Ostelion                                                                                                       Page
2

Name: Mia Harries
Student Number: 2304406
Course: Computer Games Design
Module Details: Game Theory and Design
Assignment: Game Design Documentation






Ostelion
by Mia Harries


Revision Number: .04
Date: 24/11/2024
Table of Contents
Audience	3
Intended Platforms:	3
Target Demographic:	3
Competitors:	3
Pegi Rating:	3
Game Info	4
Game Story:	4
Narrative:	5
Visual Design:	5
Characters:	6
Game World:	8
Game Flow:	11
Enemies:	12
Bosses:	13
Game Controls	14
Character Controls:	14
Gameplay Mechanics	15
Sequence of Play:	15
USP:	15
Challenges / Hierarchy of Challenges:	16
GDC:	16
Levels /	17
Game Structure:	17
Stress:	17
Mechanics:	18
Hazards:	19
Power-Ups:	20
Collectables:	21
Game Economy:	21
3D Asset List:	22
Game Experiences	23
Theme:	23
Feeling and Emotion	23
Modes:	23
Starting Screen:	24
Music and Sound:	25
Shell Menus:	26
Cutscenes:	27
Bonus Materials	28
Replay Value:	28
Achievements:	28
Bibliography	29

[bookmark: _Toc184663690]Audience

[bookmark: _Toc184663691]Intended Platforms:
- Windows 11 - Steam - Controller Only [1]
- Xbox Series X [2]
- PlayStation 5 [3]

[bookmark: _Toc184663692]Target Demographic:
Due to the themes, it holds, the game will be targeted towards: 
· Late Teens / 20s
· Single players 
· Dungeons and Dragons players
· Choice dependent game players
· Achievement Collectors

[bookmark: _Toc184663693]Competitors:
Since Ostelion will be associated with the indie game category, our competitors may include:
· Hades [4]
· Cult of the Lamb. [5]
Some similar titles that will not be considered competitors:
· Undertale [6]
· League of Legends. [7]
Refer to GAME CONTROLS – CHARACTER CONTROLS

[bookmark: _Toc184663694]Pegi Rating:
Pegi 16 – Violence, Drug use, Gambling and Bad Language [8]






[bookmark: _Toc184663695]Game Info

[bookmark: _Toc184663696]Game Story: 
· The player will play as the main character “Darius” in the fantasy universe of Ostelion. After a tyrannical rule, Darius has been cast out into Ostelion to live and survive like the people he ruled over. 
· The player will, explore, fight and meet new friends or foes on the way with only a soul-bound sword. 
· By upgrading items, harvesting souls and unlocking hidden areas will the player be able to reach the bosses. 
· To end the game, they must defeat Darius’s father. 
Ostelion will have a top-down view. It will include puzzles, enemies, quests and mini games that will give them extra items or hidden areas, and Lesser Souls (LS = exp).

	Endings
	How to Achieve
	Result

	1 - Good
	Giving Beagle the souls from bosses. 
	· Beagle achieves his physical form, 
· Beagle regains memories
· Romance option unlocks,
· Darius can atone for his wrongdoings and take back his throne. 

	2 - Neutral
	Giving souls to both Beagle and Darius
	·  Darius and Beagle continuing their journey 
· Unable to take back throne

	3 - Bad
	Giving Darius the souls from bosses. 
	· Defeat Darius’s father 
· Become tyrant again
· Beagle is discarded, with no memories.










[bookmark: _Toc184663697]Narrative:
· Will be told through dialogue between the player and characters that they come across, items descriptions, puzzles they complete and game choices. 
· Based on player decisions, the storytelling will be different, different voice lines, information revealed, and series of events that follow them.
· Dialogue between Darius and NPCs will have a the 2d PNG style with portraits. Each character will have about 4-5 different expressions to change to. 

[bookmark: _Toc184663698]Visual Design:
Style:
· 2D 
· Cartoonish fantasy 
· Stylised (Refer to GAME INFO - CHARACTERS)
· Top-Down 3rd Person View 
Visual aesthetics 
· Planets will have their own colour pallets (Refer to GAME INFO – GAME WORLD) 
· Interactable objects will be outlined in white
The aesthetics of the world will reflect player decision, the corrupt path will make enemies, and worlds darker. NPCs they interact with may have more negative dialogue and appearances.
















[bookmark: _Characters:][bookmark: _Toc184663699]Characters:
	Name: Darius Rhadose

	Appearance:
	Body- Human top half, dragon lower legs. 
Extra Parts – Red dragon tail with a sharp tip, horns come out from his forehead 
Hair - Long flowing magma 
Colour palette - Warm, gold elements 
Clothing - Dark cape, 3 different clothing variations
Face - boyish smile or an annoyed expression, Black eye, red eye, scar across red eye. 
Dragon form - Classic red dragon, horns, and sharp imagery 

	Reference images:
	[image: A cartoon of a smiling elf

Description automatically generated]

	Gender:
	Male

	Species
	Demi God (Half Dragon – Half God)

	[bookmark: _Hlk183624643]Age:
	275 yr

	Planet:
	Ruler of Dariel (The Red Planet)

	Relationships:
	Father: Unnamed Villain /
Mother: Unnamed Tutorial Narrator 
Siblings: 
· Asclepius 
· Kasdeya  
· Sephtis 
· Casimir 
· Treacher 
· Quella 
(Refer to GAME INFO - BOSSES)
Potential Romantic Relationship: Beagle 

	Backstory:
	Main Character
He was handed his kingdom, ignored by his father. Began a tyrannical reign to defy his father, this led him to be cast out, to survive in the same way his people had to. He was stripped of all power, and now must build his strength to return. 
· Necrotic power that comes from his chest, can grow as game progresses.

	Personality:
	Beginning: Arrogant, self-centred, naive, determined, ignorant, impulsive.
Later: Soft, open-minded, selfless.

	Motivations and Goals:
	· Vengeance on his father
· Wanting to regain his power to his original form.



	Name: Beagle Wraith

	Appearance:

	Body - Human with a ghostly form, dark blue, thin and bony figure. Connected to a sword
Hair - Fluffy and off-white. 
Clothing - Similar to a samurai.  
Face – Positive and distant expressions, grey eyes. 

	Reference images:
	[image: A cartoon of a person with white hair

Description automatically generated]

	Gender:
	Male

	Species
	Human Ghost

	Age:
	Unknown

	Planet:
	Given to Darius on Tutorial Planet

	Relationships:
	Darius’s Mother: Savior – Later revealed antagonist
Family: Father, previous rebel leader, presumed dead
Potential Romantic Relationship: Darius 

	Backstory:
	Son of a rebel leader, a swordsman. Darius’s childhood friend. He was taken as collateral for his father’s rebellion and killed. Darius was sent away and forgot about Beagle. Darius’s Mother killed Beagle as punishment for the rebellion. She bound his soul with the blade that killed him. He loses these memories and is given to Darius. 

	Personality:
	Beginning: Gentle, loyal, annoying
Later: Sarcastic, strong-willed, selfless, vengeful 

	Motivations and Goals:
	· Desire to get back his memories back
· Vengeance on Darius’s mother
· Wanting to regain his original form, his body. 



The game also includes many NPCs which backstories and appearances will associate with the planet they reside in. At least 5 Interactable NPCs per world. Not including reoccurring NPCs

[bookmark: _Game_World:][bookmark: _Toc184663700]Game World:
The player will travel from planet to planet, they can return to ones previously visited. Each planet is a different colour with different cultures. Currently only 5 are specified but there will be 8 in total.
	Planet: Tutorial Planet 

	Appearance:
	White – 
· Tudor style houses with snow on the roof, 
· Huts on the outskirts with icicles. 
· Limited number of NPCs, docile and slightly fearful. 
· Big snowstorms across the land
· Big mountains surrounding kingdom. 

	Main Elements:
	Frost,

	Mood:

	Calm atmosphere, tranquil planet

	Music:
	Chilling music, eerily peaceful

	Safe Places:
	· Snowy Kingdom 
· Town Square
· IceWind Tavern
· Igloos (Unsafe zones)
· Hector’s Hut (Store)
· Rebel Base (Hidden area)
	




	Unsafe Places:
	· Snowy Mountains
· Ice Caves
· Frozen Lake 
· Snowstorm paths
	




	Ruler:
	Darius’s Mother (Unconfirmed Name)
	



	Planet: Ascleriel

	Appearance:
	Pink –
· Circular buildings
· Different shades of pink clouds on the ground
· Glowing lanterns. 
· NPCs here speak through their minds. Very Spiritual.
· Cherry blossom trees in orbs 

	Main Elements:
	Psychic elements.

	Mood:
	Gentle, Spiritual and accepting. 

	Music:
	Spiritual music

	Safe Places:
	· Roseate Kingdom 
· Fuchsia Temple
· Petal Fountain
· Orb Clouds (Unsafe zones)
· Selca Sauna (Store)
· Clam Ruins (Hidden)
	




	Unsafe Places:
	· Snowy Mountains
· Ice Caves
· Frozen Lake 
· Snowstorm paths
	




	Ruler:
	Asclepius 
	





	Planet: Sephriel

	Appearance:
	Green – 
· Everything comes in pairs NPCs, enemies and plants.
· Toxic atmosphere can hinder exploration. 
· Citizens wear masks
· The homes look polished and futuristic, green glowing lights

	Main Elements:
	Poisonous Toxins, Mirror Images, 

	Mood:
	Conflicting, Clean and Corrupt,

	Music:
	Soft nature music that’s been twisted to feel eerie, unnerving piano music.

	Safe Places:
	· Kingdom of Dyad
· The Clean Room (Toxin free)
· Mirror Room
· Flower Pockets (Unsafe zones)
· The Smoke (Store / Communal Parlour)
· Doublet Laboratory (Hidden)
	




	Unsafe Places:
	· Gas Factory
· Flower Field
· Toxic Forest
· The Hidden Mural (Most Toxic)
	




	Ruler:
	Sephtis 
	



	Planet: Quriel

	Appearance:
	Purple – 
· Skyscrapers 
· Constant parties 
· Few laws. Limited but strict punishments
· No violence. 
· Always night, glowing purple

	Main Elements:
	Lighting, teleportation

	Mood:
	Lively, Exciting, Noisy, Hypnotising

	Music:
	Booming techno music, sound of electricity and people laughing.

	Safe Places:
	· Castle of Quill
· Clubs
· Tile Floors
· Broken Tech Carts (Unsafe zones)
· Alfonso’s Amusements (Store)
· Throne Room (Hidden)
	




	Unsafe Places:
	· City outskirts
· Purple Tides
· Scrapyards
· Lower floors of Skyscrapers
	




	Ruler:
	Quella
	









	Planet: Dariel

	Appearance:
	Red- 
· Overflown with lava. 
· Medieval stone castle homes 
· Fire towers. 
· Guards stationed outside castle, 
· Deformed monster NPCs. 

	Main Elements:
	Blood Control, Necrosis

	Mood:
	Frightening, Suffering, Anguish

	Music:
	Threatening chanting music, screams hidden in the music, like screamo. 

	Safe Places:
	· Slums
· Red Market
· Fire Watch Council 
· Hot Stone Saunas (Unsafe zones)
· Styx’s Ship (Store)
· Prison (Hidden)
	




	Unsafe Places:
	· Inner City
· Lava Rockpools
· The Dark Castle
· Upper City Temples
	




	Ruler:
	Former: Darius, Current: Darius’s Father
	






















[bookmark: _Toc184663701]Game Flow:

[image: ]


[bookmark: _Toc184663702]Enemies:
· Skeletons
· Yeti
· Harpies
· Mind Goblins
· Gold Wyverns
· Sea Brutes 
· Mushruns 

	Enemy: Mind Goblin

	Appearance:
	· Small 
· Purple 
· Exposed brains and webbed fingers 
· Twisting eyes.

	Planet:
	· Ascleriel in the wild
· Quriel within city alleyways. 

	Attack:

	· On contact, release a psychic shock.
· If they’re in a group (>4) they stun the player for 2 seconds if the player is being shocked by two or more at once. 

	Defeat:
	· Player can kill one with >2 attacks 
· Low HP

	Reward: 
	· Hypnotic Eye
· 25 LS 
· 10 gold

	Difficulty:
	2/10














[bookmark: _Bosses:][bookmark: _Toc184663703]Bosses:
Bosses (All bosses have 2 phases): 
· Darius’s Mother
· Asclepius
· Kasdeya
· Sephtis
· Casimir
· Treacher
· Quella
· Darius’s Father
	Boss Character: Sephtis

	Appearance:
	· Younger brother 
· Long, white hair 
· 2 Sets of green eyes
· Teal robes
· Long pipe in his mouth, green cloud 
· Dragon form has two heads, light green scales

	Planet:
	Sephriel – In ‘The Hidden Mural’

	Attacks:

	· Bursts of green smoke that deplete health
· Puff of smoke through his pipe rains acid over an area he sprayed towards.
· Dragon “tangle attack” which restrains the player with its two heads. 

	Defeat: 
	· Cut all 4 of eyes in dragon form. 
· When defeated, prompt will show “forgive” or “punish”.

	Reward:
	· Soul, 
· NPC Approval/Disapproval, 
· 8k gold



[bookmark: _Toc184663704]Game Controls
[bookmark: _Character_Controls:][bookmark: _Toc184663705]Character Controls:
[image: A white video game controller with text and blue writing

Description automatically generated][9][image: A white and black video game controller

Description automatically generated][10]

[bookmark: _Toc184663706]Gameplay Mechanics
[bookmark: _Toc184663707]Sequence of Play:
Ostelion is structured like story chapters, to progress the game is through the main storyline.
· Linear sequence of play, defeating a world boss is a scripted sequence of the game. 
· Nonlinear aspects include, choosing different endings, optional side quests and free exploration. Interact with NPCs without needing to accept quests.
(Refer to GAME EXPERIENCE – SHELL MENUS)

Progression: 
· levelling up by collecting LS 
· Increase their power and HP. 
· When one world is completed, they will move to the next. 
· Will encounter harder sections which will pause their game progression, to unlock certain features first. 

[bookmark: _Toc184663708]USP:
Ostelion is a fantasy themed dungeon crawler with a journey of self-reflection, where the player makes the decisions, cleanse or corruption. 

Minigames: 
Ostelion is also unique, it’ll include 2 unique mini games -
· Dice Dealer 
· Pawn Prowler 











[bookmark: _Toc184663709]Challenges / Hierarchy of Challenges:
	Victory Condition:
	Defeat each of the 7 bosses and collect their souls to defeat the final boss at the end of the game for your chosen ending.
· The motivation towards this end goal, will be reminders throughout dialogue,

	Intermediate Challenges:
	Optional, no direct effect on storyline
· Complete Casimir’s errand

	Atomic Challenges:
	Keeping the player moving and progressing throughout 
· Kill 10 Mind-Goblins



[bookmark: _Toc184663710]GDC: 
	[image: A diagram of a company

Description automatically generated]




[bookmark: _Toc184663711]Levels /
[bookmark: _Toc184663712] Game Structure: 
Here is an example of the first planet in the game, reference this on how to progress the difficulty in future levels. 
	Planet:
	1

	Name:
	Tutorial Planet

	Story:
	Progress through the tutorial planet to get to the boss. 

	Estimate Play Time:
	20-30 minutes

	Colour Map:
	Cool tones, white hues.

	Enemies:
	Basic Enemies: Skeletons, Tundra Wolves, Snow Scryer
Harder Enemies: Yeti 

	Boss:
	Darius’s Mother 

	Mechanics:
	· Opening Doors
· Slide on Ice

	Hazards:
	· Net Traps 
· Poison Flowers

	Power-Ups:
	· Store snacks
· Armour

	Abilities:
	· Eat food to gain hit points
· Regain health in safe zone
· Magic recharge after killing 4 enemies

	Economy:
	After defeating an enemy:
· LS
· Gold
Buy armour upgrades and health supplies.

	Bonus Materials:
	· Plants
· Enemy Drops



[bookmark: _Toc184663713]Stress:
The interact action will allow players to complete challenges such as secret quests and puzzles.  
· Because of the small number of actions, the player will need to experience a variety of challenges with increasing difficulty and stress. 
· As the player becomes more skilled, the skill level will increase to challenge them in preparation for boss fights. 









[bookmark: _Toc184663714]Mechanics:

· Opening doors
· Teleport Slash 
· Slide on ice
· Bubble jump
· Push Braziers
· Mirror Image
· Puddle Swallow

	Mechanic: Push Braziers

	Appearance:
	· Ornate stone pillars with flames on top, 
· Different planets have different flames.

	Effect:
	· Weighted – Trigger pressure plates 
· Flame - Set any gas in the area ablaze, light enemies on fire, clear air of gas.

	When:

	Reoccurring mechanic on every planet.  





















[bookmark: _Toc184663715]Hazards: 
· Geysers of lava 
· Gas clouds
· Acid puddles
· Net Traps 
· Poison Flowers 
· Closing Walls

	Hazard: Geyser of Lava

	Appearance:
	· Hollow mounds in open areas
· Different sizes 
· Shoots lava, leaving a lava puddle. 

	Effect:
	· Stepping on geyser as it rumbles, will shoot up and spit lava onto player, damaging the player
· If they survive, they will be left with a burning status for 3 seconds, which slowly depletes HP.

	When:
	Reoccurring hazard on planets with lava. 






















[bookmark: _Power-Ups:][bookmark: _Toc184663716]Power-Ups: 
· Store Snacks
· Happy water 
· Dragon’s Reign Potion 
· Armour 

	Power-Up: Store Snacks

	Appearance:
	· Different depending on planet, fruits, baked goods etc… 

	Effect:
	Variety of temporary benefits:
· extra health points, 
· extra attack
· defence power
· extra speed

	When:
	Reoccurring in every planet. 























[bookmark: _Toc184663717]Collectables: 
· Gold
· Monster Drops 
· Flowers
· Rocks
· Books 
· Puzzle Pieces 

	Collectable: Books

	Appearance:
	· Different shapes colours and symbols, include text.

	Benefit:
	· Bestow more knowledge on the game’s lore 
· Can unlock hidden side quests 

	When:
	Found in secret areas or unsafe zones.

	Currency:
	No – But can be sold

	Achievements:
	Simple achievements such as:
· Collect all books on Case
· Collect every book in one playthrough

	Rarity:
	Uncommon - Rare



[bookmark: _Toc184663718]Game Economy: 
The game economy is gold, gold can be used to sell, buy and collect.
·  Players can collect gold fighting enemies, playing mini games, and selling items, each giving different amounts, larger amounts of gold can be collected from bosses. 
By using gold players can buy things from stores in planet safe zones
· The shopping environment are stall-like places, a PNG of the shop owner and menu besides the screen with options, to talk, buy, sell or play. 
(Refer to GAME MECHANICS – POWER UPS)










[bookmark: _Toc184663719]3D Asset List:

Example of the assets needed for Planet 1 (Outdoor Section Only): 
All assets must snap to grid for ease of world creation, top-down view is most important in this design process since this is the part players will see the most.
	Asset: 
	Variants
	Snap To Grid

	Large Mountain
	2-3
	Yes

	Medium Mountain
	2
	Yes

	Ice Castle
	1
	Yes

	Igloo
	2-3
	Yes

	Ice Fountain
	1
	Yes

	Tudor Style Tavern 
	1
	Yes

	Small Wooden Cabin 
	3-4
	Yes

	Stone Bunker
	1
	Yes

	Iced over Lake
	2
	Yes

	Snowy Hunter Cave
	2-3
	Yes

	Path covered in Rubble
	3-4
	Yes

	Pine Tree
	3-4
	Yes

	Snowed Over Rock
	3
	Yes 


















[bookmark: _Toc184663720]Game Experiences 

[bookmark: _Toc184663721]Theme:
Ostelion fits into the genres of:
· Fantasy RPG, through characters, enemies, worlds etc.
· Dungeon crawler in parts leading to bosses. 
· Open world concept when it comes to quests
Ostelion has an overall adventurous and deep theme.

[bookmark: _Toc184663722]Feeling and Emotion
Should make players feel conflicted in their morality
Invoke curiosity for our players, make them desire to explore, as the storyline progresses, we hope they can develop more complex feelings. We’d like them to develop an attachment to our main character. 
Important story decisions are decided by the players, if the bad ending is completed, it should invoke a sense of power, but also regret because of all the sacrifices the player must make to get to that point. 

[bookmark: _Toc184663723]Modes:
4 different modes:
Easy: Enemies come in small groups and do less damage, story focused.
Normal: An equal balance of both narrative gameplay and PvE

(Only unlocked after completed playthrough in normal mode).

Hard: Enemies are likely to come in larger groups, bosses hit hard and have larger health bars, for players that enjoy challenge and strategies. 
Custom: This is a mode where players can customize their experience 






[bookmark: _Toc184663724]Starting Screen:
Start - Splash screen - Title screen – Main Menu 
(Refer to GAME EXPERIENCE - SHELL MENUS)
Entering the game the player will be greeted with a cutscene that explains the context of the story, start on a tutorial planet
(Refer to GAME INFO – GAME WORLD) 
As they begin to progress through the story the player their starting screen will change depending on the location they last saved.

Description:
An open landscape, surrounded by mountains, and a blizzard in the distance. Darius will be standing there, and a small distance in front will be a white hooded figure standing in the snow. 
At the top of the screen there will be a health, magic bar and backpack icon. The hooded figure in front will have a glowing outline.

Concept:
[image: A cartoon of a person standing in a snowy area

Description automatically generated]

[bookmark: _Toc184663725]Music and Sound:
The music will change depending on the area change depending on the situation and who the player is in dialogue with. 
Some examples of music:
· Subtle snow music for world 1[11]
· Upbeat techno music for world 7 [12]

(Refer to GAME INFO – GAME WORLD for music genres for each planet)

Dialogue should include short sound effects like a sigh, grumble, excited squeal. When it comes to prominent characters, there should be voice acting. Sounds of footsteps, rustling of trees, geysers or puddles, should be heard during exploration.



















[bookmark: _Shell_Menus:][bookmark: _Toc184663726]Shell Menus:
The shell menu will include the main menu and pause menu. 
When entering the game itself the user interface will have a health meter and a meter that charges energy or a magic. From this screen the players can access the pause menu.

[image: A diagram of a flowchart

Description automatically generated][image: A diagram of a business flow

Description automatically generated with medium confidence]
[bookmark: _Toc184663727]Cutscenes:
· Opening cutscene when the game is opened
· Cutscene for each ending

Storyboard:
[image: A collage of images of a person

Description automatically generated]
	Opening Cutscene

	Visual Style:
	2D, pre-rendered cutscene, dark colours, ending with light colours

	Description of Scene:

	Opens with a castle, slowly zooms in, Darius sitting menacingly on his throne. Thunder roars as a large figure appears behind, looming. Argument ensues, large figure picks Darius up by his hair, tossing him. Transitions to Darius falling into snow on tutorial world. Game starts.

	When:
	When the player enters a new game

	Purpose:
	To establish plot, explain some backstory and introduce the main protagonist and the antagonist. 






[bookmark: _Toc184663728]Bonus Materials

[bookmark: _Toc184663729]Replay Value:
Players have the option to replay the game to reach all endings, as each of the 3 different endings give you different achievements. 
Replaying the game will allow players to unlock area or NPCs they may have missed the first time playing. 

[bookmark: _Toc184663730]Achievements:
Achievements that will be earned with no effort:
· Open the game
Some that require more effort:
· Kill 100 Enemies
Some that will progress in the background:
· Die to the acid puddle 100 times
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