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The Whispering Woods


	
INTENDED PLATFORMS

	
I think it should be on all consoles except the Nintendo switch because although most platformers can be played on all consoles but with the switch, you need to make sure it can run on the system at a stable fps while other consoles like Xbox, X/S, ps4/5 and Pc can handle a fixed fps or higher








	TARGET AGE / DEMOGRAPHIC OF PLAYERS

	
· I intend the game to release for years 7+
· I say this because the game will have some sort of violence that shouldn’t be shown to a child






	INTENDED PEGI / ESRB RATING

	
This game will be rated at Pegi 7




	CONTRIBUTING TEAM MEMBER:
	Justin Brighton
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SECTION 1: TITLE PAGE	   	
Scott Rogers ‘Ten-Pager’ Template		






SECTION 2: GAME OUTLINE



	GAME STORY SUMMARY 

	
· The game will be a Platformer.
· It will take place in a forest setting, inhabited with forest creatures.
· The Protagonist is a forest ranger that likes to explore the forest and making sure balance is in order.
· The game will include the mechanics of jumping, platforming and grappling









	GAME FLOW

	
· The players will be crossing obstacles to get to the goal at the end. They will be traversing through different areas of the map and encounter difficult jumps along the way.
· They will also unlock techniques/gadgets along their journey.
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SECTION 2: GAME OUTLINE 
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SECTION 3: MAIN CHARACTER(S)
& PLAYER CONTROLS





	CHARACTER APPEARANCE

	
[image: Forest Rangers | Genshin Impact Wiki | Fandom][1]

[image: Forest Rangers | Genshin Impact Wiki | Fandom][2]
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[image: Izad | Genshin Impact Wiki | Fandom] [4]






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

	NAME:
	Esper (Sage)

	GENDER:
	Female

	SPECIES:
	Human

	AGE:
	21

	FACTION:
	Forest Rangers

	KNOWN ASSOCIATES:
	The forest watchers

	(Extra categories)
	

	(Extra categories)
	



	CHARACTER’S BACKSTORY

	Joining the Forest Service at the age of 18, Sage was eager to learn the ins and outs of the woods and gained the respect of his fellow rangers, earning the nickname "Sage" for her calm and wise manner.

For her gameplay, as a calm and wise manner, she can use multiple weapons that require calmness to be wielded and wise manner to know how to wield it.

Peace is her signature move. She would reach for her sword, whose hilt was polished from years of usage, and her eyes, which were the colour of old moss, were filled with a silent wisdom. Instead of drawing the blade, she held it in the air, its surface glinting in the moonlight. This would give the player a buff that would last 10 minutes.

Her abilities can cast a heal aura around her to heal for 5 seconds, although its short timed, the healing is increased. She also has a flashbang. This allows Sage to momentarily blind the enemy for a few seconds.





	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.) 

The gameplay will consist of running, walking, dashing and climbing. 
They will also have weapons to defend themselves while traversing the forest.
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SECTION 4: GAMEPLAY


	SEQUENCE OF PLAY

	
· The gameplay will consist of running, walking, dashing and climbing. They will also have weapons to defend themselves while traversing the forest.
· There will be challenges with platforming being some platforms will have some obstacles on them and others being a bit further requiring a running start or an ability.
· The main objective for the protagonist is to find out what has caused the imbalance in the forest and to restore that balance.

















	UNIQUE SELLING POINTS (USPs)

	
(Provide detail of your game’s Unique Selling Points [USPs] here. 

Additionally, include any minigames featured within the game, with supporting descriptions and illustrations.)


The archery would be the selling point as the player can alternate their playstyle of how they will use their bow. They could use it as a close melee, the bow being dense and strong that it will deal damage close range, balanced, aa mix between ranged and close ranged and ranged attacks, attack the enemy from afar that would deal critical damage if the target doesn’t notice you. 

There will also be an archery ground too test these different styles to see what is the players taste.





















	PLATFORM-SPECIFIC FEATURES

	
This game will not have any platform-specific features.
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SECTION 5: GAME WORLD




	GAME WORLD

	
[image: ][5]
A quiet forest that the player will be put into



[image: ][6]
The monster that the player will encounter



[image: ][7]
The temple that the player will find along their journey

















	LOCATION DETAILS

	NAME:
	The Whispering woods


	WHAT DOES IT LOOK LIKE?
	it’s an empty forest that only monsters reside in



	WHAT MOOD IS BEING INVOKED IN THIS LOCATION?

	
The mood will feel like the player is alone, but it isn’t the case.


	WHAT KIND OF MUSIC WILL BE USED FOR THIS LOCATION?
	It would have ambient and minimalist type of music




	HOW ARE THE LOCATIONS CONNECTED IN THE GAME WORLD?
	
This area is connected as it would be the main area that the player will explore



	LOCATION DETAILS

	NAME:
	WraithShadow’s territory


	WHAT DOES IT LOOK LIKE?
	The moss-covered and branch-covered ground was disturbed. With the air above it slightly shimmering with an invisible energy, the centre of the lair was defined by a circle of burnt soil.



	WHAT MOOD IS BEING INVOKED IN THIS LOCATION?

	When the player enters this territory, they will feel quietness but has a feeling a being watched and followed.


	WHAT KIND OF MUSIC WILL BE USED FOR THIS LOCATION?
	Eerie and unsettling quietness




	HOW ARE THE LOCATIONS CONNECTED IN THE GAME WORLD?
	
This area will be in the deeper parts of the main forest, this area will be unlocked from progressing through the game



	LOCATION DETAILS

	NAME:
	The Whispering Woods Temple


	WHAT DOES IT LOOK LIKE?
	
The temple's entrance is reached along a stone pathway that is illuminated by warm sunlight that filters through the canopy. An inviting, ethereal light emanates from the doorway, suggesting a magical presence inside.


	WHAT MOOD IS BEING INVOKED IN THIS LOCATION?

	
Magical and Enchanting. The charming ambiance is enhanced by the vivid green moss and gentle light.

	WHAT KIND OF MUSIC WILL BE USED FOR THIS LOCATION?
	
 It would have some ethereal music, showing that they have entered a sacred place



	HOW ARE THE LOCATIONS CONNECTED IN THE GAME WORLD?
	This location is found in the main area of the forest, allowing the player to visit anytime



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

	GAME FLOW

	
[image: ]
[image: ]
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SECTION 6: GAME EXPERIENCE




	GAME EXPERIENCE

	
The theme of the game will be fantasy as the monsters within the game don’t particularly exist in real life so seeing a fantasy creature that wouldn’t exist in real life but can have an eerie feeling that they could be real.






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

	
When the player meets the creature in the game, they won’t know how to fight it since it was an unknown being in the game with an overpowering look.








	ARE THERE ANY SPECIAL MODES OR INTERFACES FOR GAMEPLAY?

	

There would be some survival modes where the player is locked in one area and will have to hold out for a certain amount of time and they will be rewarded chests that would provide items that will help the player.














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

	

[image: ][8]


[image: ][9]






	WHAT EMOTIONS ARE MEANT TO BE INVOKED BY THE GAME?

	

When the players play on certain sections, specially when they start their journey into the forest, too feel anxious. Although given information about the forest, to feel a bit overwhelmed that they have access to the forest and the dangers that lie awake for the player.









	HOW ARE MUSIC AND SOUND GOING TO BE USED?

	

The music will be calm and lo-fi throughout the game. I think this choice in music will allow the player to feel a bit relaxed when exploring the levels.






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

	

[image: ]
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SECTION 7: GAMEPLAY MECHANICS



	GAMEPLAY MECHANICS

	



	MECHANIC DETAILS

	NAME:
	Grapple hook


	WHAT DOES IT LOOK LIKE?
	A gun that houses a hook that can carry the weight of a person


	EFFECT ON PLAYER:

	Allows the player to hook on walls, climb and hang


	WHEN WILL IT FEATURE IN THE GAME?
	It will be featured when the player is able to access the restricted area






	HAZARD DETAILS

	NAME:
	Spike Pits


	WHAT DOES IT LOOK LIKE?
	Spikes that are in the ground



	EFFECT ON PLAYER:

	Damages the player and can kill



	WHEN WILL IT FEATURE IN THE GAME?
	When the player starts to explore the forest





	POWER-UP DETAILS

	NAME:
	Ammo patch


	WHAT DOES IT LOOK LIKE?
	A pouch with Arrows



	EFFECT ON PLAYER:

	Refills arrows on their quiver


	WHEN WILL IT FEATURE IN THE GAME?
	When the player starts their journey





	POWER-UP DETAILS

	NAME:
	Fire Arrows


	WHAT DOES IT LOOK LIKE?
	A bundle of arrows



	EFFECT ON PLAYER:

	Allows the player to shoot limited fire arrows


	WHEN WILL IT FEATURE IN THE GAME?
	After the player completes certain quests








	COLLECTIBLE ITEMS

	




	COLLECTIBLE DETAILS

	NAME:
	Birdsong


	WHAT DOES IT LOOK LIKE?
	Cassette tapes



	BENEFIT FOR PLAYER:

	Allows the player to listen birdsong


	WHEN WILL IT FEATURE IN THE GAME?
	It will feature at any time



	CAN IT BE USED AS CURRENCY?
	
No 


	WILL IT EARN PLAYERS AN ACHIEVEMENT?
	No 






	COLLECTIBLE DETAILS

	NAME:
	The sounds of the forest


	WHAT DOES IT LOOK LIKE?
	Cassette tapes



	BENEFIT FOR PLAYER:

	Allows the player to listen to rustling leaves 


	WHEN WILL IT FEATURE IN THE GAME?
	It will feature at any time



	CAN IT BE USED AS CURRENCY?
	
No 


	WILL IT EARN PLAYERS AN ACHIEVEMENT?
	No 





	COLLECTIBLE DETAILS

	NAME:
	Doll


	WHAT DOES IT LOOK LIKE?
	A wood carved doll with faded paint



	BENEFIT FOR PLAYER:

	Can be obtained as a toy


	WHEN WILL IT FEATURE IN THE GAME?
	It will feature at any time



	CAN IT BE USED AS CURRENCY?
	
No 


	WILL IT EARN PLAYERS AN ACHIEVEMENT?
	No 








	GAME ECONOMY

	

This game will have an economy where the player is able to buy arrows in huge bulks. This allows the player to buy a quick bulk before they depart into the forest. They will be able to collect coins from the forest and taking down enemies that drop a fixed amount. They can also buy outfits to change their appearance
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SECTION 8: ENEMIES




	LIST OF ENEMIES

	




	ENEMY DETAILS

	NAME:
	The Whispering Thorns


	WHAT DOES IT LOOK LIKE?
	These creatures have their bodies covered in thorny vines while they use the shadows to traverse and hide


	ATTACKS:

	It uses the shadows to attack the player and blend into the environment


	WHEN WILL IT FEATURE IN THE GAME?
	This will be their first enemy they will encounter



	HOW DOES THE PLAYER DEFEAT IT?
	As this creature uses the shadows to hide and attack, the player will need to use light sources and distractions to defeat this enemy



	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	They will obtain money for their use and more information on how to defeat this enemy in future encounters




	ENEMY DETAILS

	NAME:
	The Shadowfang Pack


	WHAT DOES IT LOOK LIKE?
	These are a wolf pack that with eyes that glow a crimson red


	ATTACKS:

	These wolfs will hunt in packs


	WHEN WILL IT FEATURE IN THE GAME?
	They will be enemies that will appear occasionally


	HOW DOES THE PLAYER DEFEAT IT?
	The player will be able to use fire to separate the pack to then be able to beat them one by one


	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	They will obtain money for their use and more information on how to defeat this enemy in future encounters




	LIST OF BOSS CHARACTERS

	



	BOSS CHARACTER DETAILS

	NAME:
	The Ancient Grovekeeper


	WHAT DOES IT LOOK LIKE?

	This is a creature that stands above 11 feet tall. This creatures body is made from bark and twisted roots

	ATTACKS:

	It has a vine whip attack that can snare players, making them unable to attack a for a little
Root snare is aa move that it will use to slow down the movement of the player while dealing damage
He can heal himself using Healing Bloom, this will spawn these flowers that will heal itself and its allies
A passive ability of this boss is called Aura of Decay, this will cause damage over time towards the players.


	WHEN WILL IT FEATURE IN THE GAME?
	This will feature at the end of the game



	HOW DOES THE PLAYER DEFEAT IT?
	The player defeats this boss through strategy and timing of its attack and learning how to counterattack.
They will learn how to dodge its snare attack and its vine whip attack.
When it activates its healing ability, the player will need to prioritize towards it. Destroying the flower will interrupt its healing.
For its passive ability, it would be best to stay mobile and avoid area attacks



	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	After defeating this boss, the player will be able to obtain its heart, showing proof that the boss had been defeated. They can also get other rewards that can be used to sell or trade in the hub
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SECTION 9: CUTSCENES



	CUTSCENES

	








There wont be any cutscenes in the game










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

	VISUAL STYLE:
	n/p


	BRIEF DESCRIPTION OF SCENE:

	n/p

	WHEN WILL IT FEATURE IN THE GAME?
	n/p



	PURPOSE:
	n/p
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SECTION 10: BONUS MATERIALS



	BONUS MATERIALS

	
When the player finishes the game, they can continue the game after they beat the final boss. This will allow the player to explore more and encounter the enemies that are more powerful. 

There also will be some downloadable content that will add some cosmetics to the game that the player can buy but won’t affect the gameplay








	REPLAY VALUE

	
There will be a new game+ mode that allows the player to restart the game with their save file. This allows the player to regain their items from their first playthrough. While playing in new game+, the enemies will be more powerful and have different tactics on their playstyle. 
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