	The purpose of the cut scene is to show the player that they have finished the game and that the crew have escaped and are safe, for now!
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SECTION 10: BONUS MATERIALS



	BONUS MATERIALS

	
(Any bonus materials or unlockables that encourage the player to replay the game are mentioned here. Give examples of things players will be able to unlock if your design includes it.) 


(Multiplayer modes, downloadable content, episodic content, etc. would feature on this page.)


















	REPLAY VALUE

	
(What incentives are there for players to replay the game?)
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